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Experience the most heartwarminoly humorous cinematic adventure ever. Creator 
Roberta Williams presents the SEVENTH chapter in the best-selling computer adventure 
SERIES of all TIME: KING'S QUEST* VII: ThE PRINCELESS BrIDE. JOIN PRINCESS ROSELLA AND 
HER MOTHER VaLANICE AS THEY BATTLE THE EVIL ENCHANTRESS MALICIA FOR THE SURVIVAL OF 
THE MAGICAL REALM OF ELDRITCH. DON’T MISS THIS BREATHTAKINGLY BEAUTIFUL EPIC ADVENTURE 
FOR THE WHOLE FAMILY. FOR YOUR COPY, SEE YOUR LOCAL DEALER OR CALL: 1 800-757-7707. 



© 1994 Sierra Oq^.i,^)nc. 
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NOT AVAILABLE IN STORES 


To order call 
Epic MegaGames 
1 - 800 - 972-7434 



"THE BEST ARCADE 
PLATFORM GAME FOR 
THE [PC] EVER” 

PC GAMER 


Incredible 3D bonus stages 
and over 90 levels of action! 


xos/ao i:h7 



Adjustable difficulty level. 
Suitable for all ages and skills. 


n 1 1 n I 



High-speed action you’d expect 
to find only on a cartridge. 



“Plays like a dream’’ - rated 
as high as 94%i 



Playable directly from CD. Includes a 
new bonus stage selector and 30 new 
levels - the toughest Jazz levels with 
the hottest graphics we’ve ever done. 


Remember the Tortoise and the 
Hare? Well, it’s 3,000 years later 
and they’re at it again. This 
time it’s a fight for the galaxy 
and the love of a beautiful 
princess. 

Jazz Jackrabbit is high-speed 
action through and through 
with 4-button joystick support, 
gorgeous graphics, hilarious 


cartoon-quality animation 
sequences and awesome digi- 
tal sound-effects and music. 

All nine episodes, 90+ levels, on 
CD-ROM are only $49. The six 
episode 60+ level version on 
floppy is $39. Both include a 36 
page color manual with the 
Jazz Jackrabbit comic by 
reknowned artist Nick Stadler. 



TRY THE SHAREWARE VERSIONS TODAY! 

On CompuServe GO EPIC and visit the Epic Forum 
or call Exec-PC BBS at (414) 789-4360 or on the 
Internet ftp them from the /msdos/games/epic 


CALL 1-800-972-7434 ID ORDER! 



Pilot giant 90ft robots that an attempt to defeat diverse 

fight with the kind of “feel” enemies with unique 

you’ve been waiting for in PC personalities, 
combat games. Features multi-channel, metal- 

Play head-to-head against your crushing sound effects and 
friends or fight your way heart-pounding digital music, 

through increasingly difficult One Must Fall 2097 is only $39 
tournaments. Use your Or, get the game, the massive 

winnings to upgrade, trade OMF Strategy Guide and a cool 

robots and purchase training in color poster for only $49. 

Please add $4 s&h. Visa, Mastercard and checks accepted. MD residents 
add 5% sales tax. Every order Includes a bonus shareware game. Inquiries? 
call us at 301-983-9771. In UK/Europe call us at +44 (0)1767-260903. 


Try these games 
on CompuServe 
just GO EPIC 

“MOVE OVER, DOOM, FOR 
ONE MUST FALL 2097 IS 
A SURE WINNER!'’ 


GAMEBYTES 



11 robots with over 120 frames 
of 3D animation per robot! 



Supports dual joystick head-to- 
head combat in 5 unique arenas 



Win cash to upgrade robots, 
get training & buy new moves 



Epic MegaGames Inc. • 3204 Tower Oaks Blvd #410 ■ Rockville MD 20852 


Run out of cash! and your 
repairs are over! 
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32 SNEAK PREVIEW! THE ELDER SCROLLS: DAGGERFALL 

Life gets a lot more interesting once you leave the Arena. 
CGH'”s Editor-in-Clucf explores the new role-playing concepts 
slated for the sequel to The Elder Scrolls; Arena. 

182 GOLF GAME ROUNDUP Pete Scisco presents an “airing 
of the greens” with regard to Microsoet Gole 2.0, PGA 
Tour Golf 486, and Picture Perfect Golf. 


ADVENTURE/ 

RO L E - P L AYI N C 

121 SCORPIA'S STING Curious to disco^’er if a misfit jester 
can amuse her, the reigning tiueen of role-playing receives 
Westwood Studio’s KvitANDiA 3: Malcolm’s Revenge. 

126 SCORPIA’S TALE Ravaged by the latest Dark Sun, we 
petition counsel from the pincered player who has killed 
more creatures in Wake of the Ravacer than all the Mind 
Flayei s in the Underdark combined. 

132 UNDER A KILLING MOON Inspector Charles Ardai 
unravels the mysterious nature of Access’ photo-realistic, 
3-D, four CD-ROM extravaganza. 

138 STAR TREK INTERACTIVE TECHNICAL MANUAL 
“Welcome aboard the U.S.S. Enterprise, NCC-1701-D. Please 
wipe your feet.” Alan Greenberg and Commander Will Riker 
take you on a guided tour. 

142 RELENTLESS AVill this tale of Quetches cause Charles 
Ai'dai to kvetch? Find out about one of the most innovative 
games of the year. 

148 DRAGON LORE Mindscape went to the Old World to 
discover this 3-D adventure, and Peter Olafson tells us the 
tale. 


ACTION 

152 METALTECH EARTHSIEGE JetlJames encounters 
hea \7 metal in the form of mechanized, rocket-firing 
juggei-nauts. 

158 RISE OF THE ROBOTS Street fighting in the 2 1st 
CentuiT pits you against 3-D rendered, malignant robots, 
but George Jones knows how to kick some ‘hot. 

162 CYCLEMANIA Don your leathers and pull on your 
brain bucket, we’re headed into digitized terrain at 160 
miles an hour, with “Hop-along” Gordon Goble at the 
controls. 

168 BLACKTHORNE Charles Aidai wields a shotgun with 
abandon in this swashbuckling, ultra-violent Interplay saga. 
172 THE FORTRESS OF DR. RADIAKl If you think carnage 
is cool, Mark Clarkson’s tale of slaying Samurai and 
mauling mutant lizards will slay you, too. 
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Games Released 

267 HALL OF FAME All-Time Great Games 
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268 TOP 100 Readers Rate The Top Games 
270 PATCHES Game Files To Kill Bugs Dead 
272 THE RUMOR BAG The ICing Contact 


176 GLIDER PRO Eden Maxwell guides a spunky liitle flyer 
tliroLigh a 27()-room housing complex without once crash- 
landing his hard drive. 

SIMULATIONS 

191 BOGEY'S BAR & GRILL Fom Basham flies in the face 
of special interest groups to siiow you how sim jocks sliare 
tlieir obsession. 

194 ARMORED FIST NovaLogic slams its Armori:!) Fis'i' on 
the table, unleashing modern US and Russian armored 
vehicles and helicopter gunships. 

200 FLEET DEFENDER GOLD Tom Basham lakes the stick 
ofMicroProse’s F-14 simulator with digitized audio, 
multimedia glitz and a mission builder. 

202 DAWN PATROL Michael Rymaszewski wraps on a 
cravat and climbs into an open-air WAVI-vintage cockpit for 
a final showdown with the Red Baron. 


S T R AT E C Y/ 
WARCAMES 


207 BROADSIDES & GRIPESHOT Savor some chesliiuts 
witii armchair general Alan Emrich as he relives the year in 
wargaming. 

212 PREVIEW! 1830: RAILROADS & ROBBER BARONS 

Johnny “Tycoon” Wilson lays tracks and stock market traps 
as he climbs aboard Avalon Mill’s new railroad empire 
builder. 

216 PANZER GENERAL Feast your SSIs on this SVGA 
strateg)' game that puts you in command of the Panzers in 
1939. Field Marsliall Teny Coleman reports. 

224 WARCRAFT: DRCS & HUMANS Few liiimans 
understand the armed struggle between humans and ores as 
well as Chris Lombardi, whose parents were one of each. 
228 BATTLE ISLE 2200 Accolade takes us back to the 
fului'c in this sci-fi slugfesi from Germany. Martin Cirulis 
conducts the briefing. 






Scope Oirt file tenaio. 

Slew your turret m 
Lock on target 
ABdbwxptmselftaralae 


You’re in the heart of an advanced 
fighting machine. Peering through > 
the thick smoke billowing off your ‘ 
last victim, you feel you're being 
watched. Switching to thermal shows 
something hot behind the trees 
ahead. Advanced optics zoom in and 
reveal a Soviet T>80 tank turning it s ^ 
turret toward you. ^w^/iot the mM 
time to hesitali^i^llM^’^d load^^H 
FIRE! tM 


‘i> ^^iinter startlingly realistic pre* 
l;[uj^^issions or construct your 
owi^ Dig trenches, lay mines, 
even plant trees. 


■ Choose American M1 A2 Abrams 
main battle tanks, M3 Bradley 
IFV’s equipped wUh>thermal 
sights, Russian Y>80 tanks, or 
BMP.APd’s equipped with jmage 
.^Intensifiers. .. . ■ 


Forge ahead on the digital 
battlefield of the future in 
this modern tank 
simulation from 
NovaLogic (the creators 
of Comanche ", WolfPack " 
and Ultrabots 


I Engage your enemy in accurate 
battle environments where you 
Rencounter translucent smoke, 
explosions and grenades. 


'Command multiple tanks over 
3-D, Voxel Space ' (patent 
pending), terrain and call in 
remote artillery or tactical air 
support to ensure victory. 


Strap on your helmet ^ 
for the ride of your life! 


Suggested Retail Price - $69.95 

Available for PC 3.5" and PC CD-ROM 
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YOU AMU 


Your heart is racing. 

Th'ihump. Th-thump. 

Its pumping as fast as your legs. 

You don’t notice the gentle breeze, tlie 
noon-day sky. 


KI I kin 



“Truly innovative. Strategy Plus 

You arc totally focused. 

On the smell. 

Just the smell. 

Could be the first thing you sink your 
teeth into, in days. 

Dust, pebbles, sticks. 

They’re flying. 

Then you pounce. 

Suddenly. Stealthily. 

You break its neck. 

You’re hungry. 

You are such an animal. 



"ft's addictive. “PC Gamer 



Vt'dlf Cflpyhg^t held hy 'A'olf Haven liucrtiaiiunal: Jerrj’ Knlwtis Phcitopaphy. 0 Saiiciuary Wucxla Multitiiedia, Inc. All right! rcaerved.'llic i-c 



lAL, YOU. 



Really. 

In this wilderness survival adventure, 
that’s exactly what you are. 

A wolf. 

And you experience all the sights, 
sounds . . . and smells . . .firsthand. 



Mating tips included. 


That’s what makes this game unlike 
any ocher. 

It’s realistic. 

So realistic that it just might blow 
you away. 

(Or maybe a predator will.) 

Will you survive? 

You’ll have to hunt. 

Fight. 

Mate. 

(Hey, maybe it’s not so hard after all.) 
See your retailer or call 800-943-3664. 


and ihe Wolf logo >r: iradcnuclu ofSanaoany Woods Multimedia, Inc. Sanciuai;' Wot 


of Sanctuary Woods Multinitdia Corporation, 
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It tityilud of unitUiiBi] 


Actual screens may vary. 


Oarmng up on tb^eadihg. 


.‘Corning up on thdneading...llVlPA^',i^ 

= FLIGHT COMMANDER 2 puts YOU in"eo' 5 pit!ap|Sfct&&s(rike ^>; " 
^ Hunting SCUD sites during Operation Desert Storm, or leading a 
UVi|^J/Veasel flight into North Vietnam. Dive your F-86 Sabres out of the 
.| ^m Mo a swarm of Red Chinese MIGs,, or knock out Soviet T-80 tanks_ , 
the advance into West CermanyLR/CWf COMMANPER'sSLemno:^] 
»TOrierator iets you dictate opponents, level, of difficulty, and time periods from 
the Korean War to the present and beyond! Choose'from 5 different campaigns 
|fusethe?qin^dBa% Generator to create new scenarios! You will never 
j^ov^f^fehcf^&^jCNtrtwo missions are ever the same! Truly a state-of-the- 
game that fei^ifls' use m your brain, not a joystick. ' ^ T;" 


CD ROM coming soon 


rfr The Avalon Hill 
W Game Company | 

1 DIVISION OF MONARCH AVALON, INC. ' 

J 4517 Harlotil Road • Baltiiilare, MD 21214 

Flight Commander 2 can be found in computer game stores near you. For order information 
or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. CCW 12 


Available on: PC Compatibles, or bcuer with Hkroiofi Windows'", 4hB ol RAH, 
].S'' High Dcniiiy Floppy. Hard Disk Drive. House, VGA or SVGA color graphics. Sound 
Support lor Sound Blaster AW}2, Sound Blaster 16, Sound Blastei Pro and 
Compatibles, Pro Audio Spectrum and Roland. Also available on Hacintosh with 4HB 
of RAH. and Hard Disk Drive. 


sanunRE inc. 


Circle Reader Service ff294 


1 











It’s 1999f and the Russian Bear is Back! 





hirinovsky has seized the reins of power jji the 
Kremlin, and he's got his eye on warm-water 
I ports and rich oil deposits in the Persian Gi^ and 
Indian Oceans. While the Kirov cruises toward B^rain, 
and Typhoons prowl the Gulf, where is the United ^ates? 

The has arrived! Your're in commapd of a 

U.S. Navy task force, with a full range of hardv^re at 
your command. Nimitz class carriers, with their fl^tats 
and Hornets. Ticonderoga-class cruisers, searchwg the 
seas and skies with powerful radar. F-117A health 
Fighters and P-3 Orions support you from airbases;® 

As a fleet commander you've got better th^gs to 
worry about than the endless details of runnin^a ship. 
Don't worry— your computer will handle the non-essen- 
tial work, leaving you to focus on strategy and coi^mand. 
If youVe good enough, the sea lanes remain oogh, the 
Russians don't get their client states, and Americ^ inter- 
ests are served. Fail, and your ships are sunk, along with 
t he future of the free world. 

you a new engine— a new desi^— -and 
a new standard for Modern Naval warfare. Play a|^inst a 
wily computer opponent, at variable levels of agmession 
:and difficulty, "hotseat'' a friend on the same c^puter, 
or jslay via E- Mail. Whic hever way you play th^ame, 
' ashes the competition !% 

omput^: game stores dw ypu^ 
the harrte ^«retailerT^^oii,- 
Dept. C6W ^ 


craft on dangerous missions 


Battle Results Oisplay-See 
damage your units cause 
Actual screens may vary. : ■ ' ■' 


TheA 

Game 


Available on IBM PC orMmpatible, 386.br bsRer 
processor. 2M0 RAM, HD 3.5‘,Ftoppyi Hard Drive. 
VGA Graphics Card & Monitor, Mouse, 
Soundblaster or cqmpatibie sound cards. 




White Rabbit 
Syndrome 

Why Too Many Computer Games Are Ripped From The Womb 


byJohnnyL. Wilson 

L ots ol computer gamers woiiicl 
like to paraphrase the White Rab- 
bit’s rcCrain from Alice in Wonder- 
land to read, “It's late! It’s late for 
some very important play. No 
time to beta test, let’s fly — it’s late, 
it’s late, it’s late!” They wonder 
how a game can be delayed many months 
overdue and still be incomplete and with 
major bugs. How can it be both late and 
])remature at the same time? 

THE LATE, GREAT HIT 

An industn’ leader once put the issue in an 
enigmatic phrase that sounded vaguely like 
doggerel, “Software travels at the speed of 
software.” Ernest Adams, one of the direc- 
tors of the Computer Game Developers 
Conference, pul it a little more logically 
when he explained last conference that 
software engineering is about “solving 
problems in ne\v ways.” He went on to say 
that no one kjiows how long it will take to 
solve these problems bectiuse “no one 
knows how long it will take.” No one knows 
how long it will take to gel better graphic 
compression. No one knows how long it 
will lake to iniegrtite the physics model of a 
simulation with the game’s player intei'face. 
In fact, the more gtime designers and pro- 
grammers try to make things better, 
stronger, faster, the less anyone can tell 
when it is going to be done. 

Meanwhile, it lakes months of lead time 
to interest distributors, the large retail 
chains, and consumers. So the marketers 
bug the game design/programming team 
for a delivery date, who in turn make a 
guess. Each guesstimate is off by a random 
factor based on how many new problems 
the programmers are trying to solve. "Hie 
more neat stud' they tiy to put in a product, 
the less accurate the deliver)' date. 


The date is further stretched by unantic- 
ipated technical problems and the late ad- 
dition of new features. I'he first set of 
problems can be as complex as: changing 
in mid-project to a tiiie 32-bil C compiler 
(it cost one company over three months of 
project time), discovering that the addition 
of modem play disrupts the AI for solitaire 
play (more than one company opted to 
ship a game without promised modem 
play because they couldn’t solve the prob- 
lem ellicienily); or having a programmer 
who didn’t comment the code leave in the 
middle oi'a project. 

Such technical problems can be exacer- 
bated by the second set of problems, The 
marketers determine that the game must 
be reworked to take advantage of a ucav 
video card or that a game must have this 
or that “Gee Whiz” factor in order to 
compete in the marketplace. Such retool- 
ing always lakes longer than anticipated. 

BUCK FIXES 

But, of course, you want to know why the 
products ship too soon, not why they’re 
late. The products are largely shipped loo 
soon for financial reasons. These financial 
reasons apply to small private companies 
and large public companies alike. The 
first reason is cash flow — pure and simple. 
Small developers are paid on the basis of 
milestones, reaching certain previously 
agreed uj)on performance points before 
they are paid. In many cases, the develop- 
er depends upon the milestone payment 
in order to suiwive. So, they cadge togeth- 
er enough code to do the task under cer- 
tain optimal conditions, even if they don’t 
have time to test all of the conditions. 
They eventually have to go back and fix 
the problems (causing Ilirther delay), but 
they get the quick cash. 


Small and large publishers alike have to 
sell games into the retail channel in order 
to pay their bills. They can’t collect ad- 
vances for games in beta testing, so eco- 
nomic reality forces them to release their 
babies as premature infants — hoping that 
the intensive care of aggressive patching 
can see the new lives through. 

Even cash-rich companies have to re- 
lease games prematurely in order to hit 
the End of Quarter (EOQ). Public compa- 
nies need as much revenue as possible in 
a given quarter because most investors 
judge them on their current earnings ver- 
sus those oi' a year ago. If you can get 
your product on the market and receive 
promise of income before the EOQ, you 
may be able to enhance your balance 
sheet and make your investors happy. 
Even private companies who do not have 
their earnings reported in public forums 
may feel forced to hit the EOQ in order 
to build up their eaniings and make their 
vulture. ..er.. .venture capitalists happy. 
Venture capitalists expect a relatively 
quick and generous return on investment. 
Bad quarters make these people neiwous, 
so even private companies may occasion- 
ally lush a game to avoid the EOQ blues. 

Finally, there is the retail pressure. Re- 
tailers like to move merchandise swiftly. So, 
they want to knotv when the gtime is going 
to be on the shelf Tlie marketers tell them 
that the ViR'rU/\L Sprockkts D.^vnch Club 
will ship on December 7th and the retailers 
set aside X number of dollars to buy the 
game during that quarter. If the product 
doesn’t ship during that quarter, the pub- 
lisher has three choices: 1) ship it prema- 
turely, 2) find another product (usually 
European) to lake its place (assuming the 
buyers are willing to accept the substitu- 
tion), or 3) allow a competitor to earn those 
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dcl'aulted dollars by not shipping anything, hi cilhcr of the last 
two cases, the publisher will lia\’e to resell the biiyei- on slocking 
the game in a later t|iiartcr. (Considering whal that c;in do to 
cash How, patching a premature disk is lots more economical 
than missing the boat. 

In fact, dollars to buy ai’e so inijiorlant that one major con- 
sumer retailer is reiiorted to have I'lin out of dollars to buy foi- 
tliis holiday season. Yet, so many lilies had sli|)ped into the 
holiday quarter that the buyer im’iied sofiwai'e publishers to 
place their producls in bis stores, basically on consignmeni 
with the promise of reorders if they tlid well. So, timing is ex- 
tremely important for the publisher who exjiects to be able to 
gel the games in the stores. 

It’s easy to see wh)' publisliers have gotten into the habit of 
publishing now and pa) ing the price of lixing games later. 
CConipeiitive pressures, business pressures, technological chal- 
lenges and the desire to create the latest (jiun intended) and 
greatest all add to the vicious cycle. L'nfortunaleh’. the lack of 
dependability nui\’ well end up leailiug to anolhvr vicious cir- 
cle — the one where gamers tvon'i buv the games because they 
can't be sure of value. The fact is that stich publishers are vir- 
tutilly mortgaging the future on a misbegotten pre.sent ofbug- 
,g\' games. Some da)', some oflbern are going to have to pa)’ 
tlie pij)cr. In fact. {>ne could rettsonablv argue that thev are 
gambling an entire industiy on the consumer's mone^'. 

Wliile )'ou HKty not like the answers to the “late and bugg)'" 
(jiiestions, we hope you undersUind the issues belter. “Ltite” 
games are a fact ol software life, and we’ll have to deal with that. 
Vet exce|)tionally bugg)' and/or incomplete solhvare, while be- 
ing understandable from a short-term business persj^ective, is 
not heiillhy for our hobby in the long run. ^\'e iriih' hope that 
publishers will focus on long-term value and a trustworthy rel;i- 
tionship with their customers. 'I'hai would make l<)r some well- 
deseived celebration on both sides. W 

HOW DO WE RATE? 

The Guide To CGW's lloviinv Hating System 

« * * « * Outstanding: Th:ii rare game that gets it all 
right. The graphics, sound, interliice, and, of 
cottrse, the game phi)' come together to fomi a 
Transcendent Gaming Experience. 

* « * # ^'eiy Good; A (pialiiy game that succeeds in 
many areas. May have minor problems, but is 
still worth your time and money, esjx'cially if 
you’re interested in the subject maller/genre. 

* * A Average: A mixed bag. Gan often be a game 
that reaches for the stars, but falls short in sig- 
nillcant areas. Can also just be a game that does 
what it does well, but lacks Hair or originality. 

* * Weak: A game with serious problems. May be 
bugg')', may not have much play value, may be 
ill-conceived — and you ma)' want to think twice 
about buying it. 

A Abysniiil: That rare game that gets it all wrong. 
Usually a bugg)', incomplete, and/or valueless 
product. 
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you want to go all out for gatnea, the 
'Falcon Is the best bet lor your money." 
Computer Qaming World 



For 386. and slow 
486 machines 


For fast 486 and 
Pentium machines 


Falcon 
MACH V‘s 
only 


I It's a cruel fact of computer gaming: better graphics demand more computer power. Smoother animation requires a higher 
[ framO'rate. Your eyes can see 30 frames every second. If your computer is doing anything less, your game won’t play 
[ smoothly. And if you think today's games are demanding, just wait until you see tomorrow's! 

[ The Falcon MACH V and MACH Vp are not your average computers. They were specifically designed with the needs of gamers jp, 
mind: extreme frame-rates, brutal amounts of CPU power, unreal hard disk transfer rates, and all of the multimedia and gaming 
extras that you'd normally have to add yourself. Sure, they're great for sprea^heets, worc^ocessing, and general business - 
f any computer can do that. When you're ready for somethin^ore, you're’tirady for a MACH V. 



Qplional 15“ rnor 


Each MACH V system comes standard with our VESA Local Bus graphics and Enhanced IDE hard disk controllers. 1 .2 & 1 .4 megabyte floppy drives, mini-tower 
case. 101 key keyboard. 250ms double-speed CD-ROM. Creative Labs SoundBlaster PRO or 16''-L Labtec multimedia speakers. CH Products FLIGHTSTICK 
PRO"''' and dual high-speed joystick ports, licensed Microsoft DOS 6.22”'' and Windows 3.11 3 button mouse, and a 14" non-interlaced full-screen SVGA 

monitor. Each MACH V is custom built - many different processor speeds and upgrades are available, please call for pricing and availability. 


disk 


— - j-..- 

$ 2 , 99 ? 

an Intel 90 MHz PENTIUM™ CPU, 8 megabytes of RAM 
"Tlwtn rnfiinrrd /DEhard disk, and a SoundBlaster 16 


1M 


THE FALCON MACH V: THE ULTIMATE GAMING MACHINE 


F .AIXON NOkl HWEST 

COMPUTER SYSTEMS 

263 South Bayshore Dr. Coos Bay. OR 97420 
Ph: (503) 269-0775 Fax:(503) 267-2575 


To Order Call: 
1 - 800 - 258-6778 


VISA & MasterCard Accepted 
Financing Available On Approved Credit. 



Circle Reeder Service #141 




interface 

LETTERS FROM CGW READERS 


DlGITAEi 
DODGE CITY 

\Ve at 'fSR are concerned with 
the niisiiiTormation presented 
in “Sliowdown On d’lie Elec- 
tronic T'rontier,” by Johnny L. 
Wilson. In Wilson’s column, 
he slated that TSR has 
claimed that playing the 
DUNGEONS & DRAGONS 
(Registered) game over the In- 
ternet infringes on TSR’s 
trademarks and copyrights. 

TSR has made no such 
overture regarding gaming. 

In fact, we encourage and 
support play-by-play chat and 
play-by-email gaming. We are 
only concerned when unli- 
censed people or companies 
use TSR properties (names, 
rules, etc.) in their own pub- 
lished works. 

Mr. W'iison refers to an up- 
coming showdown regarding 
“excessive diligence.” I hope 
he is aware that what he refers 
to as a “showdown” may be in 
fact an “airing.” 'Elie real 
sho^\’do^^'n is brewing in Wash- 
ington, D.C. Last July, repre- 
sentatives of the American 
Association of Publishers 
(AAl’) spoke of the “appalling 
lack of respect for intellectual 
pi'operiy” on the Internet, and 
declared that “universal ser- 
vice and access are not an invi- 
tation to undermine the rights 
of intellectual property own- 
ers.” Mark Morril, general 
counsel of Simon 8c Schuster, 
said on behalf of the GIG, 
“copyright.. .is a critical securi- 
ty issue. These extraordinaiy 
new communications networks 
should cause the market for 
copyrighted works to explode. 
But if the networks are not se- 
cure, the opportunities for 
unauthorized use will explode 
as well.” Morrill urged the ad- 
ministration to “support and 
encourage the private sector 


Co develop encryption tech- 
niques, systems for encoding 
and identifying works.” 

Like software designers, 
movie makers, singers, writ- 
ers — TSR has protected its 
games, art, characters, systems 
and properties through na- 
tional trademarks and copy- 
rights which protect their 
publication — electronically or 
on paper. We’re committed to 
providing creative outlets for 
our fans on the Internet and 
other nets. There’s an I'LP site 
(ftp.mpgn.com) that carries 
and distributes works which 
incorporate TSR’s trademarks 
and copyrights under special 
Iicen.se. Writers can send their 
work to this public access site 
for distribution to the net at 
NO charge. TVhen writers do 
send their works, we ask them 
to include a small Ijlock of le- 
gal text acknowledging TSR’s 
copyrights and trademarks. 

And there are ways to con- 
tinue gaming until Congress 
catches up. Tiy the MPGNet 
site or AOL;TSR (coining 
soon). 'fSR has been on GEnie 
since 1990, long before the 
term “info superhighway” ^vas 
in\’enied. TVe’re exploring new 
connections even now. We 
view the Internet as a key to 
future global gaming. 

Rokrl Repp 
Manager, 
Digital Prodmis Group 
TSR, Inc. 

The editorial in question did not 
talu: TSR to task for protecting its 
existing properly. TSR’s letter to 
sysops warned them not to post rule 
variants or unofficial character 
classes, particularly if they used 
such terms us “Hit Dice” and “Ar- 
mor Class. ” We do not advocate the 
reprinting of existing published 
charts and tables on the Internet. 
However, lue strongly ajfirm the 


right of the owner of a TSR rule set 
to post his or her variant rules or 
unofficial character clas.ses. Fur- 
ther, we don’t see any problem with 
posting original fiction based in a 
TSR world if the author is not 
charging for the stoiy. Finally, the 
TSR policy statement allows mater- 
ial to ONLY be uploaded to 
MPGNet and AOL. It strictly for- 
bids other uploads to other sites. We 
stand by the editoml. The. follow- 
ing letter lakes an even stronger 
stand than Johnny Wilson’s. 

1 am a long time reader/sub- 
scriber of CGIT and also a long 
time resident of Wisconsin. I 
read with great interest your 
“Rants ib Raves” article in the 
latest issue. Your statements 
about TSR’s intent to oversee 
the use of its trademarks on 
the net alanns me to the point 
ol' breaking out in a cold 
sweat. I’ve been in lhe^Viscon- 
sin game scene before D&D 
made it big, and have been 
closer than most at watching 


the mutation of the entity 
known as TSR. 

Do you know what TSR 
stands for? 

a) Tactical Studies Rules 

b) They Sue Regularly 

c) 'lliey Suck Royally 

d) .Ml of the above (the cor- 
rect anstver, of course) 

The above joke is at least 15 
years old, but its implications 
are as valid today as they were 
then. TSR has a legal depart- 
ment whose devotion to duty 
borders on the maniacally ob- 
sessive. Something of a laugh- 
ing stock within the game 
industry for the outrageous 
things they do (You ARE 
aware that TSR obtained a 
copyright on the word “Nazis” 
because of its use in their Indi- 
ana Jones RP(i game?), they 
are deadly serious when it 
comes to money. When they 
tell you that they will “make 
an earnest attempt to prevent 
this infringement of (their) 


The 5th Wave By Rich Tennant 


The overlocted veteatili^a of tte CrmtAm C-64 
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Talk about insane. We packed Cyclemania with over 400MB of treacherous road footage, put it on a CD-ROM and 
threw you in the middle of It all. You've got six screaming bikes to choose from and tons of obstacles like rocks, 
oncoming traffic, road pylons and guardrails to contend with. There are even different race and opposition levels to 
choose from. And when it comes to graphics, Cyclemania is about as advanced as it gets. We have technology that can 
actually scroll real road footage and synchronize it to the speed of your bike. Which, by the way. can reach 160 MPH. 
(Watch out for cows.) As Computer Game Review puts it: “From a technical standpoint, this game is a winner. The 
digitized road footage looks stunning." In other words, it's as real as racing gets. Without that annoying death part. 



A RACING GAIVIE BY SRORT ACCOLADE 

Circle Reader Service ft256 



trademarks and copvrigiits”, 
llicy ai'en't kidding aro\md. 

I am afraid iluu die net is 
in for a real legal baule, and 
it’s the little guys (ilinse sys 
admins overseeing TSR-type 
games) ivho will soon he tlnd- 
ing themselves in court if they 
don’t pay those “licensing 
fees” I'eferred to in your arti- 
cle. 1 applaud your attempt to 
get 'I'SR into the October dis- 
ctission, bitt, knowing tliem as 
1 do. 1 would not he surprised 
to learn that the only re- 
sponse }'ou get is a legal letter 
inrorming you that, without 
their express written permis- 
sion. you will not be able to 
use or make relerence to atiy 
of'I'SR's “valualjle assets." 

.-Mso, be ver\’ careliil what 
t'oti sat’ in that discussion. I will 
also bet that the ‘I'SR legal bea- 
gles will be monitoring that 
session to watch for any in- 
fringements regarding said 
■‘assets’'. (1 once atietided a 
semitiar at CienCoti iti which 
the presenter had some seri- 
ous criticisms concertiitig I'SR 
board games. He made a veiy 
strange request. He asked its 
to shout out in utiison the 
tiame of some court case 
(someone versus somebody 
else - can't remember which) 
evety lime he perl'ormed a vi- 
sual clue. This clue was given 
after every comment that was 
derogatory to 'i'SR. After the 
seminar, we asked him exactly 
what was going on. He told us 
he had been informed that 
TSR would be recording his 
seminar as a basis for possible 
legal action! The coitrt case be- 
ing cited throughout the semi- 
nar was one in which it had 
been decided that attempts to 
use legal aciioti to silence 
someone's criticisms was an in- 
fringement of free sj^eech. ]ust 
maybe, johnny, yoti should get 
that reference aticl keep it 
handy, Jitst in case! 

Oh yes, before 1 forget to 
cover my own ass, "TSR’'. 
"Dikl)", “Nazis”, "Itidiana 
)ones RI’G” and “(lenC-on” 
are all copyrighted bv TSR, 


Inc. and are used here with<xii 
their permission. 

Sad, isn’t it? 

Good luck 

Bill 'I'ricomi 
iMadisou, \VI 

[IV adualh lliaiiglit it nm Lucas- 
Jih/i that tried to trademark Nazi 
and Ark of the Coxmant. Either 
xi'ay, we guess they haven't heard 
about the infringement upon the 
Original Copyright Holder. 

AMERICA 

OFF-LINE 

hi the front ol'your nutga- 
zines, I notice that t'ou're on 
AOl.. However, whenever I tty 
a “Cioto CGVV',’’ 1 gel a mes- 
sage saying it doesn’t exist. 

K. Davis 
Grand Prairie. TX 

We don’t exist. In fact, the maga- 
zine you’re holding doesn’t exist. 
You don’t even e.xist. Actually, the 
ojdy CGW that exists on America 
On-Line is an electronic mail ad- 
dress. You can send e-mail to us at 
“CGW,” but there is no electronic 
magazine on AOf.. IIV publish 
on-line reviews on the PRODIGY 
sendee and xce hax>e an interactive 
forum on ZilJNet. Current plans 
call for an electronic magazine on 
the new Interchange network 
xehen it is available. 

TUMOR BAO 

How alxmt relettsing the re- 
sults of questions/grades for 
“The Rumor Bag?” I mean, is 
this guy really PAID for his 
column?! A trick for us readers 
is to look for highlighted 
natnes in the sioiy, read the 
actual rumor, tuid skip the 
lame stor)'. Keep up the rti- 
mors, but pop the bag. 

D. Hart! 

Traverse City, Ml 

Actually, about half our readers 
lox.ie the inside references and off- 
the-xeall fiction that connects the 
rumors, hut the other halfab- 
.solutely hale the format. We tried 
printing the rumors by themselves 
in a half-page format, but that 
xeasn’t popular, either. Think of 


it as the computer game exjuiva- 
lenl of writing an original sloiy 
each month using your spelling 
words. Seriously, the reason for 
the emboldened company names 
in “The Rumor Bag” is to enable 
people like you to skip the fiction 
and gel straight to the rumors. 

getting 

TO KNOW YOU 

November was not just the 
biggest issue ever, but the best 
issue ever! Did that sound 
kissy? Would I actually get 
anything for being kissy? 
Check Six. 

.Spider 
Wheaton, IL 

Get anything for being hissyf Yes, 
if you hadn’t signed your letter 
anonymously, you'd hax<e xcon a 
brand nexv car. 

! tun a recent “addict” to 
Computer Gaming World and be- 
gan buving your magazine in 
June. 1 etijov your magazine 
and consider it to be valuable 
for game cotnparisons and 
keeping readers up to dale with 
what is going on in genei'al. 

Your Toji 100 Games, Best 
Ciames B)' Categoiy, Rettders' 
Top 10 and Premier Awards 
provide me ivith excellent in- 
formation. Howe\’er, it also 
jirovides confusion. 

1. Wlial are the definitions 
for your categories (jf games? 

2. fhe Top 100 Games seem 
to have little direct correlation 
to your I'lall of Fame games or 
what people are plat’ing. 

3. Another conl'using thing 
is how a game’s rating changes 
so dramatically. 

Ed Medley 
Midland, MI 

Here's the .straight scoop. 

1. Our category definitions 
have evolved oxier the years, but 
the working definitions fallow: 

Aciion! Arcade: Computer 
games that emphasize hand-eye co- 
ordination and reflexes. 

Adventure: Games that alloxo 
you to take an alter ego through a 
.stoiyline or .series of events. 

Role-Playing: .-Idventure 


games based on character develop- 
ment (usually involving attribute 
improvement and/or promotion). 

Simulation: Games that usu- 
ally model real world vehicles in 
real world environments, from the 
first-person perspective. 

Sports: Games that present ei- 
ther a strategic, action or h\brid 
approach to .sports on the computer. 

Strategy: Games that empha- 
size strategic planning, resource 
management and problem-.solving. 

Wargames: Strategy games 
that present historical warfare 
from a command perspective. 

We know these categories aren't 
perfect, and that many games 
don’t fit neatly into a single cate- 
gory, hut xoe think the system is 
useful for our Top lOO li.sl and 
yearly aitards; and besides, the ar- 
guments here in the CGW offices 
over xoliich games go where keep 
our lives interesting. 

2. Every six months, xoe re- 
move games that are more than 
two years old from the Top lOU. 
At the same lime, we consider 
which of these “retired” games 
are worthy to be placed in the 
Hall of Tame. The ratings of the 
Top 100 games are cumulative 
averages based on reader votes. 
The Playing Lately list comes 
from the xorite-in votes from 
Qjiestion 4/61 on the CGW Poll 
Card, and is a general indication 
of xoliich games are hot und/or 
have a lot of replay value. It’s 
odd, but .sometimes a game will 
appear on the Playing Uitely list, 
hut not get a high enough rating 
to make the Top 100. Apparent- 
ly, just because gamers are play- 
ing a game doesn’t necessarily 
mean tiny think it’s terrific. 

3. .Since the Top 100 is based 
on a cumulative average of rat- 
ings, the results are volatile early 
on in a game’s hisloiy, but the rat- 
ings tend to settle down after a 
game is rated a few times. 

Send your letters to the editor to: 
CG W—INTEREA CE, 1 3 0 
Chaparral Court, Suite 260, Ana- 
heim Hills, C4 92S0S. If submit- 
ting your letter by e-mail, please 
place “Letter to Editor” in the sub- 
ject line of your message, iir 
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4 he realms of Might and Magic are expanding! New lands 
have been discovered, and you must vie for their control 
r against three other warlords. Now is the time to summon your 'M 
I heroes, recruit your armies and lead them to victory. Control 
i. every resource in your empire from your castles, docks and guilds 
» to your archers, dragons and ogres. Keep a level head and an iron 
Rfe fist as you strive for total domination in the world of Heroes of 
Might and Magic. 


Over two dozen different monster types 
Customizable computer opponents 
^ Dynamic musical score 
^ Intuitive point-n-click interface 
];■; Exquisite SVGA Graphics 

Indefinitely replayable 


Available at your local software retailer or 
order direct from New World Computing at 
1-800-325-8898 (818-889-6070 
I outside the U.S,), or by mail; 

P.O. Box 4302 Hollywood, CA 
90078-4302 


fi’taflrfer Ssrvit 


World of ^^oni^ogK 

^mlemdrk-of New World Computing. New 

its disttnflive logo ondj^hr and Wflgitarfl'regislered 
traHemorksuftlew World.Coroputing/int. All rights reseijfldr 
- •• '_JBM screens shown; Actual sgeens.Tnoy vary.^ 








The new Mindscape® presents Ihe graphic 
adventure that transports you into a whote 
new dimension: Dragon Lore, created by 
the developers of MegaRace'". 

Dragon Lore gives you lull screen 3*D 
graphics and animation that lets you view 
anything from various angles. 

It's "tlrst person and interactive, and the 
game actually adapts to what you're doing. 



Raise your sword to destroy your enemies, 
or attempt to solve llie gruesome challenges 
In a more IntelMgeni way. You decide. 


Beyond technically amazing, the game play 
will heep you devoted to conquering the 
unleashed evil. 


Sound eltects laced with grisly screams 
heep you riveted to the action. 



In a quiet valley protecled by the DragonKnights, 
your lather has been murdered by a traitorous huight 
who has vowed to destroy your tamily. mow you must 
regain your legacy and seek vengeance. Awaiting you 
are magic spells, vicious combat, intriguing puzzles, 
and sinister creatures that dwell in this lost domain. 

There's never been anything like it. For centuries. 

Only the new miindscape® could do it this well. 



Mindscape, Inc. 

60 Leveroni Cnurl 
Novato, CA 94949 
For the store nearest you, 
call: 1-809-969-5967 


Formerly The Solhvare Toolworhs 


Formats 300"' and IBM@ CD. System Requirements For IBM CD-ROM: ■ IBM 386 MHZ (466 recommended) ■ 4 MB of memory • MCGA or VGA (256 color) graphics card 
• MS DOS 5.0 or higher • Hard Disk • CD ROM drive 150 KB/second transfer tale minimum (double speed recommended) • Mouse required • Sound Card (Sound Blastenfi’, 
Adlib®, Pro^Audlo"'. Spectrum. LAPC-t) Copyrights 1995 Cryo Interactive Enlerialnment. All rights reserved. Copyrights 1995 Mindscape. Inc. All lights reserved. Dragon Lore : 
a trademark ol Mindscape. Inc. 3D0, the 3D0 logos, and the Interactive Multiplayer are trademarks ot the 3D0 Company. IBM is a registered trademark ol International Business 
Machines Corporalton. All rights reserved. All other product names are the trademarks or registered trademarks ol their respective holders and ate hereby acknowledged. 

. Circle lic.Kivr Service #J5.i 




THE LATEST NEWS F R O IVI THE O A IVl 1 N O WORLD 


Aliens Brainwash MicroProse 
To Bake Pizza And Make A CD MOM 


A recent trip lo MicroProse 
olFered some new inrormation 
on upcoming enhanced and 
new titles. The CD-version oi' 
M.^si'KR Oi- M.Aorc will feature 
version 1 .2 and will be playable 
from the CD. In the new ver- 
sion, the liordes will actually 
raid instead of sitting outside 
towns and cities; fewer heroes 
will appear than in ilie eailier 
version; special abilities are 
play-balanced better; spirits 



SimTower 

F rom the looks of theii' 
latest “computei- toy,” 
Maxis will once be re- 
sjxuisible for many sleepless 
nighi.s. After managing 
cities, the Earth, farms, and 
the nation’s health care 
(whew!), it is time i'or 
gamers to build and i nn 
their very own skyscraper. 
“Sim-toy” fans will be in 
heaven as they grow their 
customi/able high rise li’om 
a regular old corporate 
pla/a into a mammoth self- 
contained structure. .SiM- 
Towhr has much of the look 
and feel that made the origi- 
nal SiMC!l'jy a classic, includ- 
ing demanding inhabiiants, 
human iraOicjams, and qual- 
ity of lile additions like movie 
theaters. There is also some 
neat micro management, as 


can travel over water witliout 
ships; the artilicial opponent’s 
ship logic is handled better; 
exceptional spellcasters start 
with more spells; and diploma- 
cy is belter implemented. 

The scenario disk for 1942: 
Pacii’k: Ajr War will add: mo- 
dem play; a mission builder 
which includes New Guinea 
and the Philippines; the op- 
tion of flying P-38s and P-40s 
on the U.S. side, as well as 


Japanese planes like the 
Frank, George and 
Tony; digitized speech 
with wingman chatter; 
and new sound effects 
tviih both a default and 
digital option. The big 
news for CGW readers is 
that the scenario disk 
will fix the enemy AI so 
that it uses dellection 
shots better. About 400 
new Army Air Corps 



X-COM TAKES THE PLUNGE Slimy new aliens attack 
underwater in X-COM; Terror From The Deep. 


Mr. Roper wanna-be’s can 
I'aise and lower rent (but 
kec|) an eye on the books), 
and even ijrogram the eleva- 
tors to keep tenants’ stress 
levels low. You can even 
iKiine individual inhabiiants 
and track them as they move 


around the building. Unlike 
some other Maxis games, 
there is a little more built-in 
“game” to SimTowf.r. As 
more tenants move in to the 
building, the “star rating” of 
the tower increases from one 
to five stars, and finally 


“Tower” status. As each rat- ^ 
ing is achieved, more and !; 
more construction options, i 
like condominiums and recy- I 
cling centers, become avail- 
able. Of course, cute, snappy |: 
gra])hics easily convey on- ^ 
screen inibrmation in several I 
different ways, \ 
and gamers \ 
hear and see 5 
the hustle and \ 
bustle of each | 
day. But be | 
Ibrewarned: | 

towers can be- | 
come gargantu- | 
an (up to 100 I 
stories high and | 
really wide), 1 
whicli, contraiy I 
to conventional \\'isdom, is a j 
good thing, unless you hap- [ 
pen to be the spouse or | 
roommate of someone who | 
purchases the game. Avail- | 
able on Macintosh and IBM | 
PCf Projected release: [anu- t 
aiy/Februaiy. k 



missions and 200 modem-play 
missions are expected to be 
released on the disc. 

The multimedia division is 
hard at work, as well. New mul- 
timedia products will incorpo- 
rate instructional and historical 
modules accessed by photo-re- 
alistic metaphors, such as a car- 
rier for 1942 and a deserted 
army camp for 1944: Acros.s 
T ut-: Rhine. The former will 
emphasize training and strate- 
gic planning, while the latter 
will offer authentic recollec- 
tions from actual veterans. 

On other fi'onts, the company 
is c<jntinuing its work on Tran.s- 
poRi.vi ION Tycoon and Pizz.\ 
Tycoon. WTereas the former 
carries forth the R\ii.RO.\n Ty- 
coon idea on several Ifonts, Piz- 
z.-\ ’IVcooN is a tongue-in-cheek 
view of the business world. At 
limes, you’d think Stephenson’s 
Snoio Crash vision of the mafia 
taking over the pizza business 
(because they wei'c the only 
ones who could guarantee on- 
time deliveiy) was a reality, since 
you tvill oCGisionalh’ have to rely 
on more resources than your 
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own Ijtisincss acumen in order 
to succeed al the gtiine. 

X-COM: TiiRROit From The 
Deep is currently under devel- 
opmcnl in the U.K. In this se- 
quel to the hest-selling 
X-COM. the aliens attack un- 
der the sea. The game itself 
will use an undersea ma])ping 
.system which features plenty 
of topographic detail, some 
intriguing undersea buildings 
to explore/capture, new alien 
sea creatures to serve as foes, 
and a new mutation technolo- 
g\' with which to ex})eriment. 

Finally, those who are fans 
of the phenomenal Magic: 
The Gathering card game 
may wondei' what MicroProse 
is going to do with their Mag- 
ic: The (iATHERiNG com])uter 
game. 'I'lie computer game 
will feature both a solo game, 
tvhere players can earn new 
cards and practice developing 
their own decks, and an on- 
line game, where players will 
be able to compete via mo- 
dem or on a commercial net- 
work in order to become the 
supreme duelist. 'I'he comput- 



PIZ2A FACES Sample a slice of the 
upcoming Pizza Tycoon, a deliciously 
Irrereverant take-out on the biz world. 


P1.AY1KG LATELY? 

Here are the games that your fellow players are 
blowing the most time with. Let us know which game 
you’ve been playing the most by writing the name of 
your cuiTent addiction in the “Playing Lately?” blank 
ol'llie CGIf fop 100 ballot (page 200). Results for CG1V#124, November 1994 



1. 

Doom II (id Software) 

2. 

X-COM: UFO Defense (MicroProse) 

3. 

TIE Fighter (LucasArts) 

a. 

Master of Magic (MicroProse) 

5. 

Colonization (MicroProse) 

6. 

Master of Orion (MicroProse) 

T. 

Front Page Sports Baseball (Dynamix) 

8. 

Doom (id Software) 

9. 

System Shock (Origin) ■ 

10. 

Aces of the Deep (Dynamix) 


Notable Quotes 

Wit, wisdom and caustic quips 
I from gaming's harshest critics 


“With X-C:OM, 

MOO, and .MOM, 

MicroProse is sin- i 
gle-handedly re- ; 
sponsible for ■ 
destroying any rem- 
nant of a life 1 might have had.” 

Clim Hyde, I'remonl, Cd 
“Aces oe the Deer is greal-— the best \WII 
sub sini of all lime! Tf you thought Silen t Ser- 
\’ICE II was good, you aiii’i seen nothin' until 
you’ve played AOD.” 

Ray Kelly, Omaha, NE 
“So I go to the local computer .store and sjty to 
the guy, 'How about lhat X-COM, isn’t it the 
gieatesi?' And he says, ‘Yciih, it's aliighi, hut tlie 


grajjhics are lousy.’ I 
laughed so hard I al- 
most got into an acci- 
dent on the way home.” 
/hnused In Canada 
“Franklv, Lm sick of 
DooM-lype games... except for System Shock. 
The incredibly immersive graphics have made 
me late for several engagements.” 

JoeJuslice. Hamptmi, VA 
■‘I would have given M.a.stkr of Orion an 
“A+” if only it had a multi-player mode, espe- 
cially modem or even an e-mail option. I 
don’t see why they weren't included; it's a 
turn-based game.” 

Missing Mulli-play In Hnilk Hay, G-l 


er game uses beautiful back- 
grounds for the campaign 
game, as well as dueling/train- 
ing screens, that are based on 
the artwork on the cards 
themselves. The art looks 


greal on-screen thanks to boih 
the original stunning paint- 
ings and their conversion to 
256 color SVGA graphics in 
high resoliilion. The game will 
use almost all of the 9.50 origi- 


nal cartls and about 1 20 cards 
from the Fallen Fmpike.s ex- 
pansion set. 

Finally, the U.K. branch of 
MicroProse is cui'i'enily work- 
ing on one of the most unique 


god-game concepts we’ve ever 
seen. A.s yet unnamed, this ef- 
fort could be the company’s 
real sleeper for 1995 and 
could well hi'eathe new life 
into the god-game genre. 
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Great Naval Battles 3 

T he Iasi installment of 
SSI’s naval war siiniihuion 
(GNB2) left gamers with a 
somewliat salty aftertaste. 
The sumptuous gi'apliics 
were undercut by a design 
which placed too iieavy an 
emphasis on mi- 
a'o-management — 
to the point where 
it simply wasn’t 
much fun. The 
good news for arm- 
chair admirals is 
that the latest ver- 
sion of GREA'I' 

Naval Battles 
keeps the new- 
found graphic fla- 
vor while trimming 
the fat. Not only 
are the visuals of the 3D-ren- 
dered ships improved, but 
the SVGA gi'aphics also offer 
much-needed feedback with 
better explosions and gun 
flashes. A significantly im- 
proved interface allows for 
easy adjustments to ship 
speeds, loading and unload- 
ing vessels, statistics and navi- 
gational controls. 

Damage control is one area 
where the micro-manage- 
ment of details remains inter- 
esting. Players can find out 
first-hand why U.S. ships held 
up better than Japanese, as 
they frantically attempt to put 
out fires and seal hull breach- 
es in the heat of battle, on 
each separate deck. The dam- 
age model extends to shi])-lo- 
ship battles, where 
performance of damaged 
ships seems much more real- 
istic during combat. 

Another of GNBS’s im- 


provements deals with air- 
craft operations. In GNB2, 
they seemed almost an after- 
thought to what is essentially 
a capital ship design. The lat- 
est version integrates air units 
much more into the overall 
flow of the game. The search 
patterns, which previously re- 
sembled a spirograph display 
gone mad, are now much 
simpler to use and yet seem 


to have a more realistic feel. 

The scenarios cover a 
number of actions through- 
out the Pacific theater in 
W\VII. In addition to the in- 
evitable Coral Sea and Leyte 
Gulf battles, there are a num- 
ber of clever engagements in- 
cluded. Operation Swift Wind 
assumes that Pearl harbor 
was a success beyond the 
Japanese High Command’s 
wildest dreams, prompting 
them to send all of the carri- 
er might of the Rising Sun 
against the U.S. — 
sort of a “Midway 
as it could have 
been.” The Aleu- 
tians are the set- 
ting for 

Komandorski Island, 
where U.S. ships- 
of-the-line inter- 
cept Japanese 
forces off the 
Alaskan coast. For 


a real battleship free-for-all, 
though, it's hard to ignore 
the hypothetical Plan Orange 
scenario, which features 
WWI-style surface ship ac- 
tion. ..with nary an aircraft 
carrier in sight. 

If the various battles lose 
their luster over time, you can 
always add some spice 
through the random scenario 
editor. A customizer screen 
allows you to adjust 
weapon data and ef- 
fectiveness (just how 
would the U.S. forces 
have fared with Long 
Lance torpedoes?). Fi- 
nally, the random bat- 
tle generator creates a 
variety of engage- 
ments, based on his- 
torically plausible 
alternatives. The re- 
play value of GNB3 is 
certainly enhanced 
over that of its predecessors, 
and the overall design is 
shaping up to be both more 
historical, and certainly more 
entertaining. 

Projected release: Febniaiy. 

High Seas Trader 

mpressions Software’s 
first foi'ay into first-per- 
son perspective games is 
primarily a cross between a 
simulation and a strategy 
game. The simulation as- 


ly simple. You only decide 
when to furl or unfurl the 
mainsail on your I7th Cen- 
tury ship, and courses are 
easily set via waypoints. You 
have little responsibility for 
the helm. In battle, you de- 
termine the type of ammuni- 
tion for the cannon and 
when the batteries must fire. 
The strategic aspects are 
reminiscent of other Impres- 
sions’ games. That is, they 
are essentially spreadsheets 
disguised by graphic menus. 
To be sui'e, many of the 
menus in use here are at- 
tractive paintings which are 
“hot-spotted” for menu 
choices, but they are menus 
just the same, whether you 
are recruiting sailors, hiring 
helmsmen, outfitting your 
ship, or investing in cargo. 

What makes High Seas 
TiwoER more interesting than 
a mere hybrid simulation and 
strategy game is the role- 
playing aspect. You begin as 
the captain of a 1 7rh centuiy 
sailing vessel and must use 
your business acumen and 
seamanship in order to re- 
claim the title which was 
stripped from your ancestors 
in an earlier generation. If 
you can build up your ratings 
in four areas (nobility, daring, 
honor and loyalty), you can 
regain the title. Naturally, 
you’ll need plenty of influ- 
ence to make this 
happen and influ- 
ence does not come 
cheaply, so you’ll 
ha\'e to make ad^’an- 
tageous trades, fight 
off pirates, and build 
up your estate into 
one fitting a member 
of the gentler class. 
Expected Release: 
Janiiaiy/Febmaiy. 


pects are pretty, but relative- 
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ESIlMAreO REIUSE DUES BASED ON THE UIEST 


IKFORHAIIOK FROM DAME DEVEIOF'ERS 

NAME OF GAME. COMPANY RELEASE DATE 

1830 AVALON HILL 1/95 

ABSOLUTE ZERO DOMARK 3/95 

BEYOND SQUAD LEADER 

AVALON HILL Ql/95 

BIOFORGE ORIGIN 2/95 

BLACKBEARD AVALON HILL Ql/95 

BLOOD BOWL MICROLEAGUE 2/95 

BREACH 3 IMPRESSIONS 2/95 

BREH HULL HOCKEY ACCOWDE ..1/95 

BUREAU 13 GAMETEK Ql/95 

CELEBRITY POKER NEW WORLD ..3/95 

CELTIC TALES KOEI 1/95 

CIVIL WAR EMPIRE 2/95 

COMMANDS. CONQUER VIRGIN ...4/95 

DAGGERFALL BETHESDA 3/95 

DARK FORCES LUCASARTS 1/95 

FRONTIER: FIRST ENCOUNTER 

GAMETEK Ql/95 

FULL THROHLE LUCASARTS 2/95 

GOBLINS 4 SIERRA 2/95 

GREAT NAVAL BATS 3 SSI 2/95 

HARVESTER MERIT 5/95 

HEROES MIGHTS. MAGIC 

NEW WORLD 3/95 

HIGH SEAS TRADER IMPRESSIONS .2/95 

JAGGED ALLIANCE SIR TECH 3/95 

LANDS OF LORE 2 VIRGIN Ql/95 

LORDS OF MIDNIGHT DOMARK ..Ql/95 

LOST ADMIRAL 2 QQP Ql/95 

LOST EDEN VIRGIN 1/95 

PERFECT GENERAL 2 QQP 2/95 

PERFECT WORLD EA 3/95 

PHANTASMAGORIA SIERRA 3/95 

PIZZA TYCOON MICROPROSE ....1/95 

POWERHOUSE IMPRESSIONS 3/95 

RAVENLOFT: STONE PROPHET 

SSI 3/95 

RENEGADE SSI 1/95 

SPACEWARE HO! 5.0 NEW WORLD .2/95 

STONEKEEP INTERPLAY Ql/94 

THE PURE WARGAME QQP 2/95 

THIRD REICH AVALON HILL Ql/95 

WINGS OF GLORY ORIGIN 1/95 

WORLD CIRCUIT 2 MICROPROSE .Ql/95 
ZORRO CAPSTONE 2/95 


Bring Out Your Dead 

Novastar Resurrects SSI Wargames 


Long, long ago, when 
gamers were gainers and VGA 
was notyeL j)arl ol'the lexicon, 
SSI dominated ihe computer 
wargaming battlefield. Recent- 
ly, David Landrey and rlie 
folks at Novastar Games have 
spurred interest in many older 
SSI titles through a series of 
new scenario disks. Realizing 
tluit. there was still a market 
l()r wargames with focused de- 
signs and good A1 opponents, 
Novastar acquired the rights 
from SSI to puhiish 18 titles, 
many of which luive been out 
ol' print for some time. A Civil 
War smorgasbord includes 
such gems as Ba ti le of /Vvit- 
ElAM, Sllll.On: GR-ANT’S 'fRIAl., 
Rebel Ch/Vrge At Chicka.mau- 


GA and C.GW Hall of 
Fame member Ge'F- 
■n\SiiuRG:"riiE Turn- 
ing PoiN'r (see page 
267 in this issue). 

Esteemed designer 
Gaiy Grigsby is rep- 
resented by Hall of 
Earners Mecii 
BRiG.AnE and Ka.mpf- 
grufpe, along with 
Second Front, 

W^ARSiin* and West- 
ern Front. Norm Roger’s 
RI'D Lightning and Conflict: 
Middi.e East offer modern 
and WVlI-era variety, while 
his Stellar Crusade allows a 
sci-fi break from the historical 
stuff. Still, it’s Landrey’s classic 
Ba'itles oe Napoleon that 


may make the 
biggest splash of 
all these venera- 
ble titles, given 
the scarcity of 
good Napoleon- 
ic games of late 
(see the April 
‘94 CGW for our 
coverage of sev- 
eral Battles of 
Napoleon add- 
on disks). AH the 
games are available for SI 5 
each, or with hulk discount.s 
(groups of 5 games are $60). 
Those interested should con- 
tact Novastar at 6505 Midas 
Avenue, Rocklin, CA 95677, 
(916) 624-7113. 




Game Developers Find A Place To Call Their Own; 
Help Finding That Perfect Machine To Caii Your Own 


The burgeoning game de- 
velopTTient community now. 
has an on-line hangout ol' its 
own. The new Game Devel- 
opers Forum on Com- 
puServe (GO GAMDEV) 
beckons like a clearing in the 
woods for game designers, 
programmers and others in- 
tere.sied in electronic enter- 
tainment. Current Forum 
topics include game ratings, 
distribution, virtual reality, 
writing, graphic art, music, 
video games, coin-op games. 


and even advice for program- 
ming students. There is an 
available jobs listing, and a 
sjjecial topic on design theoiy 
hosted by game designer 
Chris Crawford. Those inter- 
ested in becoming members 
of the Computer Game De- 
velopers Association can post 
messages to the CGDA and 
find out about upcoming 
conferences. The Game De- 
velopers Forum is an extend- 
ed service, but one that is 
open to everyone. 


Meanwhile, if you’re on a 
quest to meet that special... 
computer, check out the on- 
line version of our Ultimate 
Game Machine feature from 
December. Tliis WinHelp file 
is designed to help you 
choose the best machine for 
your needs, nie file is called 
UGM94.ZIP and can be 
found in Library 13, The 
Hardware Zone of the Com- 
puter Gaming World Forum 
on ZiffNet (GO GAME- 
WORLD). Happy New Year! 
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Circuits Maximus 


Comdex Explodes With MPEG, 3D Video 


I he Sands Conveniion C.'ciitei' 
in Ixjs \^cgas looked more like 
a showcase for music and digi- 
tal video than one of the sights 
fc)r the world’s largest comput- 
er show. I'here were jiro key- 
board demos all around, and 
you coitidn’t walk ten leei with- 
t)ut seeitig MPKG htirdware in 
action. Ordiid’s Kei.vin MPEG 
included Sigma’s Rkml Machc 
MPl'Xi playback chipset right 
oti the video card, which allows 
the user to run Windows up to 
24-bil (16.7 million colors) 
wliile also playing back MPEG 
files (a.s opposed to the 8-bit 
(256 colons) with a stand-alone 
!d:i:i. Macac card), Sigmtt itself 
w’as out in full force with an 
MPEG version ol Tsunami’s 
new EtASH 'riCAFi-ic, along with 
rumors of an MPEG version of 
WlNC. (bMMANDKK III. 

For 6D graphics, Matrox 
had their new MGA iMfRLSSiON 
Pt.t^S and the MGA Imprlssion 
L ft'K .-ID graphic accelerating 
cttrds with bundled rll) demos 
and games on a GO. ‘Ehe 3D 
Labs (it.iNT chip will he fea- 
litred in a Creative Labs 31) ac- 
celeration jjroducl sometime 
next year. Yamaha had the 
only demo w’hich did 31) accel- 
eration with texture mapping. 
\'eL only a few games, such as 
47 Tek’s Smo, have even be- 
gun to lajj the enormoits po- 
tential of these liigh-iech 
graphics products. By next 
summer, 31) graphic accelera- 
tion products should be avail- 
able as either add-in cards, 
daughtercards, or included on 
popular video cards. 

A number oi' third-party de- 
velopers have begun to crash 
the 31) party w'ith APIs-essen- 


tially tool kits designed to take 
much of the w'ork out of 3D 
jirogramniing. "File Render- 
morphics Riai.iiy Iahs demo 
w'as the most impre.ssive of Lite 
APIs we saw, hut Argonauts B- 
RKNt)KR, Criterion’s Render- 
WARE, aitd Intel’s 3DR were 
also displayed. 

For the audio amigos, 
Roland held a developers con- 
I'crence to talk about GS. 'File 


G.S format augments General 
MIDI, can address more 
sounds, and has more controls 
I'or the developer to tweak 
those sounds. Roland has indi- 
cated that they will cooperate 
with developers so that more 
games w'ill he compatible witli 
GS, in addition to General 
MIDI. GS devices include 
Roland’s Sound Can\’AS line of 
synthesizers and the new 


Serve Up A Platter of CDs 

Pioneer Pioneers New Multiple CD-ROM Drives 

Gan you believe it? CD-ROM is just now^ taking oIV, and al- 
ready we’re seeing multiple Cl) games. Elave w’e 
taken one step fotward and two steps 
back to the days of multij)lc 
disk .swaps during a game? 

Not if Pioneer lias their w'ay 
with a line of multiple CD-ROM 
drives. The DRMGO series looks 
very similar to Pioneer’s audio CD- 
changers, consi.sting of removable 
ettrtridges that contain up to six discs 
each. One big advantage of Pioneer’s 
approach is th;it users can simply buy 
new cartridges as their CD-ROM col- 
lection grows, whicli comcidenlally also 
allows gamers to more efTicienlly orga- 
, ni/.e their gtime collections. By using a 
• proprietary SCSI cat d as well as enhanced 
device drivers, computer systems should 
have no problem identifying wliich disc is active during game 
play. Fhesc drives also can double as audio devices, and your 
existing Pioneer CD cartridges w’ill work with them. 

Pioneer is hitting the market with two diflerent drives; a 
' double-speed changer with an SRP of $895, and a quad-speed 
drive listed at .$1395. While the prices do seem a little steep, 
dedicated gamers with some extra cash w'ill delinitely appreci- 
ate the convenience of having several of their favorite games 
' on taj) at all times. And just tliink, you can have all ofWiNG 
: Commander HI (4 CDs) in the Panasonic DRMGO at the same 
time. We jitst ii(.)jX‘ gamers w'ill never need the $2495 “Big 
' Dtiddy” 18 Cl) changer... 



chipset from Crystal. 

For games, the most excit- 
ing thing wc saw w’as a 
voice/dala Doom demo. Media 
Vision’s new modem has the 
capability to handle voice and 
data at llw some lime, hi DOS! 
CGIV editors played a modem 
game of Doom and talked to 
each other via a headset simul- 
taneously, with no rctlnction 
in performance! 

Sure, iliere were other high- 
profile products at the show. 
WiNDOVv.s 95 W'as very visible 
running business software; and 
there w'ere dual Pentium nituh- 
erboards, Pow'er PC 
chips on PCI nioilier- 
boards, and even DEG 
Alj)ha chijDs on PCI 
motherboards all 
running in Window's 
NT. But none oi' 
tltese could run 
any of the current 
crop of com- 
j^elling games. 
Bottom line, 
by the end of 
1995, we 
should have 
games that are 
wTitten to utilize a new gener- 
ation of video cards that com- 
bine SVGA, liill-mntion MPEG 
video idayhack, and hardware 
3D graphics acceleration (w'ith 
texture mapping). Additional- 
ly, with desktop PCMCIA l ead- 
ers and PCMCIA modems and 
sound devices, notebook users 
should l)c able to get more util- 
ity out of their portable devices. 
As Intel-based com]5iUers move 
into the ina.ss market, PCMCIA 
could become a w'elcome alter- 
native to cracking die case and 
messing with circuit boards. ^ 
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FormGen 

INCORPORATED 


"The first-person viewpoint and smooth movement will have you peering sideways into the 
monitor to see if there's another monster around the corner." -PC Magazine 


Get ready to launch the new galactic mission that will make or break Blake 
. . . Planet Strikel 


. . . tops the original 
Woifenstein™. . 
PC Review 


aV 

Welcome to the 22nd century! The future is here in the form of Dr. Goldfire, 
a brilliant bio-scientist whose ghouiish genetic research has spawned a bat- 
tle-thirsty horde of military mutants. Poised for ^tack, they await his com- 
mand to unravel the universe! Ohlyiyou, as Blak^tone, the galaxy's most 
intrepi^ aggjrtiacaniflfiltwte Goidfire’s secret fortress on a remote planet 
and kicfiTi^se creeps out of the cosmos! I 

Powered by an advanced, fast version of the 3D engine originally used in 
Ijfolfenstein 3D'", this game has the fast, fluid graphics you love and ultra- 
rfealism that will keep you spellbound! 

The reviewers are already in orbit over Blake Stone: 


'Didyoulike Woifenstein 3-D' ? Ilyoudid, you'll love Blake Stone.” -PCM Magazine 


"There's more of just about everything . . . Plenty to keep you on the edge of your seat!'' 
\ -Electronic Entertainment 


Features 

✓ 20 thrilling new levels! 

✓ Realistic, detailed VGA 
graphics! 

✓ Auto-mapper that helps you 
move through levels! 

✓ Heart-stopping hazards! 

/ New enemies with cloaking 
and morphing abilities! 

✓ Awesome weapons arsenal! 

✓ Dramatic, heart-racing sound- 
track and digital sound 
effects! 



FormGen, Inc. 7641 E. Gray Rd, Scottsdale, AZ, 85260 
(800) 263-2390 • (905) 857-4141 

Available on disk and CD. 

Woifenstein 3D is a trademark of id Software. Planet Strike was not developed or produced by id Software. 
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by Johnny L. Wilson 



T hk a\k- or BROAi)s\v()Ri)-\ViKi.i)- ilUo ilic t:hi\ alioiis cquiviilcm ol' a characicr by a ceiiain lime, ami these 

INC Mi-.DIKVAL Feu-Kx I’ERsun ('.MAMRiONS-stylc superhero in Fuk Fi.- mini-quests didn’t really colicre into a 

OF i nK Ki.dkr S(:Rt)i,lJs: Arena dkr Scroi.ls; l)A(.t;i',RFAiJ.. 1 say me- solid plot. I .say “CliAMPlONS-style” be- 
seems to have Idimd a Dark dieval Fed-Fx person because tlie cause the new character generation pro- 

Ages equivalent of the |)hone original game reaiured a lot o( inini- cedure allows players the luxury of 

booth (the garderobe, per- cjuests where your character would deliv- obtaining additional talents by accepting 

haps) and transformed herself er a package or person to a certain certain disadvantages. Further, the selec- 
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tion of certain disadvantages — whether 
they be pliobias, physical liiniuilions, or 
unfortunate social ties and obligations — 
will set certain Hags within the game that 
can call certain encounters and plot twists 
at various points within the game. 

A MATTER OF CHARACTER 

For example, a jdayer might decide to be- 
come a vampire character. Such a seduc- 
tress would immediately receive a 
strength and magical bonus by night, but 
would find it veiy difTicult to operate in 
the daylight because she would lose 
strength by constantly taking damage and 
would lincl her powers impaired, 

Unlike Ci-L-\MPiONS, howev- 
er, advancement would de- 
pend on how the character 
was structured. Primary skills 
cost more, but are the easiest 
skills to improve within the 
game. Major skills cost slight- 
ly less, but aren’t as easy to 
improve. Minor skills help the 
character at a reduced poten- 
q-, but are extremely difTicult 
areas in which to advance. 

To add to the role-playing 
experience, D.A{;f;KRFALL will 
also emphasize language skills, 
reputations among specific 
groups, and social alTiliations. 

Eveiy character will have some 
ability with the common 
tongue, but depending upon the locale 
within the world, some of the non- player 
characters may botch the conversations by 
using their native langtiage or take offense 
at “Ugly American’’-style characters who 
travel at length without bothering to learn 
any indigenous longues. On the other 
hand, use of indigenous tenns and phrases 
can enhance reaction rolls. 

Reputation is not a generic fame or 
karma rating as in some pen and paper 
games or MicroProse’s Darkl\nds, but it 
is a separate rating for various social 
groups. Each character will have a chang- 
ing reputation de|}ending ujjon her ac- 
tions and relationships to merchants, 
peasants, scholars, nobility and members 


of the undeivvoiid. Such reputations will 
determine some of the mini-quests that 
will be offered to the characters and how 
well the members of those social groups 
will respond to them. 

Also, characters will be able to join 
guilds, tcm|des and knightly orders. Since 
characters can have multiple attilialions, 
this adds to player moiivation because 
characters can advance in the ranks of 
each social group, as well as use their net- 
working skills to glean information from 
all of their affiliations. 

But that’s not alll Bethescla’s design 
team wants to give characters a reason for 
earning ail the gold to be earned, as well 
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WINDOW DRESSING The shops and outtitters in Dagcerfau let you try before 
you buy. If you’re thinking various states of dress should have an effect on 
other characters, this is your kind of game. 


as a chance to customize the characters 
and their homes. In Dagoerfall, players 
will be able to enter stores and try on 
clothes, weapons and armor. By pointing 
and clicking, paper-doll characters may 
be dressed and undressed at will. 'This is- 
n’t just a cute feature, cither, because the 
clothes make the woman in some charac- 
ters’ eyes, and the way she dresses will fac- 
tor into a character’s willingness to talk 
and the depth of the conversation. 

In addition, houses can be furnished 
with defined objects representing trea- 
sure, objets d’art and furniture. The goal 
is the creation of personal space within 
the game’s universe and, hence, enriching 
that universe even further. There will 


even be a toggle so that those who don’t 
want to risk having their abodes burglar- 
ized can opt Ibr a Panglossian world 
where no thief has gone before. 

dlie objects in the ^vorld have weight <ls 
part of their definition and can not only be 
purchased, but can be shoved off ledges, 
|3ushed around to be placed as obstacles 
and more. Further, there is an ItemMaker 
routine within the game which allows you 
to enhance items by using them on each 
other. So, a character could put poison on a 
sword in order to cause continuing damage 
after an initial wound, and a character with 
magical ability could use magic to enhance 
an object’s potency. Further, as with charac- 
ter creation, you can make objects 
more powerful by allowing certain 
side effects to be bound into the 
ob-ject’s desa'iption. Your charac- 
ter might be able to turn undead 
creatures with a magic weapon, 
but she might discover that her 
reputation takes a hit in some ar- 
eas and social circles because of it. 

Another new I'eature deals 
with paying for objects. In Dag- 
GERFALI,, banks not only allow a 
character to deposit gold in a 
protected environment, but al- 
low her to finance large purchas- 
es like houses, castles and boats. 
They also grant the important 
letters of credit that were so im- 
portant in a pre-ATM world. 


CAN WE TALK? 

Conversation is still handled via a menu- 
dri\’en, branching strateg)’. Mowever, the 
new conversational interface allows you to 
set-up your conversational goals in differ- 
ent columns, determine the character’s 
basic conversational stance (whether ag- 
gressive or polite mode), and select an en- 
tire line of questioning at once (for quick 
reading and ease-of-use). Further, your 
character’s language ability, clothing 
choices, social afliliations and reputation 
will affect the way that non-player charac- 
ters react to her. 

Alert gamers will also notice some new 
icons at the bottom of the main action 
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SCENE STEALER Arena's first-person perspective remains, but now cast 
spells are marked by a customizable icon at top left, whose presence lasts 
for the spell's duration. 


screen. One ol'tlie mo.st important new ad- 
ditions is that of the F.ar icon. Players ^vill 
select that icon when they want tlieir char- 
acters to be in an active listening mode, 
'Phink of it as an eavesdroj^ping icon, 

.•\nother way in which characters will 
(ind information in D,\(;(;r.Riv\Lt. is through 
virtual books. 'I'hese books will feature 
both text and diagrams in order to enlight- 
en the gamer with regard to such matters 
as flora and fauna. Such books tell how 
they evolved and feature beautiful artwork. 

SPELLBINDING CHANCES 

The magical system for DACGERiAt.!. has 
become signiUcaiuly more robust than 
that in Arena. Naturally, a major portion 
of this extended power comes from the 
addition of a slew of new spells, but also 
from the addition of a PotionMaker and 
an on-screen icon which informs gtiiners 
of the status ofduralitm spells. With the 
PotionMaker, you will be able to adapt or 
rename the default recipes and customize 
polioris by changitig the mix for special 
re.sults. Some characters may well end up 
walking about with the ecjuivalent of Bat- 
niiin's utility belt and having entire inven- 
tories of weird potions by the time they 
finish experimenting with all of tlie possi- 
ble potions. 

As for the dui'auon icon, it’s the perfect 
way to let you know that your invisibility 
spell is still effective. As long as you see the 
postage stamp icon on the action area of 
the screen, you know that the duration 
sj)ell is in effect. As the operative spell 
reaches the limit of its duration, the 
po.suige stanij} icon begins to flash and you 
will know that you either need to rectist it 
or prepare to deal with the results of its 
dissipation. Also, in keeping with the rest 


of the game’s me- 
clitinics, a phu’er can 
choose which 
postage stamp icon 
she wishes to associ- 
ate with which spells. 

New spells in Dag- 
GERl'Al.l. include: 
Identify (you no 
longer htive to go to ti 
giiilfl to identify mag- 
ic), Polymorph (abili- 
ty to ti'tmsform into 
other crealuies), 
Shadow (the pool' 
man's invisibilit)’), 
Slowfall (essenlialh', a 
Featherfall spell), 
'felekinesis, 'I'elepoi'- 
laiioii, Watei' Breathing, iind Water Walk- 
ing. Along with most of the sj)ells I'rom 
.Arena, these spells should make characters 
much more powei'ful. 

WALK THIS WAY 

As you would expect with new spells, 
there are also new special effects. One ef- 
fect deals with polymorphing from nubile 
nymjdis into gnarled crones (see previous 
page) and others involve the transforma- 
tion from human to lupine and back. 
The.se were handled by an experienced 
Hanna-Barbera animator, Louise San- 
doval, who drew the extreme frames of 
the moves and let the computer morph 
the transitions. 

In addition to Sandoval’s work, Mark 
Jones and Mark Jackson worked on chai- 
acter de.sign and the texture maps for the 
buildings. The texture maps are consiclei'- 
ably more complex and detailed than 
those in Arena, not only giving the world 
a more realistic look, but allowing for 
multi-story buildings and larger temple 


and palace buildings, as well. To these 
ha\’e been added sound cues which oflei' 
apjn'opi'iate foollalis to jualcli l.lie texture 
of the flooring. 

.Also impressive are the “walking” se- 
quences for N’arions character classes and 
non-player characters. The basic arche- 
types for each character ;ire rendered in 
3-0 on Silicon Cirtiphics machines. Then, 
the animations are reduced somewhat 
and placed in an animation hinguage 
where the frames c;in be repurposed and 
cut to reflect any potential movement. 

Sjicaking of movement, the new soft- 
ware engine for handling ‘5-0 movement 
is much more intelligent than that in .Are- 
na. The new engine is able to choose tex- 
tures ;md swap Imildings into :md nut of 
memor)' extremely eniciently as the pl;iy- 
er’s character walks along. 'I'he more 
R.AM you have, the more the new engine 
will use it eHicienily. 'Hie Itad news is that 
the giime will require a minimum of 8 
MB of R.AM in order to I'un well. 

ABSOLUTELY, POSITIVELY 

With improved tcchnolog)', then, tvlitit is 
improved about the storyline? Arena I'e- 
quired your character to put together a 
wand of power bv assembling the collected 
artifacts of a near-cosmic scavenger hunt, 
Daggeri'ai.l ])romises to h;ive more con- 
nected situations and pei'inutations to 
drive gtimers through the full-blown stoiy. 
Suffice it to say that the basic stor)' is some- 
thing like H. Ridei' Haggard meets George 
Lucas in a plot wliere your chai'acters must 
obtain artifacts bel()re ri\'al gi'oups can ob- 
tain those same artifacts and use them for 
nefarious pur|n)se.s. Hint: These I'ix'al 
grotips have ;i lot in common with the 
“bad guys” in Darklwds. 

So, when the heroes of Bethesda's The 
Li-DER S{;roli.,s sei-ies of computer role- 
plaving games need 
to absolutely, posi- 
tively save the world 
ovei'iiiglu, they'll 
liave new spells, new 
weapons, new 
clothes and new rea- 
sons I'or doing so. 
.And. if it all comes 
together like it was 
looking at press 
time, IXua'-EREAi.i.’s 
heroes will deliver a 
lot more satisfaction 
than those medieval 
Fed-Lx couriers in 
.Arena. W 



THE APOTHECARY'S CRUCIBLE Old spellcastfng hands will appreciate 
mixing potions in a screen that actually displays all available Ingredients. 
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StarPlay Productions, Inc. • PO Box 217 • Greeley, Colorado 80632-0217 • Tel 303.447,9562 • fax 303.447.2739 
™ Ciystal Calibum and Tristan are trademarks of LittleWing CO, LTD. Other trademarks are the property of their respective owners, 


rt truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip- 
per control, and it's more than being able to see the whole playfield at once so you can aim your shots, 
A great pinball game has that unique quality of playability and never- 
ending challenge that keeps you coming back for.../ust one more 
game and a shot at your new high scorel 

I Washington Post- "Crystal Caliburn perfectly 
V captures the essence of a great pinball machine." 

I 

I New York Times-"The realism is striking.,, 

I [Crystal Caliburn] will be at the top of Silicon Santa's 
‘‘ gift list this year." 

Inside Mac Carnes - “ARCADE CAME OF THE YEAR" 

Computer Came Review- "Crystal Caliburn sets a new 
standard, for realistic pinball on a computer, there's nothing 
like this game." 

Electronic Entertainment- "Crystal Caliburn is simply the 
best, most realistic, most challenging pinball simulation for 
the Macintosh yet." (Rating: 9 out of 10) 

CAMES Magazine-"You'll forget you're playing on a 
two-dimensional computer screen... the realism is 
astonishing," 

MacUser-"Electronic pinball's Holy Grail," 

(Rating: 4 1/2 out of 5) 


Crystal Caliburn 

from the creative genius of l/tt/elV/ng™ deveioper of TRISUfi™ and light Ball Deluxe™ for Macintosh. 
Available from your favorite retailer or mail-order catalog. Interactive DEMO on AOl® and CompuServe^ 


WINDOWS: S86 or faster 
processor, Windows 3.J, 
256 SVCA monitor, 

4MB RAM. Supports 
SoundBlaster^ and other 
Windows compatible 
sound cards. 


NOW AVAILABLE FOR WINDOWS! 






TALE 



TRIMARK 




H^ofs* portrait qu ali t y ^y mx 
' Original score, lots of surprises 
•: and no confusing menus! Also 
included are free limited edition 
collector milk caps. The 
Emperor’s New Clothes reveals 
. hours of excitement. 






‘Bowl over 
your opponents 
with these winning 
strategies for 1 0 
top games. 


Star Crusader . . . . 
Lords of the Realm 
TIE Fighter .... 
Colonization .... 

DOOM II ^ 

Aces of the Deep . 
Master of Magic . 
Panzer General . . . 


Illustration by Digital Art 
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Fist Fighting 
TOWToTOW 

How To Achieve Battlefield Supremacy In NovaLogic’s ARMORED FiST 

by Tom “KC” Basham 



oiTiinandiiig a platoon oF tanks, especially 
in the face of overwhelming odds, takes 
more than charging headlong into the 
ranks of the enemy. Running valiantly 
into fortified enemy positions may be dra- 
matic but will most likely end your simu- 
lated life rather 
quickly. All Ar- 


MORKi) Fist (Fist) scenarios place you at a 
severe numerical disadvantage and often 
start with your forces surrounded, and 
mail)' begin with )'our troops alreach tak- 
ing fire. Here’s what I do to break 
through the missions, especially the 
tougher ones in the later campaigns. 


If You Ain’t Cheatin’ 

You Ain’t Tryin’ 

As the old saying goes: 
when all else fails, 
cheat! Many missions 
begin from unrealistic 
positions, Yotn- I'orces 
have made serious tactical 
errors, they’re surrounded, tak- 
ing lire, and suddenly you inherit 
command. Yeah, right. The mis- 
sion editor lets you change many 
things, but the “locked” campaign 
missions can’t be edited, right? Well, 
they can be edited after a little bit of 
hacking. For those of you handy 
with a hex editor, such as Norton’s 
DISKEDIT, “unlocking” a mission 
is a relatively simple task. Be advised, 
NovaLogic does not endorse unlock- 
ing missions in this manner, and mak- 
ing a mistake hex editing the mission 
files could result in serious data 
loss. Be sure to backup your 
files before attempting 


any unlocks. 

Now that 
I’ve gotten 
the lawyers 
off my back, 
unlocking a 
mission re- 
quires only a 
one-byte change in 
a single file. Cam- 
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TURNING AND TARGETING Manual turret control lets you freely move the 
turret, but the Enter key still immediately locks visible targets. 


paign data i'c.sidcs in 
the FISTDA'l'A sub- 
directory. All cam- 
paign missions are 
stored based on their 
geographical loca- 
tion. For extimple, 
the Certain Fury 
campaign takes 
place in Syria with 
the relevant missions 
entitled SVRI.A 1 
through SYRIA?.*. 

F.ach mission re- 
(jiiires tliree files. For 
example, the first 
Certain Fury mis- 
sion, “Two Tribes,” 
requires SYRIA l.FSW, SYRIAI.FSK, and 
SYRIAl.FSC. Files with an “.FSW" exten- 
sion contttin briefings for players com- 
manding W'estern forces. Likewise, *.FSE 
fdes contain briefings for jihners com- 
manding Russian hardware. *.FSG files 
contain the meal of tlte mission and the 
“lock” status. The ninth byte of the file 
(offset ()8h) is always set to OOh for an un- 
locked mission and 01 h for a locked mis- 
sion. Changing this byte from Olh to OOh 
in any FSC file always unlocks the mis- 
sion, allowing yon free editing I'ein. Lo- 
cate enemy positions, move your forces to 
better starting jjositions, identify targets, 
increase artiller)’ posts and delete enemy 
elements at will. Is this cheating? Proba- 
bly, but as they sa}’, if you ain’t cheatin’ 
you ain’t tiyin’ hard enough. 

Fire From The Sky 

Unless you simply delete all enem\' units, 
you still have to fight the mission even af- 
ter you unlock the scenario ;ind sp\’ on 
the bad guys, Always remember two 
rules: fight on your terms and use yonr 
support forces. As the first rule implies, 
you must choose when and where the 
light occurs. The enemy tvill ny to attack 
from favorable positions which are diffi- 
cult for you to defend, or ti y to defend 
positions which are difficult for you to at- 
tack. Following the default wavpoints 
programmed for your forces guarantees 
an expeditious engagement bur almost 
always at a se\’ere disadvanttige. Most de- 
fault courses lead you into ;m ambush, 
expose your units on mountain tops, or 
lead you into the heart of enemy defen- 
sive positions. As a general guideline: do 
not follow the pre-programmed wa)- 
points. If you’re not under alltick when 
the mission begins, try following along 


the pi'e-defined waypoints until you come 
to the first I'idge. Carefully peek over the 
rim, check for enemy targets, then alter 
your course to bypass those units or ttl- 
lack them from their weak side. In most 
missions, your two phiioons receive sepa- 
rate orders and targets. Ignore these oi'- 
dei's. Re-plot ])alhs for both platoons so 
(hilt iill available units con\’erge on it sin- 
gle target at the siune time. If )oii find 
yourself under attack from the onset, im- 
mediately withdraw all forces iind re- 
group, Above all else, get away from the 
enemy and call for help. 

T’his bi'ings ns to the second rule: use 
your supjMU't forces. WTiiit kind of helj) is 
iivailable? You bine two assets: itir sup- 
poi'i and artillery. .Air su|q)ort, consisting 
of iitliick helicoptei’s (AI-I-(i4 Apaches for 
the Blue and Minds for Red), is virliuilly 
useless in ARMOkKi) Flst. Despite the 
goiils achie\'ed by both of these heli- 
copter types in .Afghanistitn and Iratp the 
gunsliips in FiS'i' are basically cowards, 
'fhey’ll quickly charge to your rescue, 
scout the region, then run for base at the 


first sign of trouble. It’s quite ii'ritating 
to be pinned under a hillside with a 
thrown track, dug in BMPs on the ridge 
above you waiting for you. ttriillery lire 
raining down, and you hear over your 
radio, “Apache 196, taking lii'e, return- 
ing to base." Gee, it must be nice to have 
tliai option. I’ve li'ied calling several he- 
licopters in at once, but they simply 
\ron’t stick around. 

The helicopters, therefore, prov ide little 
combat value but are excellent recou as- 
sets. Of course, they run like reptiles when 
the enemv starts shooting, but they gener- 
ally do locale enemv positions. Since tlie 
target daiti on your in-veliide overhead 
map is generated from visual contacts, it is 
verv useful to send a choppei' over the 
next ridge to ferret out enemy positions in 
the valley before proceeding. 

Fire From The Ground 

Artillery is your friend. Well-aimed ar- 
tilleiy is deadly. Dug-in vehicles are near!)' 
impossible to liit without a suicidal charge 
toward them, helicopters run in panic like 
frightened sheep when confronted, but ar- 
tilleiT knows no fear. It plunges from the 
sky like iire-breathing commandos exact- 
ing a terrible retribution from the enemv 
for even pondering the possibility of en- 
gaging yonr platoons. Nothing is immune. 
From tanks to bunkers, from fuel tanks to 
satellite dishes, nothing can withstand a 
well-aimed burst of artilleiy. 

How do \’ou use ai'tillei'y? The sim- 
plest, most obvious method I'equires di- 
rect visual contact with the enemy target. 
Use the Knier ke)’ to lock a particular 
target, then call for lire support. The 
specified tai'gel will receive a fatal blast 
nearly every lime. Be advised, though, if 
you can see the enem)’, he can see you. 
While you’re directing fire onto his posi- 
tion he’s probably 
doing the same to 
you. The secret of 
artillery cannot be 
found in the manu- 
al: manually point 
your crosshairs over 
the tojj of an im- 
pending ridge and 
the artillery falls on 
the other side. The 
ower your 

crosshairs are to the 
ridge, the farther 
a\ra\' the shells fall. 
Raising the 

crosshairs drops the 



ARTILLERY TARGETING SECRETS Aim the gun over the horizon to direct 
artillery fire on the other side of the hill. 
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Strategies 






SPY IN THE SKY Editing an unlocked mission reveals all the enemy’s 
secrets and gives you a chance to fight him on even terms. 


shells closer lo your curreiu position. II' 
\ ()ii know, for example, lhal an enemy 
i:)latoon rests in llie next valley, then 
point your gun over the relcvtuil hill and 
call for fire supjjort. Watch where the 
shells hit on yotir overhead map. If the 
shells miss, itdjusl the jjosition of' your 
turret horizontally and vertically as re- 
tiuired and call a second volley. With 
continued adjustments you Ciin expertly 
walk the artillery fire right onto the ene- 
my. I’ve found myself outnumbered 
four-to-one at the end of a diiricuk mis- 
sion facing a well-defended enemy camp 
in the next valley. Rather than facing 
certain doom, 1 call in artillery and wail. 
Many limes, the artillery finishes off the 
remaining targets and the mission ends 
in victory! He careful, though; artillery is 
limited. Clall on it too often and you nun- 
find it unavailable when you need it 
most. The manual indicates artillery may 
return on-line after some waiting j)eriod, 
but I have yet lo see that. 


Artillery also pro- 
vides excellent cov- 
er for a fighting 
withdrawal. AV'hen 
forced (o withdraw 
from an ad\'ancing 
enemy, target the 
ground very near 
your cun-ent posi- 
tion and request ar- 
tillery. You’ll have 
advanced well clear 
by the time the 
shells fall, and 
ho|jefully the ene- 
my will have moved 
direclh' into the 
danger zone. In the 
worst case, enemv armor ma\’ think 
twice tibout chasing you with shells 
raining down. 

Automatic Controls 
Are For Dead Men 

I generally use man- 
ual turret controls 
instead of automatic 
controls. Under the 
automatic system, 
pressing Enter would 
lock on to the first 
a\'aihible target, but 
pressing Enter again 
(foi- whatever reason) 
causes the lock lo 
break ;md the turret 
lo align with the hull. 

I jjrogrammed the 
Thrnsimasier FLCS first trigger position 
as Enter and the second trigger position 
as “lire.” 1 found myself often releasing 
tension enough that Iditer would be re- 
pealed, thus break- 
ing the lock when I 
needed it most. With 
manual control the 
turret still locks on 
targets when 1 press 
Enter, but remains 
locked on the same 
target until I manu- 
ally move the gun. 
By programming 
turret conirf)ls to one 
of the ELCS’ bat 
switches I can work 
both the bull and tlie 
turret siinultaneouslv 
while using the two- 
sUige trigger to ;ic- 
Cjiiire tai'gets. 


If your tank throws a track or lakes 
engine damage don’t immediately de- 
sjKiir. Depending upon your position 
lliere may yet be hope. If you find 
vourself stuck in the middle of llat- 
lands tvith dug-in T-80s in the sur- 
I'ounding hills you're going to die. But, 
if you cross a minefield and throw a 
ii'ack, or another of your units kills the 
badgiiy after he wounds you, your crew 
will attempt repairs. Usually alter a 
minute or two the crew can repair a 
thrown track or a damaged engine and 
have you underway again. Therefore, 
you should endeavor to protect vehi- 
cles which find themselves similarly 
stranded. Unless lime is running out 
on \-oii these \-ehicie.s can yet partici- 
juite in the next battle. 

r\’e found pla\’ing “])eek-a-boo" a 


highly successf'ul lactic. Move just be- 
yond a hillside or Just over a ridge, 
catch the enemy's attention, then im- 
mediately reverse behind or below the 
hill and wait. If the enemy platoon is 
reasonably close it will advance toward 
you. Kill the tanks as they pop over 
the ridge or peek around the bill. De- 
spite somewhat strict time limits in 
most of the missions, I usually htid 
enough time for reasonably ctuUious, 
mo\-e-tben-wait advances. 

Overall, .ARMORi-n Fist is a challeng- 
ing, enjoyable simulation of modern 
armored warfare. Cienerally, though, 
the computer wins missions not 
l.hrougb clever artificial intelligence 
but through vasll)’ superior numbers. 
If you can reduce bis numbers and 
e\en the odds through combined-arms 
usage, then the computer player stands 
little chajice. Oood luck and good 
bunting! ^ 


RISKY RIDGE RUN Be careful crossing ridges or you’ll be as exposed as this 
T-80. Seconds later he was skewered and barbequed by one of the 
Bradley’s TOWs. 


THOSE GUYS ARE GOOD Another successful artillery barrage returns a T-80 
to its raw component materials. 
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INTRODUCING 


MULTIMEDIA STACKER? 


THE POWER TO 


LAUNCH MORE GAMES. 



MORE RAM. 

MULTIMEDIA 

STACKER 


\bii slide into ihc cockpit, ease the throttle 
t'oiAvard. and prepare (bra good old-fashioned dog- 
fight. Rut suddenly, you come to a grinding halt. 
What's this? Not enough di.sk space or R.AM? 

\^ell. tion’c .surrender chose controls cpiite yet. 
Because StackerMan is here with new Multimedia 
Stacker''^ — the easiest way for you to more chan 
douhle your hard disk capacity and give your 
systeni a big boost in RAM. 

Not only is Multimedia .Stacker optimized for 
speed on multimedia systems, but it gi\’cs you the 
maximum disk space you can get, 


It also includes a free copy of Mulcimetlia 
Cloaking, ’ a new technology from I Iclix Software 
chat frees up extra memnr\' by moving system driv- 
ers to a 32-bic protectetl area. So your fa\'orite 
games have more room to run. 

Multimedia Stacker is available on disk or 
CD-R().\I and can be found wherev er you see the 
StackerMan display. So visit your local dealer or 
call 1-800-522-7822, ext. 9601 for information. 

(iet .Multimedia Stacker 
today. Because wichbuc it, 
you're grounded, Mister. 'TCfi.vi&COVtNiixiWTiON' 


Stac 


"GROUNDED BY RAM AND DISK 
SPACE PROBLEMS? STACKERMAN 
READS YOU LOUD AND CLEAR." 



CHfiFF 


FLARE 


Outside of the U.S. call 1-619-794-4333 or fax 1-619-794-4575 for more information. 

0 1994, Stac Qectronlcs. Stac and Stacker are rogistered trademarks of Stac Elootronres. MuHimedia Cloaking is e trademark of Helix Software. Actual compression results may vary. 


Circle Reader Service 03 13 



He Who Laugllu 
Lmt&. 


IN BOOK THREE OF the Legend ofKyraiuUa, you become Malcolm— the infamous Court 


Jester of Kyrandia. And you have one last chance to save your rude, misunderstood hide. 

GO TO THE ENDS of the Earth armed with swimfins and an inflatable pool toy as you 
attempt to solve the murders behind the mad monarchy. But be careful, because your country 
despises you. The Underworld entices you. And pirates double-cross you. It’s a fantasy 
world filled with magic— and the trick is to stay alive. 


FEATURES 



CONTROL MALCOLM'S MISCHIEVOUS PERSONALITY 
and hilarious mouth with Westwood Studios’ new inter- 
active MoodomeUr. When conversing with Kyrandians, 
does it pay to be nice, normal or lie like crazy? 

ENTER OVER 80 WILD SCENES rendered in deliriously 
advanced 3'D graphics! Discover harder puzzles, more 
absurd magic and good and bad consciences that offer 
dubious advice. 

WITH OUR “NO-CLICK" INTERFACING, assess options 
by simply moving your mouse to the lower screen. 

The action's faster and the graphics are bigger, 

ALTHOUGH MALCOLM’S WARPED, our new Supersound 
is exceptionally clear. Along with lively music, you’ll 
hear real Kyrandian sound effects. 





faWes iK fiends. THe Legend ot Kyrandia and Matolm's Bevenffe are traderurto ol Westwjod SMdte, lie ©1994 Wesr/rood Stmnos, l« M njfits resened. Virgm is a legrsteied trafleniait; ol Virgin Enreipiiies, Lid 
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Exercises In Feudality 

The Key to Winning at SSI’s SERF ClTY Lies in Urban Planning, 

Not in Dreams ofConejucst 


by Michael Rymaszewski 



KRi' CriY is a complex and poietuially eii- 
teriaining game. 1 say “potentially” be- 
cause the manual lliat comes with this SSI 
title is a bit imiddlcd. While some things 
are explained well (in fact, explained sev- 
eral times in dill’erent sections), in most 
cases the inlormatif)n given is not only ex- 
tremely conlusing, but simply wrong. 

Part of the reason why the SiiRf CriY man- 
ual is so bad miglit be that it lias been inins- 
lated rather poorly from German. It is 
peppered with plirases such as “zone 
hatched in red and yellow,” a 
fbundry is called botli 


Blacksmith’s Shop a forge), and an im- 
porlani menu icon is reieri'ed to as 
“another icon.” It all means lots of trial 
and error before you get things right. 
Making things even worse, some of the 
manual’s siraieg)’ lips oiler losing advice. 

The Pre-Game Show 

Before you start inlaying, you’ll be asked to 
choose your opjionenls and the size ol’ the 
world. You can also adjust the intelligence 
level of the comptiier opponents, level 
of initial supplies, and the growth rale, 
which siinplv means how quickly ad- 
ditional seifs become ai ailable. 

After yoti’ve played a few games, 
vanl. to choose the maximum 
levels across the board. Give 
your opponents maximum growth rates, 
initial supplies, and especially intelli- 
gence — the\’’ll need it. As far as the person- 
alities of vour opijonenis are concerned. 


there does not seem to be much of a differ- 
ence, regardless of what the manual chiims. 
'fhe supposedly inoffensive Lady Amalie 
was the only opponent who attacked my 
kingdom before I either attacked her or 
euCToached on her lerritoiy, while the re- 
putedly dangerous Count Aldaba and 
Homen Doublehorn turned out to be bum- 
bling incompetents. The rule of the thumb 
seems to be the bigger the enemy king- 
dom, the more likely it is to start trouble. 

The other consideration is the size of 
the world you want to play with. I would 
recommend size 5 at the highest. It’ll take 
you a week of evenings to complete the 
game in a size 5 world. A size 8 world, on 
the other hand, could take up to a month! 

What Makes Johnny Grow 

The key to winning at Serf Cut is fast 
growth. It may sound simple, but it isn’t. 
Fast growth involves a steady sujjply ol' 
building materials, a road network that is 
free of traffic jttins, and enough highly 
trained knights to expand your frontiers. 
You have to meet all three of those condi- 
tions to win. You can have tons of wood 
and stones, and plenty of soldiers, but it 
will do you no good if you suffer traffic 
jams. 1 have managed to score brilliant 
military victories against much stronger 
opponents simply because their relief 
forces stood by helplessly, waiting for the 
roads to clear. 

Let’s start with the traffic problem. 
There arc two considerations here. One is 
building a good road network, something 
that’s exhaustively explained in the manu- 
al. The other one, which is Just as impor- 
tant yet isn’t mentioned in the manual at 
all, is good urban planning. Ideally, if 
your buildings are in the right places, the 
items or merchandise they produce 
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MfirnfiMvoyrmailCliris, 


Multiniedia? 
RiffhtjI'm 
e-^cited about 

video the SIZE 

of a DOstag:e 

stamp that move 
like a mailman 

ill a COWIA 


RealMagic” is here now! Just add the 
RealA'Iagic card to your PC for smooth, 
realistic digital video and 16 -bit digital 
audio. MPEG does it — the powerhil new 
digital video and audio standard that puts 
the “real” in RealMagic. 

RealMagic opens up a new world of 
interactive MPEG CD-ROMs including 

RealMagic is available at: ^ 



“OI[|"Video Image 
For the slofe near you or more inlormallon on RealMagic. call 


1 - 800 - 845-8086 


WMPum 


COMPUTER^ 


and other line stores. 
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games, educational titles, music videos, 
movies and more. RealMagic is available 
as an MPEG playback card or a complete 
multimedia upgrade kit. UTiat are you 
waiting for? 

Get RealMagic 
and get real 
multimedia. 


REALmagie 







Strategies m 

should not iiave to be ti'ansported veiy far 
to be put to use. 

The i’lrst rule here is to group related 
buildings. Tiie sawmill should be right next 
to the lumbeijack’s hut. The foundry should 
be at the convergence of the roads from the 
mines, and as close to them as possible. The 
mill should be right next to the farm, and 
the bakeiy right next to the mill. Tlie build- 
ing that produces your “raw" materials 
should be the one farthest away from the 
storage spaces (castle or warehouse); the 


one that delivers the finished product 
(planks, bread, tools, etc.) should be the 
closest. This involves quite a bit of careful 
planning, not unlike Sim CriY, and is essen- 
tial not only to winning, but to really enjoy- 
ing the game. Otherwise, you’ll find yourself 
pulling your hair in Ihistralion. 

Find an area that will accommodate all 
of the buildings belonging to a single 
group. Let’s say you want food for your 
miners, and plan to build a farm, a mill 
and a bakei7. 'Vvy to select sites so that all 
three buildings are connected by a branch 
road, but the bakeiy is the only building 
connected to the main road. That way, the 
only seif to use the main road will be the 
serf canying the bread. 

Your mines will, of necessity, be located 
on a mountain. Build a functional network 
of connecting roads, and don’t worry 
about building extra roads to facilitate 
construction; you can always destroy them 
later. Ideally, you should connect iron ore 
and gold mines with roads canying coal, 
and make them converge en route to the 
foundiy. A little farther down the road, 
construct a blacksmith’s shop and, if 
you’ve got gold on that route, a gold 
foundry. The next step down the road 


should be either the castle or the ware- 
house, surrounded by farms, pigs, and so 
on. This way, you get. a neat two-way How; 
arms and gold bars from one direction, 
food from the other. 

This brings us to the second golden rule 
ol' urban planning iti Serf Cut: jdace 
your warehouses correctly. If you’ve been 
looking at what the computer-controlled 
rulers are doing, you'll find they tend to 
build warehouses in gi'oups, close to each 
other. This is probably the dumbest thing 
you can do with them. 
First of all, in the event 
ol' a miliiaiy defeat sev- 
eral warehouses will go 
up in smoke; secondl)\ 
this grouping leads to 
horrendous traffic Jams, 
as serfs from all over 
the place attempt to de- 
liver items for storage. 

The thing to do is to 
build warehouses well 
apart, and then con- 
struct other buildings 
around them — exactly 
as if you were building a 
series of boroughs or 
towns, with the ware- 
house acting as the 
"town hall.” The roads 
connecting those satellite towns are the 
main roads — the highways, ifyou like, 

If you build in all the optimum places 
and get the roads right, not only will yoti 
win the game, but you’ll also be rewarded 
with fast, interesting play. You’ll also dis- 
cover a new side to the game, as your su- 
per-efficient road network enables you to 
change transportation and supply priori- 
ties on the lly. It’s possible to keep each 
mine operating at maximum capacity 
while at the same time keeping new build- 
ings popping up all the while. And it’s ad- 
dictive fun, too. 

Rebuilding Roads 

'Fhe mines are the one area where you will 
find yourself rebuilding the road network 
again and again, Sooner oi' later, every 
mine will cease producing, no matter how 
rich the source — that’s life. Demolish it 
right away. Then send a geologist to the 
burning mine’s Hag to do his thing. In 
most cases, he’ll find a fresh deposit of 
what you need. If he doesn’t, tell him to 
look around all the neighboring flags be- 
fore sending him oITto another mountain. 

Which leads us to another point: quite 
often, the geologist will put up the signs 




THE BAKED GOODS BOROUGH A mill, a farm, and a bakery are 
carefully placed together to pump out biscuits faster than the 
Pillsbury Dough Boy. 


indicating rich deposits in places where 
yoti can’t build a mine. Sometimes, you’ll 
get a mineral deposit sign stuck right on 
the road. Tlie only thing left to do in this 
situation is to rearrange the roads so that 
building a mine is possible. Sometimes, 
you’ll even have to demolish other mines. 
In that event, check the nearby mines’ 
production levels and decide for yourself 
whether the whole thing is worth it. 

By the way, when you open your first 
Demolition menu, you’ll find it’s spelled 
“Deniolishen.’’ A warehouse is called a 
“Stock,” and a fort a “Garrison.” Don’t let 
it conliise you (ah, those Germans). 

Arming the Forces 

The biggest single piece of bad advice the 
manual contains is this: send out your 
weaker soldiers to combat enemy forces, 
keeping the strong ones in defense. 

This is the silliest thing you can do for 
two important reasons. The first is that 
your first wave of green and slightly yellow 
lance corporals will probably not accom- 
plish anything. Unless the enemy guard 
iuiL has but a single soldier, chances are 
your guys will simply get killed, which 
leads to the second reason. Wffien they get 
killed, you lose all their weapons and will 
have to manufacture a new sword and 
shield for each replacement. 

I say “the enemy guard hut” because 
most of the miliiaiy buildings the comput- 
er opponents construct are of this variety. 

Driving Details 

Controlling the traffic in Serf Cm' is ex- 
tremely important. What do you do if 
the serfs keep taking routes you don’t 
want them to take? 

The logic behind the transporter serfs’ 
route choices is simple, fl'hey always 
choose the shortest route between two 
points, and in their peasant minds the 
shortest route is the one that has the 
fewest flags. In other words, you can 
have two stretches of road, one twice as 
long as the other, but as long as the 
shorter route has more flags, they’ll 
think it’s longer. 

You can get rid of the flags you’ve put 
up the same way you demolish build- 
ings. Ifyou can’t improve matters by fid- 
dling around with the number of flags, 
don’t be afraid to rearrange the road 
network. If you’ve planned carefully, and 
have built warehouses in all the strategic 
spots, new porters will be there quickly. 
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So you think you’re ready to take a snap 
against 3000 pounds of defensive muscle. 

You think you’re 
good enough to 
I take it deep on 
I anyone. You think 
I you can go toe-to- 
toe with the big boys of the 
NFL. Well here’s your chance. 

Unnecessaiy Roughness ’95. 

Unnecessaiy Roughness ’95 is the first football 
simulation so realistic, it’s a rush. You’ll feel it when you 
pop one for 25 with 
Bariy Foster or 
Jerome Bettis. 

You’ll live it when 
you’re tracking down halfbacks 
with Reggie WTrite, Junior Seau 
or Rod Woodson. You’ll see it, 



EHB 



smell it and taste it when 
you break one deep with 
Sterling Sharpe or Tim Brown. 

Wliether you’re playing head-to-head 
with a buddy, 
getting into the 
action with 

Helmet Cam, making mid-sea- 
son trades, or watching the 
replay of the worst penalty 
call in history, this game is 
about one thing: How it feels when you play for real, 
Rush down to your favorite software retailer for 
Unnecessaiy Roughness ’95 or order direct by calling 
1-800-245-7744. 

UNNECESSARY 

Accolade T-skirl P-nnoir- 
ivilfi ijonr 
puiviHuse!) 



R0UGHNESS95 
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Strategies yl 

'I’lic manual inclircclly advises you l.o Ixiild 
guard lulls, especially when ihe enemy is 
near, because they rake much less time to 
build than ibe more elaborate waiclitowers 
or “garrisons.” Well, someliines that’s 
okay, but generally guard huts are a mis- 
guided move. Tlie manual casually men- 
tions that the soldiers in these huts do not 
improve their skills; this should have been 
in bttld type, for you’ll discover it extreme- 


ly imj)ortant. Soldiers on duty in watch- 
towers and garrisons do improve with 
time, although they advance through the 
ranks rather slowly when compared to the 
ones in your castle or warehouses. Howev- 
er, they do get better, so you can maintain 
a strong defense at all times while simulta- 
neously improving the quality of your 
army. Also, by choosing watchtowers you’ll 
have at least twice as many soldiers avail- 
able for defense and attack (a waichlower 
can hold six men, a guard hut only three). 

The manual recommends wetikening 
the guard huts even further, by sending 
pari of their garrisons back to the castle or 
warehouse for fast, ellicient training. Un- 
foriunately, even the innocent, peaceful, 
and presumably virginal Lady Amelia in- 
stantly attacked my guard huts as soon as I 
withdrew a single soldier from it. 

In order to ensure that your army wins 
eveiy fight that it starts, build watchtowers 
and I'orts wherever and whenever you can. 
Build a guard hui only when pi'cssed for 
time, but immediately construct a watch- 
tower alongside. When these two struc- 
tures are no longer a part of the first-line 
defenses, demolish the hut, leaving the 
waichtower, which will also yield three sol- 
diers for intensive training or attack. Con- 
struct a fort wherever you plan to attack; 


its T2 -strong garrison is a good source of 
crossbow fodder. 

Military Menu Matters 

The column of babble on page ■'10 in the 
military mattei's section is hopeless. It is 
basically tiying to say that if you open the 
reci'uiiing menu, approju-iately represent- 
ed by a shouting, running soldier icon, 
you can do three things: set the percent- 
age of new serfs eligible for 
militaiy sen'ice, choose the 
(luality of your attack troops, 
or change the size of your 
castle’s resident forces. 

The horizontal bar on tojj 
indicates the percentage of 
new serfs eligible for mili- 
tary sen'ice; I like to keep it 
at 50% in the beginning, 
and will switch to 75% later 
in the game. 

The second icon in this 
menu allows you to choose 
between “green” recruits, 
represented by the soldier 
with battle-ax, or battle- 
hardy veterans, rejn'esented 
by a knight Hexing his mus- 
cles. This is where you 
choose the quality of your attack troops, 
and you should instantly switch to the 
best by clicking beside the muscular 
knight. 

Finally, at the bottom of this particular 


menu you have two numbers forming a 
fraction. Clicking on the plus/minus sign to 
the side of these two numbei's will change 
the size of your casile’s garrison. Hint; im- 
mediately raise I he number of castle de- 
fenders to at least a dozen. Alter you’ve 
built a couple of lines of defense, and the 


castle is no longer in jeo])ardy, you can low- 
er the number of guards back down to 
iliree, thereby gaining extra men for attack. 
They’ll also be well trained by that point. 

Attack Advice 

Always attack with your best soldiers. Of 
course, being the giizzled veteran of a thou- 
sand battles, you’ll only attack when you're 
ready. Tliat, in SKRf Cnv, means attacking 
and capturing several enemy guard huts at 
the same lime {like I told you, they build all 
those guard huts with naiy a watchtower). 
'Ihis move is particularly advisable if you’ve 
discovered you’ve got no gold in the vicini- 
ty, and someone is pushing back your bor- 
ders. ^\Ten you capture an enemy hut you 
automatically capture whatever gold it con- 
tains, and increase your hoard while deplet- 
ing your opponenLs’. 

If you’ve got gold, and your roads are 
brightened by a steady procession of glis- 
tening yellow globes, bide your time. Push 
fonvard as far as you can with your guard 
huts and watchtowers. Build a fort or two 
where you intend to attack, d'hen attack all 
three opponents either at the same time, 
or in veiy quick succession. Otheiwise, any 
reasonably strong opponent you’ve left 
Lintouchecl will attack you first, causing at 
least some economic damage. 

Follow up immediately with a second 
wave of attacks. I'he targets for the first 
wave should be chosen solely for strategic 
reasons, with the objective being to move as 
many of your buildings as 
possible out of reach of ene- 
my forces. The .second wave 
should be directed where it 
hurts the most — where the 
capturing of a guard hut will 
destroy the maximum num- 
ber of other enemy buildings. 
If you have any more targets 
and soldiers available, espe- 
cially from way behind the 
front lines, launch a tliird at- 
tack even before the second 
wave hits home. 

Capturing enemy castles is 
the toughest challenge of all, 
but it’s well worth it. Before 
making an attempt, check the 
graphs and the position of 
(lags on enemy huts for some idea ofeneny 
strength. 'I'his time send \’our best knights 
first, but then switch to gi'cen reemits, and 
then back again — there are dozens of sol- 
diers in there, many of them knighLs, and 
they aren’t sent into combat in order of rank. 
You’ll hai'c the best odds when you alternate 


THE HUH? MENU The soldier recruitment menu can be a bit 
battling. The top bar sets the percentage of new recruits available 
tor the army; the +/- icon determines the quality of the troops; 
and the bottom fraction (3/3) indicates the size of the castle 
garrison in proportion to the number of troops in the field. 


BURN & PILLAGE When you strike at enemy borders, hit several 
guard huts at once, and place special emphasis on huts that, 
upon destruction, will eliminate as many important structures 
as possible. 
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Twisted ViOainlwisted Logiclwisted Gaines. 


“ITBLEWMEAWAY!”-ElectronicGaines 

“Blown Away uniquely blends multiple genres for a true iuteractive experieuce.” -Computer Player 



The Greatest 
Adventure Awaits 
...on the Net 

If you’re not on the Internet yet, 
you soon will be. Every major online 
service is rushing to provide Internet 
access. Major software vendors are 
rushing to include Internet access 
in their products, 

f liv Because there's a fabulous 
world of information out there. 

A world big enough for millions 
of real-life adventures. A world of 
useful software, product support, game 
hints, real-time gaming, personal 
interaction, bizarre sex, technological 
information, graphic images... and 
more, more, more. 

But how do you find your way around 
this uncharted virtual territory? 

O!’ ' "News 

The Evolutionary Newsletter 


is the one newsletter that covers the 
Internet the way it should be covered. 
It’s your up-to-the-moment monthly 
guide to the fast-ciianging electronic 
world. Professionally-written articles 
get the “newbie” started, and give the 
experienced net “surfer” a head start. 
Here’s just a sampling of 
the topics we’II be covering: 
C>Top 100 sites, including WWW (World 
Wide Web), Gopherspace, telnet and ftp. 

Internet gaming: MUDs, 

MOOs and even stranger stuff; chess and 
backgammon servers; even net Doom! 
Commercial online gaming, systems 
such as: CompuServe. AOL, GEnie, Prodigy, 
ImagiNation and Microsoft Network. 
tT' Usenet in depth: we find the hot 
newsgroups, and keep you up to date on 
the hot happenings. 

Plus lots more; reviews, interviews, 
bi 2 arre cults, strange fetishes, movers, 
shakers, lurkers, flamers... 
Current, concise, complete and 
uncensored. InterNews snows you the 
Internet that no one else will. 

;j:ihjNews 

A year’s worth of Sanity 

$2495 

credit card orders: 

1.800.443.4294 voice 
1,800.842.7123 fax 

check or money orders: 

305 Spring Creek Village 
BOX516, Dallas, TX 75248 

inews@io.org 

All trade names are property of llieir respective owners. 
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SIEGE & CONQUEST Strike at the jugular of your victims by 
destroying their home castles. Once the castles are gone, the rest 
is a simple mop up job. 


tile quality of die soldiers in eacli attack. 

Try to capture llic castle of your 
strongesi opponent as quickly as possilile, 
wliellier it lie the innocent Lady Amelia or 
the treacherous Rasparuk the Druid. 
Then whack the hell out of the otlier op- 
ponents, burning and pillaging whate\ cr 
and wlicnever you can. Ynn’ll have to keeji 
fighting effectively against men-withoui- 
castles, but they’ll be iiiucli weakened. Af- 
ter conquering I^ing Ralph’s castle ! saw a 
captain of mine mow down 1 1 of Ralpli’s 
men, including two captains, three lieu- 
tenants, and assorted oilier characters. 

Moves in Brief 

Willi ail of these tijis in mind, we'll wraji 
this up by returning lo ilie beginning, 
Your firsi moves, and how quickly you 
make them, are extremely important. 

The first thing you liave lo do is choose 
the site of the castle. 'Ihis is more dinicult 
dian it seems, for Sere City does not allow 
you to pause the game wliile you are consid- 
ering tilings. While you are out searching 
for tlie perfect spot — I'airly level ground, 
with mounds of rocks, lots oftrees, and min- 
eral-rich mountains nearby — the computer- 
controlled opponents will gi-ah the best sites 
and begin building tlieii' kingdoms. 

Switch to the map die moment the game 
starts, and pick an area near the center. 
Don’t wony about llie terrain being loo 
hilly; if you do your road building right, 
ups and downs aren't a problem. If you’re 
blocked in on one or tw'o sides, you can al- 
ways expand in anollier direction. Get the 
geologist’s estimate on die area’s mineral 
potential, but don't let it inlluence you too 
mucli. Il'llie area contains deposits of coal, 
iron ore, and gold, build immediately. 
Don’t worry about underground granile: 
just make sure the site you have chosen 


features both trees and sever- 
al of those grey-black lumps 
that are rocks. Rocks are 
much belter than under- 
ground granite, since build- 
ing a qiiarrynian’s hm is 
much faster and simpler 
than a granile mine. Also, a 
quaiTTnian does not require 
food, while (lie miner does. 

The first buildings you 
should construct following die 
castle should be tlie Imiiber- 
jack’s hut, tlie saivmill, and 
tlie quarrynian’s hut. You’ll 
conslmct a forest ranger’s hiii 
later, especially if there arc a 
lot of trees and you need 
more clear space for your buildings. Re- 
member too that since I'ou’Il be expanding, 
you’ll ivant to have building materials right 
next to die constmetion sites, 

Serfs By Land, Goods By Sea 

The use of sealanes can help ease con- 
gestion if there is a lot of ground trailic, 
but setting up die routes can be confus- 
ing. To use boats, place a dag at two 
points along a lake and then constmci a 



path over the lake connecting them. Any 
sea lane that nins against the shore is il- 
legal. The sea lane will show up as a 
slightly different colored line on the 
lake. Note that the boats will not trans- 
port serfs, just materials. 

Oiicc you’ve done lhal, build guard huts 
where you want to exjiand, and replace 
them lalei' with watchtowers. If you can, 
build watchtowers right away. If you’ve got 
your roads right, building a watcluower 
takes veiy little more time than building a 
guard hut, and the benefits are many. 

Do not hesitate to destroy all defensive 
structures well beyond the front line. 
You’ll free up many soldiers you can prof- 
itably use. Sometimes, the space bonus will 
pay benefits, too. 

Most iniporiaiuly, always I'emember to 
hit them before they hit you. Medieval 
life, eh? ^ 
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Build a Railroad Empire with Iron Horses and an Iron Will! C 


The Avalon Hill 
Game Company 

DIVISION OF MONARCH AVALON, INC. 

4517 Harford Road Baltimore, MD 21214 


CD Rom coming soon 

Available on: PC Compaiibles, 38A or beiur, A HS of Ram. I.S" High 
Deniiiy Flopp)i, House. VGA color giaphiu. lound Support lor Sound 
Blaster AWi2, Sound Blaiier 16. Sound Blaster Pro and Compatibles. 
Pro Audio Spectrum and Roland. 


1830: Railroads & Robber Barons can be found in computer game stores near you. For i _ — 
order information or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. CGW 1 


Railroads & Robber Barons’ 


Roll against history’s greatest! 


Break through the competition! 

Acliiiil .sci^un.s may vary 


Welcome to the 19th Century! 


With immigrants pouring in, America is poised for explosive 
westward growth. Magnates famed for their greed and busi- 
ness acumen rush to cash in. Gan you handle tlie challenge? 
Lay track, build stations, purchase trains, and manipulate 
stocks to build an empire of iron and steel. History’s great- 
est Robber Barons will try to stop you by undercutting 
your lines and buying out your stock. Your only weapons 
are money and trains. Will your empire succeed or fall 
under the wheels of the competition? 




No Longer Adrift In 
The Ascalon Rift 

Combat-Tested Tactics For Star Crusader 

by Jeff James 



ilh Star Crl',S/\der, Take 2 and Gametek 
have taken die space combat simulator 
genre into previously niicharled stellar 
reaches. Instead ot being bossed around 
the galaxy by a superioi' oITicer and forced 
to complete missions which you had no 
pai'i in devising, Star Grusadkk gives you 
die opjioruiniiy to plati your missions and 
assemble strike forces with pilots and 
ships of your own choosing. Fast reHcxes 


Grus.‘\der since it requires I’ou to 
do eveiything from Hying your own 
vessel to planning missions foi' your entire 
squadron. 

When A Pistol Meets A Rifle... 

Regai'diess of whether you choose to 
champion die cause of the Gorene Ejiipire 
or the Alien Alliance, there ai'e sevei~al ba- 
sic combat tactics that will help you get the 
drt)]) on die enemy. Success iiegiiis with 
mastering die intricacies of each weapon 
type. If I'ou’re (lying for the Gorene camji, 
you need to know your torpedoes like the 
most intimate pieces of youj- anaioniy, but 
(lying for the .Alien side gives you a much 
wider range of weapons. If your ship has a 
limited number of lorpedoes/niissiles and 
other weapons, theyVe usually most elTec- 
tive when employed at a decisive moment 
ill the battle. If your goal is to eliminate a 
Tancred destroyer, you don’t want to waste 
all of youi' loi'pedoes on the escoits. Keep 


in mind that all vessels have shields ivhicli 
must be battered through to damage the 
hull of the craft. Shields regenerate quick- 
ly, so press the attack when you finally 
bi'eak through. Most weapons also cliniin- 
ish in strength over distance, making long- 
distance (Ire-liglits an exercise in futility. 
Learn to oveiwhelm the enemy with a bar- 
rage of weapon types at close range and 
ynti’ll soon be master of the space lanes. 
When fighting in large, sjirawling 
space melees with a melange 
of ship types and sizes, it’s 
all too easy to get caught 
in the deadly crossfire be- 
tween large capital ships. 
I'o avoid getting splat- 
tered in larger battles, hover 
•jround the Hanks of a friend- 
capital ship. The cajfiial ship 
keep up a steady barrage of 
fire on ships that are iiying to attack you, 
and you ctin move (piickly to engage a 
specific threat to the lai’gei’ vessel. Capital 
ships, and some larger patrol ships, can 
fire backwards as well, so be mindful of 
your position next to these vessels. 

Some ships are exli’emely mtmeuver- 
able in a dogfight, making it inijjossible 
for larger, more ponderous vessels to hit 
them. 'Fhere are two Avays to deleal an en- 
emy like this, and tliey both involve your 
afterburners. One oj^tion is to hit your af- 
terburners and speed away from your at- 
tacker, them turn and Ih'e on him as he 
appi'oaches. If you’re Hying n hefty vessel 
such as the C'.orene Liberator or the Tan- 
ci'ed ^V’arlord, you have the added Itixuiy 
of having a powerful weapon which costs 
nothing to use. When an enemy fighter 
races towards you, simply point the nose 
of )'Our shij) in its direction and hit the af- 
terbui'ners, physically rajnming the enemy 
ship. This works best with a Gorene vessel, 
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er, so avoid them 
like., .mines. 

Even the most 
well-laid plans of 
man and alien can 
go wrong in the 
heat of combat. 11' 
your winginen are 
sucking vacuum 
wiih regularity and 
your mission ob- 
jectives always 
seem out of reach, 
)'t)U can use one of 
ihe most trusted 


GALACTIC ARACHNOPHOBIA The normally brave 
Tancred pilot can be forgiven for turning tail 
here, because even his Samurai, with its 
powerful plasma cannon, is no match for the 
two spider-like Gorene ships on his tail. 


as the Liberator has auto-repair capability, 

As modern-day pilots will tell you, flying 
in a bee-line towards an objective at the 
same rate of speed over heavily defended 
territory is akin to suicide. You’ll want to 
vai 7 your speed and your heading often 
when you’re in combat, making it as diOl- 
cult as possible for an enemy to dratv a 
bead on you. E'inally, nothing works better 
than a timely save game. Regardless of 
how tough a mission is, chances are you’ll 
eventually get it right and see your way 
through to a successful completion. 

A Pilot’s Gotta Know His Limitations 

Perhaps the most important advice of all is 
to stmcture your actions around the mis- 
sion goals. VVlien in a swirling dogfight, re- 
sist the temptation to fixate on one craft to 
the exclusion of all else. Chasing down 
lighters far from your objective may raise 
your kill rating, but it will also leave your 
mission objectives in shambles. Put your 
objecti\'es first and victoiy \vill follow. 

Threading your ships through a mine- 
lield is one of the most clillicult aspects of 
the game, and can give you a fair share of 
frustration if you don’t know how to han- 
dle it. The mines in S r.-\R Crus.-vder home 
in on your energ)' output. Hit the after- 
burners just once, and you’ll have mines 
screaming towards you h'om all directions. 
To survive minefield missions in one 
piece, you’ll need to take out the control- 
ling mine, which usually shows up as a 
Hashing red blip on your radar. Should 
you manage to desti'oy this mine, all the 
other mines will cease to target and pur- 
sue your vessel. They’re still armed howev- 


weapons in a star-pilot’s arsenal: name- 
calling. Accessing your communications 
ecjui])ment and telling an enemy pilf>l 
that he smells like an unwashed goal (or 
that his mother was a Tancred) can have 
a number of benellts. He might get mad 
enough to forget what he was doing and 
attack you instead — perfect if he was af- 
ter your wingman or attempting to de- 
stroy something you’re trying to protect. 
In some missions, a valuable enemy 
leader will attempt to escape. If you in- 
sult him enough, he'll turn around and 
take you to task for the insults. This lac- 
tic works best on unskilled, inexperi- 
enced pilots; veteran pilots are less likely 
to be affected by such schoolyard 
shenanigans. 

Gorene Details And Alien Knights 

V\'hen you’re Hying for the Gorenes, you 
have three main advantages over yotir op- 
ponents: auto-repair, larger fuel reseiwes 
and design similarity. Both the Scorpion 
and the Liberator have attto-repttir cajjabili- 
ty, which lets them endure tremendous 
amounts of damage and still remain ojjera- 
tional. Auto-repair lends itself well to ram- 
ming tactics, so Gorene players can use that 
lactic much more often than other races. 
The extni liiei means that you’ll be able to 


lire more weapons, use more afterburners, 
and generally assume a very aggressive Utc- 
lical posture. Fighting long, drawn-out bat- 
tles is a definite possibility in some missions, 
and Gorene vessels are well-equipped for 
that role. Finally, all the Gorene craft gener- 
ally share the same armaments and cockpit, 
making it vety easy to jump from one ship 
to the other without having to re-educate 
yourself fi'om squtire one. 

Whereas the Gorene player may often 
assume the same uictical posture due to 
the similarity of shij) designs, playing for 
the .Mien Alliance will give you a diverse 
assortment of vessels to Hy. For hea\y slug- 
fests, the Tancred 
Warlord is uti- 
doLibtedly the best 
choice. Loaded 
with a wide variety 
of weaponry and 
defended by thick 
armor and 

shields, the War- 
lord should he 
considered your 
“designated hit- 
ter”; use it when 
brute force is nec- 
essaiy to complete 
a missioti. The Amien Guardian is perfect- 
ly suited for capture missions, as its EMP 
torpedoes can penetrate shields, destroy- 
ing only the pilots on board. 

This specialization is also a drawback for 
many Alien .Mlitmce vessels. Whereas the 
Gorene vessels are capable of fulfilling a 
wide range of roles, your vessels are not 
quite as Hexible. This demands an extra 
level of tactical j)lanning, as you must care- 
fully craft each mission with a variety of ves- 
sel types, taking the strength and weakness 
of each into account, 'lliis difficult)' is com- 
pounded by design inconsistencies between 
vessels. 'Wliile one vessel perforins in one 
fashion, another alien vessel will have a dif- 
ferent cockpit, diiTerenl weapons and dif- 
ferent performance. If you do switch sides 
to the .Alliance, you’ll also bring along some 
of the Gorene’s technology, specifically 
auto-repair capability and the Intruder 
stealth ship. Even with those additions, 
heading up the .Alliance will be a tough job. 
With all of these extra factors to control, 
leading the .Mien Alliance to victoiy is un- 
deniably more dilTicult than seeing the 
Gorene achieve (heir aims. 

Regardless of which side you choose, 
several personalities will be introduced 
througlioui the game who are central to 
the game’s plot. So that the stoiyline may 
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he properly ad\;iticccl, ilie designers have 
infused some characters witli inijjressive 
abilities to keep them alive during combat. 
When you’re still playing on the Gorene 
side ol' things, your wingmcn will also ex- 
hibit unique personalities during combat. 
Krugon Dept is one of the l^etler pilots in 
the Gorene staff stable, and he can be used 
as a valuable wingman, Krugon has the 
disconcerting tendency to j)unch out of 
combat (either by jumping out of the sec- 
tor or by ejecting) when his shields get low. 
Gommunicate with him before he leaves to 
keep him in combat. Kara Hetmar is a 
dream come true foi- novice Star Crusad- 
r.R pilots. She tends to be the protective 
sort, lushing to your aid when you’re get- 
ting pounded in combat. Other pilots have 
unique characteristics as well. Learning to 
maximize the strengths and minimize the 
weaknesses of your primaiy wingmen is 
one of the keys to winning the game. 

Top Sun 

Once you've been given command of your 
squadron, you can start assigning ships 
and pilots to missions of youi' own design. 
'I'he missions you assign will depend on 
your own playing style. If you aren’t the 
greatest star pilot, assigning a number of 
\ ()ur fellow pilots to a contingency mission 
will ensure that your mission goals are 
achieved. If you don’t need that kind of 
.security, send your pilots on an aggressive 
combat mission in order to gain territoiy 
from the enemy. Obviously, the better the 
pilots you send on the mission, the more 
likely it is to be a success. Additionally, 
sending your best pilots to the pilot acade- 
my — basically Top Gim Ibr sjjace Jocks — 
will ensure that you’ll ha\ e a steady stream 
of fresh (if untested) recruits. Giving ail 
your rookie pilots a last name starting with 
“R” (for Rookie) will make selecting the 
correct pilots for missions much easier. If 
you have the pilots to spare, defensive pa- 
ti'ol missions will guai'd against any enemy 
advances into your territoiy. 

These tips and tactics should put you in 
a good position to begin exj^erimenting 
with new tactics and strategies of your 
own. The Alien Alliance is a particularly 
good choice for gamers looking for a chal- 
lenge, while the Gorene Empire is a better 
choice for novices. In either case, there is 
much to explore in the richly detailed 
world of S'l AR Crusadlr, and much work 
to be done to determine the ultimate fate 
ofthe Ascalon Rift. 

The author would like to thank Tom Rigas 
for his assistance in preparing this article, 



ftiitc CraiT 

AMIEN GUARDIAN: With its EMP torpedoes, the Guardian is 
ideal for capture missions and missions that involve 
disahling enemy craft. 


AMIEN STARWOLF: This ship packs the Aegis field, a 
powerful weapon that can scythe through waves of enemy 
ships. The field does suck a lot of power, so use it 
sparingly. 


GORENE INTRUDER: Fast and hard to spot, the Intruder is an 
ideal reconnaissance craft. Next to useless for any other 
mission type, though. 


GORENE LIBERATOR: A well-rounded strike vessel. Tough, 
durable and able to dish out gobs of punishment, the 

Intruder is well-suited for many mission types. 


GORENE SCORPION: An excellent dogfighter. The Scorpion 
packs a powerful wallop with its lasers and torpedoes, and 
is fast and maneuverable enough to tangle with most 
fighters. 


MAZUMAN BUCCANEER: The most maneuverable ship in 
the game. Speedy and nimble, this ship is essentially a 
futuristic version of the Japanese Zero. 


MAZUMAN CAPITALIST: A so-so strike craft, this vessel 
carries a neutron cannon that can injure and kill an enemy 
pilot— If his shields are down. This ship does work well 
when teamed with the Zemun Harbinger. 

'Ti 

''‘Z. 

'■ 

TANCRED SAMURAI: A good dogfighter, the Samurai carries 
a plasma cannon that gives it powerful offensive capability. 

1 .... u3t ::TiAn tfAfk 

TANCRED WARLDRD: This one’s a bruiser— easily the most 
patent ship in the game. With four laser cannons and two 
torpedo launchers, use the Warlord whenever brute force is 
the best option. 

/ MMC. 

ZEMUN HARBINGER: A good dogfighter, tiie Harbinger sporte 
the awesome hellfire missile. This nasty weapon has the 
tendency to wipe out an enemy's shields, leaving him open to 
such nasty weapons as neutron cannons and energy siphons. 


ZEMUN PALADIN; A good strike vessel, the Paladin— which 
carries an energy siphon— works weil when teamed with the 
Zemun Harbinger. The Harbinger can knock out the enemy's 
shields, while the Paladin can suck the poor sap’s energy 
away with the siphon! 
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Sound 


blaster* 


How to make sure 
your multimedia 
software talks to 
your hardware. 

Read the fine print on today’s game boxes and 
you’ll see the cautionary words with compatible 
sound card. That’s because today’s hottest games 
demand the PC sound standard — Sound Blasterl" 
Without it. you might get zip. No fantastic effects, 
no dramatic music, no true-to-life voices. Nothing. 

So we’ve teamed up with the best game design- 
ers to ensure 100% Sound Blaster compatibility. 
Just flip ahead to the following pages. You’ll get a 
good look at some of the richest, liveliest, most- 
realistic games. And when you see the Sound 
Blaster logo, you’ll know you aren’t missing a thing. 




O 1994 Creative Teclinology Lid. The Creative Logo and SmiiKi Blaster Ixtgo are registered trademarks and Souiiil Blaster, Sotuid Blaster lidutainnient CD, Multimedia is Creative, and the Sound Blaster 
Compatibility Logo are trademarks of Creative Tcchnotogy Ltd. U.S. inquiries; I -Knn-998-5227, Iniernatuinal inmnries: Creative Technology Ltd,, Singapore, TliL 65-773-0233 FAX 65-773-0353. 



The Man 

Who Would Be King 

How to Conquer Impressions’ LORDS OF THE Realm and Have Change Left Over 

by Josh Bruce 



hsidioves miilta consumunl lempora... 
(Sieges take a lot ol'Ume.,,) So reads 
the Latin letter sent from a seneschal to 
his lord during tlie Middle Ages, Ibund 
in a French chronicle entitled, Deeds of 
(he Counts of Anjou. The letter goes on 
to suggest that open battles are superi- 
or and cause those defeated to vanish 
like smoke. 

Of course, most historical lords would- 


to 

win the 
game due 
to prudent 
s away 
from rather than 
upon the batllelield. 
Loros of the Realm 
presents players willi a 
castle design sequence that 
leaves Vaiiban looking like an 
amateur, and delivers a frighten- 
ingly realistic economic model, 
complete with crop rotation, 
lleece manufacturing, and dairy 
production. Thai’s okay. I'm I'rom 
Nebraska. I know cows. But for 
those of you who are not so 
blessed{?), here are a few pointers 
to get would-be kings through un- 
til the next haiwest moon. In or- 
der to more fully understand how 
to get tlie most from your putter- 
ing peasants and bodacious 
bovines, three separate things 
need to be addressed: the eco- 
nomic model, military concerns, 
and grand strategy. 


Nunc orant, alii pugnant, aliique 
iaborant 

(Now, [some of them] pray, others fight 
and others work.) 

Taxation is both an effective means of 
getting money from your people and 
controlling the population. As a rule of 
thumb, setting the tax rate to 15 will 
raise the happiness level of your people, 
20 will maintain the happiness level, 
and 25 will lower it. At the beginning of 
any game, the tax rate should be set to 
15 (or even 10) until you have a nice 
happy population with a steady increase 
in the number of people immigrating to 
your county. By controlling how much 
you tax your population, you will be 
able to effectively control how many 
people are in your counties, but you 
have to make sure that you don’t let too 
many move in. 

I know that many of you insist on living 
in over-populated mega-cities; but if 
there’s one thing Midwesterners know, it's 
that loo many peojjle cause too many 
problems. Lords of 'I'HE Realm seems to 
agree with me. Most strategy games, such 
as (iENGiiiS Kilan II and L’F.mpereur, in- 
sist on having an economic model where 
the more people you can j)ack into a 
province, the better. Bm Lords OF 'niE 
Rl-m.m uses a much more I'ealistic system. 
Population can be easily increased by sim- 
ply lowering the tax rate or increasing the 
rations. However, once you have more 
people move into an area than said area 
can support, real problems begin. The ex- 
cess population will quickly eat any cattle 
or sheej) that you have been raising and 
will deplete the grain stocks so drastically 
that nothing can be planted. Once this sit- 
uation begins, there is nothing the player 
can do except tiy to buy new food stocks 
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Armored warriors ride the wings of flying dragons. 
Trolls devise a surprise attack. To survive, you’ll 
need to stay alert. And have a Sound Blaster sound 
card. In Dragon Lore, every nuance of battle comes 

Between the 
roaring dragon and 
the screeching trolls, 
you can hardly hear 
yourself think. 

to life with synchronized speech and sound effects. 
Bones crumble beneath your broadsword. A 
flailing mace rips through chainmail. And you 
hear it all with Sound Blaster. Just think of it as 
your most important weapon. 


So^d 


Working together 


for sound compatibility- 


CREATIVE 



THE SOnWARE TOOLWORKS 


e 1994 Cryo Inicr.ictivc Entertainment, U 1994 The Software Toolworks, Inc. All rights reserved. 
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Fertility 

needed in. Atminm 
Labour 95 70 

Farm 19I 119 

Herd 1387 1185 

solving times 


from a traveling iner- 
chaiu, or send in 
produce from other 
counties that the 
player controls. Sor- 
ly, but enforced star- 
vation does not a 
ruler make. 

After the stocks 
are depleted, the 
happiness of the 
population will take 
a nose-dive until 
open revolt breaks 
out in the region. 

Once this stage is 
reached, there is 
nothing the player 
can do except pull out what little stock 
he has led in the area and write it off as 
a loss. By the way, it isn’t usually worth 
your time to march an army into a re- 
bellious province and reclaim it, since 
the area will be a virtual desert after the 
fight is over and the whole process will 
simply start all over again. 

The key to solving this problem is never 
to let a county’s population grow faster 
than the Ibod production. Whenever crops 
need haiwesting or planting, you should 
transfer all of your available population 
into these tasks until you have enough peo- 
ple involved to actually get the job done. 
While you will lose any experience they 
ma)' ha\'e gained o\’er the jjast )’ear work- 
ing in one of die specialized |)rolessions, it 
is far more valuable to have a good han'est 
than to mine iron. Remember, all the tim- 
ber points in the world won’t help you il' 
you start mnning out of Ibod. 

On the other hand, having a happi- 
ness level that is too low is another prob- 
lem that can rapidly lead to your 
dismissal from a county. Oddly enough, 
raising the people’s happiness level is ac- 


This Summ^ 



Start of stiirunsr 524 


Harvested 
Sotva 
Eaton. 

Stolm 

Dostroued 

Sold 

Bought 

End of summer 
LOSS of 


38 

12 

0 

0 

65 

0 

0 

485 

-39 


DIVINE BOVINE You don’t have to be from Nebraska to know that you can 
never too many cows to feed the hungry hordes. 


Once you have a respectable popula- 
tion which is moderately happy, start us- 
ing people in the sjDecialized tasks. 'I'lie 
four specialized tasks are: mining for 
iron, mining for stone, cutting limber, 
and making weapons. Each of these com- 
modities, of course, has its own special 
usage. While stone and limber are com- 
pletely worthless unless you are currently 
building a castle, note that timber can be 
purchased quite cheaply from any travel- 
ing merchant, So, il is usually best to pur- 
chase wood and use the excess workers to 
cut more stone. Also, while iron is neces- 
sary for building your own weapons, the 
mercenary option is significantly more 
useful. 


Milites auxiliatores...in expensis ejus 
erant. 

(Auxiliary soldiers...were in his pay.) 

While most strategy games h;ive the 
player raising massive armies from their 
own population, in Lords ok'i'HK Rralm 
the best army to have is a mercenary 


one. Until very late in the game when a 
large army is needed, you should sliy 
away from arms production and rely on 
hiring troops to fight your battles for 
you. Mercenaries are far cheaper than 
raising your own troops, both in terms 
of money and the effect it has on the na- 
tive population. For example, to rtiise 
200 mercenary swordsman costs about 
650 gold, but to supply the same num- 
ber of your o^vn troops with wetipons 
would cost over 3,600 gold and cause a 
large drop in the hajjpiness level for the 
entire ])opulation. 

In addition, the mercenaiy troops are of 
a far higher quality than any that you 
could raise yourself. Much later in the 
game, when enemy armies of over a thou- 
sand men are marching back and forth, 
you will have to raise your own troops be- 
cause of the inability to combine several 
mercenary forces. When this time comes, 
remember to recruit nothing but knights. 
They are veiy expensive, but well worth 
the investment as these forces are virtually 
indestructible and can wreak havoc on any 
force that tries to oppose them. 

Strategically, when the time comes to 
take the olfensive you should move any 
available forces into the target count)’ and 
head straight for the nerve center of the 
county, whether it be a castle or the county 
seat. If the county is not owned by another 
player, then immediately attack the county 
seat and destro)’ \\’hate\’er forces the ene- 
my can muster. These armies are usually 
small and poorly armed, but they can sur- 
prise you once in a while, so make sure 
that you have a respectable force before 
marching in. 

If there is a castle in the region, a 
scorched earth tactic must be used. So. 
immediately lay siege to any castle that 


tually far easier than dealing with the 
problems of having one that is too high. 
If your population seems a little glum, 
you can always lower the rax level to one, 
import some food from your local mer- 
chant, or order a few additional kegs of 
beer until they begin to cheer up. Cer- 
tainly, if one of your counties is about to 
explode into revolution, you should im- 
mediately use all three of these methods 
to raise the happiness level until you are 
out of danger. It should be noted, how- 
ever, that the only way this system will 
work is if you have enough food to begin 
with. If not, simply ^vrite it off as a 
doomed exjjeriment. 





DOWN BY THE SEASHORE Empire building in Lords of the Reaim works best 
when you seize counties on the coast, and consolidate your position with 
castles and mercenary armies. 


happens to be in 
the county with one 
of your armies, and 
use the rest to de- 
stroy whatever 
cro]js or villages 
there are in the 
area. Leaving a few 
crops to supply 
your own besieging 
force, move the rest 
of your armies into 
any neighboring 
counties and de- 
stroy their villages 
and crops as tvcll. 
The computer will 
try to raise any 
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Destruction looms in the year 2027, Global 
terrorists threaten to capture a doomsday device 
in Cyberia. But you can stop them. Armed with 
your instincts and a Sound Blaster card, you 
experience every detail. Interact with synthetic 3-D 

Ah, the crack 
and sizzle of 
another enemy ship 
turning to toast. 

characters and move in a beautifully rendered 
world. Stunning sound effects and a full musical 
score make every action sequence breathtaking. 
Call it a truly original experience. And with Sound 
Blaster, it’s unlike anything you’ve ever heard. 



Sound 




Working together 
for sound compatibility. 
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MULTIMEDIA 
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VAUBAN, EAT YOUR HEART OUT This castle’s majestic towers pose an 
intimidating obstacle for any assaulting force. Rather than undertaking a 
costly siege, raze the countryside and starve the garrison out instead. 


don’t be afraid to retreat. But keep in 


Strategies m 

siege ol one of its 
castles immediately 
by mustering large 
quantities of troops 
from any adjacent 
areas, and even 
from tlie one that 
contains liie castle, 
and hurling these at 
tlie besieging army. 

The best way to pre- 
vent this is by level- 
ing the entire area. 

Killing all the peo- 
ple and l.iurning the 
crops may not make 
you the most popu- 
lar guy in tn^vn, but 
it will keep the oth- 
er players so busy at simply running 
the decimated provinces that they 
won’t have any time lelt over to deal 
with the siege. 

A note should be made about attacking 
castles, or rather, not attacking castles. 
The best way to take any fortress is by 
simply besieging it and not worrying 
about building siege engines and ladders. 
While it is kind of fun to run around 
building massive siege engines and lay- 
ing intricate assault patterns, the best 
form of attack is to simply wait until the 
garrison statves. You should also take any 
troops that are assigned to building and 
simply move them over to foraging. By 
doing this, a bloodless victoiy is assured. 
Although it may be fun to knock holes in 
the enemy’s castles, it’s not fun to repaii' 
them once it surrenders. 

Bello subacti evanescent tamquam 
f urn us.... 

(The ones subjugated in war, vanish 
like smoke....) 

Most battles will not take place in a cas- 
tle, iiowever, but rather on the open 
field. Field battles are rather straightfor- 
ward affairs, but a few things can be 
done to maximize your chances. First of 
all, try to outnianeuver the enemy by 
marching around the sides of his units. 
Archers and crossbowmen are particu- 
larly effective in immobilizing them 
while you do so. Once your men are in 
position, swing back and attack from the 
side or rear of the enemy army. .Second- 
ly, if he sends only a part of his army 
against you, throw everything you have 
at this small contingent and desti'oy it, 
then move on to attack his other units. 
Finally, if things start going too badly, 


mind that forces under 50 men are al- 
most automatically destroyed during a 
retreat, so you might as ^vell let them 
fight to the death and take somebody 
with them. 

Scutis scuta junguntur. 

(Shields were joined to shields.) 

The first thing that )ou should do once 
you have an army and your economy is 
on the right foot, is to begin building an 
empire. Start by taking over several 


small counties by ihe coast, next to ene- 
my lords and not too far inland, and 
build castles in these regions. By doing 
this, you ^vill be able to secure a safe area 
Ibr your men on the coast, where they 
can concentrate on economic matters 
while leaving the fighting uj) to the 
fringe counties. 

Unlike most wargames, where the 
I'aster you concjuer territories the better. 
Loros of 'FUE Realm forces players to 


move much more slowly. Never attempt 
to conquer a province unless you al- 
ready have at least 500 gold in your 
treasury. WHien you lake a county, there 
will almost always be a drop in happi- 
ness and population, and there could 
be some serious starvation problems. 
Remember to have some extra cash on 
hand so that you can solve any prob- 
lems you might encounter, and the new 
county can rapidly be transformed from 
a desolate desert into a prosperous 
boom town. 

Try to make friends whenever you can. 
Always accept any alliance that is offered 
to you, unless it completely blocks your 
forces, and be sure to honor these agree- 
ments. Slabbing friends in the back al- 
ways brings a certain sense of satisfaction, 
but nobody will have a thing to do with 
you if you decide to do this too many 
limes. The long term benefits of making 
alliances far outweighs any short term 
benefits that you may get from attacking 
your friends. 

Secondly, once you decide to attack an- 
other player, keep attacking until they are 
destroyed. Keep all of your actions fo- 
cused on destroying titeir army and level- 
ing their castles until they are completely 
eliminated. Also, ally yourself with other 
nobles that border your opponent, and try 
to get them to help 
in the conquest. By 
doing this, you will 
assure as quick a vic- 
toiy as possible while 
helping your 
chances of one day 
becoming king. 

Now that you 
have an understand- 
ing of how Lords of 
I' iiE Realm works, 
both economically 
and militarilv, it’s 
time to grab your fa- 
vorite morning star 
and set off to show 
why you should be 
king. Remember to build plenty of castles 
and keep a veiy close eye on your popu- 
lation. Then, you’ll be ready to follow the 
bard’s advice, “Ciy havoc, and let slip the 
dogs of war!” 

[Ed: All iMtin quolalions are. brief excerpts 
from those found in Hans Delbruck's excellent 
Histoiy of the Art of War, Volume III: Me- 
dieval Warfare, leans, by Walter J. Renfroe, 
Jr. (Lincoln, Nebraska: Unhmsity of Nebraska 
Press, 1990).] W 



MERCENARY MANEUVERS A swamp the tan force was using as a shield 
cannot prevent the red horsemen from turning them into flank steak. 
Well-paid mercenaries have a talent for outmaneuvering the enemy. 
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Your clues are hidden in the whispers of floating 
apparitions. Eerie piano music could be a sign of 
danger. Warnings come to you through strange 
murmurs. So, if you want to unravel Old Man 
Staufs bizarre secrets, keep your eyes peeled, your 

One by one the guests 
arrive. Then the party 
really starts howling. 

nerves steady, and your ears open. And take this 
hint — make sure you have a Sound Blaster sound 
card. Every bone-chilling shriek, hair-raising 
scream, and breathless gasp in The 7th Guest™ 
seems terrifyingly real when played on a Sound 
Blaster. Forget about getting out alive without one. 


"f 

Sound 

I 

Working together 
for sound compatibility., ’ 




Interactive 

enteitalnment 



The 7ih Guest and inlcraclivo Drama are trademarks of Virgin Games, Inc, Virgin is a registered trademark of Virgin Enterprises Ltd. 6 1992 Virgin Games, Inc.. andTrilobyle, Inc. All rights re.scrved. 
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The tmpehal 
Pilots Secret Guide 


How To Make Friends In High Places 

And Annihilate Rebel Scum In LucasArts’ TIE FIGHTER 


by Jason Kapalka 



lie following excerpt is from a book found 
among the personal elfects of a prisoner in 
the Bulimak Imperial Re-Education Cen- 
ter. 'I’lie inmate, a former pilot, unfortu- 
nately died of natural causes. The Imperial 
High Command is veiy interested in this 
manuscript, and I/)rd Vader has promised 
to personally reward the authoi' oi' authors 
if they will step fonvard. 

Pilots should be aware that 
’'eading this doc- 


Or... you can suppress that knee-jerk of 
“loyalty” and find out for yourself why this 
unolficial guide has remained in circula- 
tion among TIE pilots despite the dan- 
gers. It’s not because of the inclusion of 
“The Cadet’s Map of Otilworld Bars and 
Cantinas” in Appendix A, nor the infa- 
mous (and, need it be said, pseudony- 
mous) Captain Moonbarker’s “Budget 
Guide to Pleasure Palaces of Imperial 
Space” in the center fold-out. Well, at least 
not entirely for these reasons. 

No, this guide's main purpose is a simple 
one: in give you the edge over the straight- 
arrow flyers who believe eveiything tlieir 
llighl ollicers tell them, like the oft-repeat- 
ed maxim that the basic FIE is a state-of- 
the-art space superiority fighter. Wake up! 
'I'he standard TIE stai'lighter is an out- 
moded patrol craft, cheap and ex- 
pendable.. .and so is its pilot. 
'Ehese are the cold economics 
our Emperor 
grand stellar 
na^y is built. Do you want 
to become another mark in some Imperi- 
al accountant’s balance sheet? No? 
Then listen up, cadets, and 
maybe you’ll live through 
your first tour of duty. 


Section 12 of the Imperial Information 
laws, and is punishable by up to ten years 
imprisonment in the Outer Rim jail of 
)'our choice. 

But before cadets rush off to report this 
treasonous text to your flight officer, re- 
member that even a cursoty mind probe 
will reveal that yott have already read the 
first paragraph, or rather, now, the first 
two paragraphs. Do enjoy your stay in the 
Bulimak Carceiy. 


An Imperial Ounce 
Of Prevention 

Before you even get into your first ftti'ball, 
diere are a couple of things you can do to 
maximize your chances of sun'ival. First, 
make sure that you’ve subscribed to the spe- 
cial Im])erial cloning program, known unof- 
ficially as “Automatic Backu|j," and don’t 
deactivate your j^olicy unless yoti tvant youi' 
whole career ended b)' one stray laser bolt. 

Second, be sure to gi'ill your flight officer 
and the cloaked figure fi'om the Secret Or- 
der foi' all available information before the 
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CALL OUT THE CAVALRY! The Rebs will attack in waves in Battle 3, Mission 
6, so it's a good idea to call for backup. Stay close to the platform and the 
two Space Rangers and blast any ships targeting them. 


mission. "Wliat is this Secret Order any- 
way?” we hear a chorus of cadet voices ciy. 
Perhaps when you reach ilie Inner Circle 
you’ll know... "And how do 1 get into the 
Inner Circle?” Mush... remember, sun'ival 
before promotion. We’ll talk of this later... 

Always pre.ss “G” to check your mission 
goals as .soon as you arrive on site, as this 
screen is generally more concise and inlbr- 
mative than your commander, who’s some- 
times (surjjrise!) long-winded and unclear. 
/\iid finally, once the mission’s over, for 
beiter or worse, be sure to ask for addition- 
al advice in the post-combat dela'iefmg. 

The post-combat debriefing often yields 
detailed and helpful information. Howev- 
er, if you’re flying near rebel space, failing 
a mission will almost inevitably result in 
capture, and you won’t be able to access 
these hints. In such cases, it’s often advis- 
able (chough, it goes without saying, strict- 
ly against Imperial Nhm’ policy) to hit “Q” 
to quit the mission while still intact. Gel 
the additional info and tiy again. Keep in 
mind that you only have to complete the 
Primaiy mission goals in order to advance 
to the next mission. Secondaiy and bonus 
goals yield more points, but that won’t do 
you any good if Rebels turn the frigate you 
were suppo.sed to be protecting into plas- 
ma and scrap metal. 

Forget about your commanding offi- 
cer’s exhortations to jnii in time on the 
'fraining Simulator. Frankly, veiy few ac- 
tual combat situations involve flying 
thi'ough interminable lengths of space 
tubing. The Combat Chamber, on the 
other hand, presents simulated situaiions 
much closer to reality, and all tvise pilots 
will spend time here familiarizing them- 
selves with their craft’s basic controls. 
Don’t woriy about the TIE Advanced for a 
while— -you're going to be Hying the lesser 
craft for some time. 

Concentrate on ener- 
gy management, 
marksmanship, and 
working in harmony 
with your wingmen. 

When you actually 
find yourself nose-to- 
nose with insurgent 
starfighters, you'd 
better have an instinc- 
tive understanding of 
your crall’s computer 
systems. A tpiick re- 
cap: when the tiny 
leftmost light on your 
targeting sight turns 
red, someone’s got 


you in their sights — 
move or die. When 
the middle light goes 
green, a capital ship 
or installation has a 
lock on yon — run 
away, you can’t shake 
it. And when the 
rightmost light starts 
blinking yellow, this 
means someone is try- 
ing to actiiiire a mis- 
sile lock. If it goes red, 
they’ve got it, and 
you’d better crank up 
your shields. Of 
course, if you’re flying 
a TIE Fighter. Inter- 
ceptor, or Bomber, 
you don't have any. As the rebels say... may 
the Force be with you. Good luck. 

Some Straight Ship Specs 

\Ve expect all yon cadets have been thor- 
oughly lectured on the characteristics of 
the various Rebel starfighters, but surpris- 
ingly few novice pilots have as firm a grasp 
on the strengths and weaknes.ses of their 
own craft. This, of cour.se, ma)’ be due to 
the Imperial reluctance to notice. design 
flaws, a tendency the recent Death Star de- 
bacle points out ail too clearly. Didn’t <7>y- 
one notice that, stupid exhaust port? Here 
are a few more honest apprai.sals. 

TIE Starfighter: Don’t let your com- 
niiinder snow you into believing this ship 
is anything besides a flying eggshell. 
Cheap to produce, sure, but that’s no so- 
lace to the poor souls who have to fly these 
deathtraps. Maneuverability is their sole 
asset, and you’d best use it. Beware of col- 
lisions and friendly fire, particularly when 
Hying near your own capital ships. Since 


you will normally outnumber the enemy 
when Hying this craft, take advantage of 
this by attacking Rebels who tire othenvise 
engaged. Nex’ar approach an enemy capi- 
tal ship in a basic TIE Fighter unless 
you’ve got the reflexes of a womp rat and 
the luck of a Corellian smuggler. 

TIE Interceptor: .^n improvement, but 
not by much. You still lack shields, and the 
Interceptor’s hull is not much tougher 
than the basic TIE’S. What you do have is 
heavy short-range firepower and high 
speed. Avoid long-range duels; get behind 
the Rebels and stay there. Occasionally In- 
terceptors, along ^vith basic ’flEs, will be 
modified to cany torpedoes or missiles. 
Remember that 2.5 kilometers is the max- 
imum lock-on range for starfighters, and 
that attaining a target lock any closer than 
one kilometer is next to imj^ossible. Capi- 
tal ships can be targeted at up to six kilo- 
meters, and it’s a veiy good idea to do so. 

TIE Bomber: much tougher hull, but 
still no shields, so avoid heavy furballs. 
You have a hefty load of missiles, but be 
sure to use them effectively, while the ene- 
my is still at long range. Up close, the TIE 
Bomber can still outmancuver sluggish 
ships like the Rebel Y-Wing, but is no 
match for a skillfully piloted X- or A-^Ving. 
If vou’re attacking a cajMtal ship, consider 
targeting the weapons systems first, and 
take advantage of any ships in the vicinity 
that can board and reload you (by activat- 
ing the Shift-B command). Sometimes the 
cargo manifest on a missile-carrier will 
change to “empty” after you reload the 
first time, but in most cases this is just typi- 
cal Imperial miserliness; board them 
again and you'll almost certainly be able to 
pr\’ another load of weapons from the 
tight-fisted clerks. 
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Assault Gunboat: Shields at long last. 
Be certain to crank vip your recharge 
rate at the beginning of a battle or at any 
time when speed is not important. You 
will often be called on to disable fleeing 
enemy craft with your ion cannons; re- 
member that ships like the Corellian 
Transport can ouidi.stance you unless 
practically all power is redirected to the 
engines. Make sure your laser 
batteries are well-charged be- 
fore you start the chase, or 
you may catch up but be un- 
able to do anything. And 
when making rocket passes at 
capital ships, it’s often a good 
idea to redirect all shield en- 
ergy forward, then back as 
you pass the target, as you’ll 
be forced to come in close 
and endure hea\y flak. 

TIE Advanced: A superior 
craft, combining the best at- 
tributes of the Assault Ciunboat 
and the TIE Interceptor. If 
you’re good enough to be fly- 
ing one of these, you don’t re- 
ally need our advice.- 

TIE Defender: This hyper- 
secret three-winged proto- 
type has been the sul)ject of 
much heated discussion due 
to the inclusion of an experi- 
mental tractor beam weapon 
which in iheoiy slows enemy 
craft down, making them eas- 
ier to hit. In practice, the 
tractor beam is of minimum 
utility, since you need to cen- 
ter your sights over a target 
to activate it, and if you’ve 
got your sights on the enemy, 
why not Just blast them? However, the 
Defender is so heavily armed, so mas- 
sively armored, and so fast that few pi- 
lots will really care about this minor 
problem. 

Enough of the generalities. Onwards, 
then, to detailed tactical advice on the var- 
ious Imperial campaigns, along with one 
or two dirty tricks. After all, why should 
Rebels have all the fun? 


BATTLE 1 

Most ol' the missions in this series are not 
veiy tricky, but seiwe as good examples for 
more difficult actions. Pilots unable to 
complete missions 3-5 might as well hang 
up their helmets and fly Gar-Barges in- 
stead. 

Mission 1: Far too many Imperial casu- 


alties occur as a result not of enemy action 
but of pilot eiTor. A prime example is the 
TIE pilot who, in a huny, attempts to in- 
spect multiple freighters or containers 
while flying at top speed. Shields or no 
shields, colliding with a multi-ton 
freighter will pancake any Imperial 
starfighter up to and including the De- 
fender. Slow to 1/3 speed wlien inspecting 


closely-gi'ouped freighters or containers, 
and be willing to make multiple passes if 
necessaiy. 

Mission 2: Wlien ordered to defend in- 
stallations nr ships, a simple computer pro- 
cedure will make your task much easier. 
First, lock the target into memoiy with the 
Shift-F5-F7 keys. Call it up when necessar)’ 
with the F5-F7 keys. Then press “A” to lock 
onto the nearest vessel attacking your tar- 
get. An alternative procedure is to use the 
Threat Display (Z key) to examine enemy 
ships’ missions. Give priority to missile- 
armed vessels — typically Y-Wings and X- 
Wings. Y-Wings are much easier to kill than 
X-Wings, and so should be attacked first if 
all other conditions are ec|ual. 

Mission 6: Remember, when attacking 
capital ships like the Rebel cruiser, you 


can fire missiles from up to 6 kilometers 
away. If you’re worried about return fire, 
use the toggle to target the ship’s laser 
turrets first, and avoid making close at- 
tacks until the vessel is crippled or en- 
gaged with other targets. When 
attempting to disable the fleeing comman- 
der’s shuttle, use the Enter button to 
match speeds as you approach, or you’re 
likely to overshoot the slow- 
er-moving cral't. In fact, 
matching speeds is a good 
tactic against practically all 
Rebel starfighters. It still 
takes time for you to acceler- 
ate or decelerate to the ene- 
my’s velocity, so don’t smack 
Enter Just as you roar up be- 
hind a Y-Wing snail. 


BATTLE 2 

Mission I: Nothing too aw- 
ful, but you should tiy to in- 
spect Modulai' Conveyer 
group Asbo and capture the 
appropriate ship. If you re- 
ally want some bonus points, 
try to take out the Light 
Calaniari Cruiser Falaricae. 

Mission 2: As the Assault 
Transports are otheiwise en- 
gaged, you can use your 
lasers against them with min- 
imal risk. Keep an eye on the 
middle light on your target- 
ing indicator, as yoti may be 
flying uncomfortably close to 
several enemy cajhtal ships. 

Mission 3: The best way 
to take out Escort Shuttles is 
with missiles; unfortunately, 
you don’t have any. Beware 
the Typhon’s rear-firing laser. The best at- 
tack angle is from the side, but you’ll only 
be able to get off a few shots before )'ou 
pass the target. Good luck. 

Mission 4: Four missiles will take out an 
Escort Shuttle. Close to abotit 2 kilometers 
to make sure none miss. If you opt to go 
for the bonus points by inspecting the var- 
ious capital ships, charge your shields 
heavily first, then redirect all power to the 
engines as you make your pass. DO NOT 
fly in a straight course. 

Mission 5: As the Y-^Vings are armed 
with missiles, be sure to take them out 
first. Use Enter to match speeds, and then 
hit the button a few times Just to make 
sure you don’t overshoot the target. If you 
can stay behind a Y-Wing, their slow turn- 
ing rate guarantees their doom. The Z-95 
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Headhunters pose little threat to the Tie 
Advanceds or the liscon Canner, but are 
fairly fast and maneuverable. Use Shift.-(I 
to get your wingman to cover you il' Z-95’s 
interrupt your attack on the Y-Wings. De- 
stroying 100% of the attacking forces will 
net you bonus points, so don’t return to 
the hangar as soon as the T/A’s are safe. 

BATTLE 3 

Mission 1: Ignore the enemy lighters un- 
til you’ve finished inspecting the contain- 
ers. Tiy to maneuN’er your ship so that the 
containers are in a iw directly in front of 
\ ()u, and keep your speed reasonably low. 

Mission 2: Six missiles will kill a Coi'vette. 
Assign your wingmen to attack the most dis- 
tant Con'ette. It’s a good idea to inspect ihe 
containers before all 
the Coiwettes are de- 
stroyed, otherwise 
your over-exuberant 
wingmen may blast 
iliem before you have 
the time to check 
them out. 

Mission 3: 'fhis 
may be a good time 
to ask for reinforce- 
ments (using Sliift-S), 

Don’t send .your 
wingmen to attack 
the enemy capital 
ship, they’ll just be 
destroyed. X-\Ving 
Red and Z-95 Gold 
pose the greatest 
threat to the frigate and should be dealt 
with accordingly. Use your wingmen to at- 
tack targets that are too far away for yon to 
reach in time. 

Mission 4: Focus your effoi ts on protect- 
ing the platform, which is much more vul- 
nerable than the frigate. Watch out for the 
armed Transports that appear later on. 

Mission 5: This starts with waves of A- 
Wings hyperspacing in. Try to kill as many 
as possible with missiles, because they’re 
ver)’ difficult to hit with lasers. You should 
generally ignore A-Wings, as their main 
purpose is to distract you from your mis- 
sion goals, but in this particular mission 
they can cause you no end of griel', since 
you'll have to (ly straight in order to line 
up targets for missile attacks, thus giving 
the A-Wings jDlenty of time to plug you. 
Once Thrawn’s safe, reload missiles and 
shoot Rebels for bonus points. 

Mission 6: Another mission where call- 
ing for reinforcements is a wise move. The 
Corvette can take care of itself; worry 


about the platform and, especially, the iw'o 
Space Ratigers. Lock them into memoiy 
and attack any vessels targeting them. In 
particular, use missiles to destroy the 
Transports that hyperspace in to attack 
them a little later on (not the Assault 
Transports going after the Coivelle). The 
bonus shuttle appears alter the two AT’s 
are destroyed, but you’ll pi'obably have too 
much on your hands to go afler il unless 
you leave the AT’s for later. Slick close to 
the Rangers and the platform, and don't 
get led away on a hopeless chase. 

BATTLE 4 

Mission 1: Don’t succumb to tbe tempta- 
tion of a Y-Wing turkey shoot. Destroy the 
enemy Corvettes early on, or they’ll take 


up firing positions on the ferries you’re 
protecting, 

Mission 2: Destroy the enemy Corvettes 
first, as your commanding ollicer suggests. 
Assign your wingmen to one and unload 
your -whole torpedo load into the other. 
Next take out the shuttles and the trans- 
port, leaving the containers for last. They, 
of course, aren’t going anywhere. 

Mission 3: Normally you will be in- 
formed if events have conspired to make 
achievement of your mission goals imj)OS- 
sible. But ifA'-Wings destroy certain con- 
tainers in this mission. Transport Runner 
and the two Shuttles will be unable to 
dock, and you will be unable to complete 
the mission. If the Transport or the Shut- 
tles start sihnning around in place, you’ll 
know this has occurred. Kill the apj)roach- 
ing Y-Wings as quickly as you can, using 
missiles until you run out. Then .switch to 
lasers, and make sure your wingmen are 
attacking a target other than your own. 

Mission 4: Remember: jntrple radar 



blips equal laser fodder. There are loo 
many vulnerable targets in this mission for 
you to keep track of each individually, so 
just hang around the Cargo Ferries and 
blast Y-Wings as they show up. 

Mission 5: Get some distance from the 
Xerxes, then unload your missiles into its 
laser ports. Make certain the resupply 
shuttle doesn’t gel destroyed. To reload, 
it’s best to come to a dead hall vety close to 
the shuttle (.10 kilometers or less) before 
hitting Shift-B. 

BATTLE 5 

Mission 1: It’s a trap! Tliose familiar with 
Imperial politics will not be surprised. 
First, immediately send for reinforce- 
ments, Second, kill your two wingmen. 
You’ll get a message saying, “Alpha 1 
doesn’t work or play well with others...” 
Ha ha. Forget about shooting the mines. 
Just redirect all power to the engines, 
zoom in and identify the Ibui' containers. 
Wlien the Osprey arrives, use it as a shield 
until the shuttle appears, then head out to 
identify it. Don’t bother shooting at any- 
thing — keep your speed at maximum at 
all times, and move evasively. 

Mission 2i Ignore your wingmen’s sug- 
gestion to attack the containers on your 
own — the platform’s guns will chew you up. 
U.se lasers to destroy the attacking B-Wings, 
which are no real threat unle.ss you are fool- 
ish enough to attempt a frontal attack, then 
kill the Z-95’s. Now your tvingmen will start 
attacking the containers. ^Vhile the plat- 
form is distracted blasting your ifiends, fly 
in close and destroy as many containers as 
possible with lasers. Harkov’s Star Destroy- 
er will ari'ive when most of the containers 
are gone, and your wingmen will pull out. 
Now use the missiles you’ve been saving to 
quickly take out the remaining containers 
from a safe distance, before Harkov’s Tie 
Ach'anceds arrive (^n tiie scene. 

Mission 3: You’re here to destroy the 
convoy — ignore enemy starfighters, maxi- 
mize your shield recharge rate, and redi- 
rect ail laser power to the engines. Hit 
each target with one rocket — you should 
be close, less than .5 kilometers (but 
greater than 0.0 kilometers, if yt^u get the 
idea) — and use Shift-A to send your wing- 
men in lo finish it off if necessary. 

Mission 4: Unless you have a lot of pa- 
tience, it’s a good idea to u.se two missiles 
each to destroy as many Tie Advanceds as 
you can before they gel in close, where 
they’re harder to liil than a Jawa in a 
sandstorm. Assign your wingmen lo take 
out the ones that do get in close. 
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We have stats. 



WE HAVE ALL THE MAJOR LEAGUE 
TEAMS, AND ALL THE 
MAJOR LEAGUE PLAYERS. 




THEY HAVE ALL THE STATS. 



Whai good arc stars if your players look like a bunch of niucantsr ESPN Baseball Tonight is the first PC 1^^;. 
baseball game to combine great stats with all 28 major league teams, all the players, anti great gameplay. 

We filmed live players and digitized them into the game using 15.000 frames of player animation. So you'll sec 
cvciy detail, from the baserunner’s nervous lead to the batter’s depressed walk back to the dugout after he whiffs. 

•Super V(i,'\ graphics display the game in 256 colors — more than any other game. Even the management is 
realistic. Voii can trade, edit and change players’ stats. With over 10 minutes of video highlights, instant 

replays and “live” commentary from ESPN’s Chris Berman and Dan Patrick, this is the most realistic 
PC baseball game out there. If you don’t believe us, our competition has plenty of statistics to prove it. 

For PC CD-ROM and floppY’disk. Also available for Super Nintendo, 

EVERYTHING ELSE IS JUST PWCTICeI" Sega Genesis and Sega CD. 
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Strategies 

Mission 5: First, lock llie Sluillle, Irans- 
poi'l, and Corcllian 'fransport into your 
computer. Kill time by shooting mines witli 
missiles until die Corcllian 'Fransport pulls 
airay from llie platform. Dump all power to 
your engines and pursue it. Time is of the 
essence here, and you might ivant to fire a 
couple missiles at the Corellian as you ap- 
proach in order to take down its shields, 
thus making llie Job of disabling it much 
easier. Some pilots like to Fire their ion can- 
nons in single rather than dual mode in or- 
der to maximi/.e their rale of fire. Next go 
after the Shuttle and Transport. Once the 
platform is disabled, target il and hit Shift-I 
to make sure your wingnieii don’t inach’er- 
tenlly destroy it. 

BATTLE 6 

Mission 1: just coiiceniraie on tiie B-Wings, 
The other craft pose no serious threat to the 


'Fie Defenders or the Cargo Ferries. 

Mission 2: Lock the Hininbirg in \-our 
memory and attack any ships that make 
an attempt on her. A huge pack of X- 
Wings trill appear later. Your best bet is to 
keep them distracted from the 'ITE De- 
fenders by flt'ing into tlieir midst. Keep an 
eye on your shield levels. 

Mission 3: Lock the two freighters into 
vour ship's niemoit'. Send your tvingmen 
to deal with the X-\\'ings, and attack the 
B-W’ings yourself. Tiy not to use too many 
missiles on them. It’s best to wait unlil 
there’s only one or two left before you tiy 
disabling diem, as the others liave a nasty 
tendency to attack any disabled shi|3s in 
order to keep them out of Imperial hands. 
Later, a gi'oup of Assauil 'Fransporis will 
appear and attempt to disable ihe 
freighters, and this is when those missiles 
you saved will come in handy. Be waiy of 


BONUS MISSION OBJECTIVES 

If you truly wish to seiwe the Emperor, keep these extra objectives in the back of 
your mind at all times, 


BATTLE ONE 

Mission 1 

Inspect Corellian Transport Group Yander 

Mission 2 

Destroy all Corellian Corvettes 

Capture Shuttle Scutz 

Mission 3 

Inspect Transport Dawn 

Mission 4 

Destroy at least one of Escort Shuttle group Claf 

Capture Transport Gopher 

Mission 5 

Destroy all of X-Wing Blue 

Destroy all of A-Wing Gold 

Mission 6 

Capture 50% of Shuttle group Derris 

Destroy mine groups MX-A through MX-E, RQ-B,D,E,F 

BATTLE TWO 

Mission 1 

Transport Epsilon 2 completes mission 

Calamari Light Cruiser Falaricae destroyed 

Special modular conveyor Asbo {Imperial Arms) captured 

Mission 2 

Transports Epsilon 1 & 2 complete mission 

Destroy Frigate Dromon 

Mission 3 

Destroy all of Escort Shuttle group Typhon 

All of Shuttle group Nazaar completes mission 

Mission 4 

Inspect Light Cruiser Falaricae 

Inspect Modified Frigate Nabus Ferre 

Inspect Frigate Shemsher 

Mission 5 

All Dimok & Riplobus craft destroyed 

Each TIE Advanced group completes mission 


BATTLE THREE 


Mission 1 None 

Mission 2 Assault Transport Tiger completes boarding 

Container CRM908A boarded 
Mission 3 Destroy Shuttle group Escape 

Mission 4 Inspect Shuttle Shakker 

Mission 5 Destroy all of Shuttle groups Gamer, Bliss. Noway 
Mission 6 Transport Shark docks 
Inspect Shuttle Electra 


close attacks on Assault Transports; you 
can usuall)’ get off a few shots before the 
gunners notice you, however. 

Mission 4: This is veiy similar to the 
last mission in Battle 5. First, use missiles 
to take out the four immobile Z-95’s 
parked below the platform. Then lock the 
Shuttle and Transport into your ship’s 
memoiy; as the)' leave the viciniw of the 
installation, pursue and disable them 
c|uickly. Soon after, the Corellian Trans- 
poi't Lucky Day will appear. Target it as 
swiftly as possible and follow, rerouting all 
power to your engines. Again, you may 
wish to use missiles to weaken the ship’s 
shields before switching to ion cannons to 
disable it. Corellian Transports can take at 
least three missile hits; nvo should knock 
down most of her shields. 

BATTLE 7 

Mission 1: \'ou’ll probably exchange missile 
lire with a traitorous 'FIE right near the 
start. Dodge the missile if you can, but don't 
get too far off course. Next head for the 
containers. Use Shift-C to get yourwingman 
to co\’er )'ou as )'ou blast them with lasers. 
'Fugs are starting to haul containers a^va)•; 
be sure to hit those containers first. 

Mission 2: The heavy space bombs are 
best fired from veiy close in. Reload from 
the Goya and lire as many as necessaiy. 
Keep an eye on the Haipax. 

Mission 3: Go for the ^Varhawk first. 
No subtlety here; Just order your wingmen 
in and unload your torpedoes. Quickly re- 
load from Transport CLA^ 18fl and finish 
the job, if that hasn’t done it. Lasers tvon’t 
do a heck of a lot to the Protector’s 
shields, so keep loading up on those torps. 
Aim for the Protector’s shield generators 
First. Although TRN CLA^ 18fl will scan as 
having “NO CARGO” after the first time 
you reload, you will in fact be able to pick 
up as many torpedo shipments as you 
need. If )'ou’re greedy for points, hang 
around and blast the Modified Coiwettes 
that’ll come warping in later. 

Mission 4: Order your wingmen in and 
lii'e all your toipedoes at the Haipago im- 
mediately, then mix it up with the Gunboats. 
Consult your map, and tiy to stay close to 
the Ciiinljoats in order to keep them from 
using missiles. You can use the tractor beam 
if you like, but fi-ankl)’, it’s no great help; bet- 
ter to redirect that potver to shields. 

Mission 5: Once you’ve disabled the 
Emperor’s shuttle, immediately get some 
distance and take out as many of the other 
E.scort Shuttles as you can using missiles, 
as tiic)’ will attack MCRV Mesaie when it 
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Your weapons: Five bombs, hover grenodes 




Run, jump and blast your way 
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Strategies i 

BATTLE FOUR 

Mission 1 
Mission 2 
Mission 3 
Mission 4 
Mission 5 

BATTLE FIVE 
Mission 1 


Mission 2 


Mission 3 


Mission 4 


Mission 5 


BATTLE SIX 

Mission 1 
Mission 2 
Mission 3 

Mission 4 


BATTLE SEVEN 

Mission 1 

Mission 2 


Mission 3 
Mission 4 
Mission 5 


J 


Inspect Corvettes Charger 1 & 2 

None 

None 

None 

Destroy Transport Tela 


Destroy the following: 

TIE Interceptor Gamma 2 & 3 

TIE Advanced groups H-Alpha and H-Delta 

TIE Bomber group H-Beta 

Shuttle Lambda 

Mine groups lA & IB 

Container groups Chi & Psi 

X-Wing group Blue 

Destroy B-Wing Red 1,2,3 

Destroy 2-95 group Wolf 

Destroy 2-95 Wolf 3 

Inspect at least one of Container Pi 

Victory Star Destroyer Protector must be attacked 

Destroy Heavy Lifter AAA Tow & A1 Tow 

Destroy AW group Blue 

Destroy at least one of these groups: 

TIE Advanced H-Alpha, Beta, Gamma, Delta 
Attack Victory Star Destroyer Protector 
Destroy Modified Corvette group Wurger 
Shuttle Token completes mission 
Destroy ferries Badger 1 & 2 
Inspect Frigate Olinor 
Destroy Modified Corvette group Wurger 
Destroy Shuttle Toten 
Transport Kolermigon is boarded 
Corellian Transport Geddawai captured 


Destroy all Rebel craft 
Destroy all Rebel craft 
Destroy X-Wing Group Blue 
Destroy A-Wing Group Gold 
Destroy A-Wing Gold 3 

Tugs 4f91, 4f93, 4f94, 14fl complete missions 
Tug 4f92 completes mission 
Destroy A-Wing group Red 
Destroy ferry Bujiboi 


Destroy heavy lifter group Waq 
Destroy ferry group Whell 
Destroy all of: 

Y-Wing Red 

Y-Wing Gold 

2-95 Blue 

2-95 Red 

X-Wing Gold 

Destroy ail Rebel craft 

Interdictor Harpax completes mission 

Destroy all Assault Gunboats 

50%-!- of TIE Defender group Delta completes mission 

None 


tries to board. On the other hand, pilots 
who’ve tired of a career witli the Empire 
can “accidentally” attack the Emperor’s 
shuttle with torpedoes instead of ion can- 
nons, thus accomplishing what millions of 
foolhardy Rebels have failed to do over 
the long course of the war. Don’t expect 
many bonus points for this, however. 

AND NOW THE DIRTY TRICKS 
The “Speed Kills” Maneuver: When be- 
ing pursued by an A-Wing, if you fly 
straight at a platform or capital ship and 
pull up at the last moment, the A-Wing 
will often careen directly into it. Cnmch. 

The “Free Parking” Stratagem: Posi- 
tion your ship as close as humanlv possible 
to a friendly platform... nestled under a 
ledge is best. Attacking Rebels will shoot 
the platform instead of you. And we all 
know what happens to ships that shoot at 
Imperial platforms... 

The “Heavy Load” Tactic: In scenarios 
involving enemy capital ships, change 
your missile load to heavy rockets or space 
bombs before you begin. Approach the 
capital ships from the rear or front to min- 
imize the angle of deflection, and let fly 
when you’re in close, The heavy bombs 
can take down a cruiser’s shields with just 
a few hits, so if you reload quickly you can 
dispose of a mighty vessel in minutes, 

The “Cheat Like Mad” Scenario: Im- 
perial pilots with Internet access can locate 
some helpful hack programs at 
wpi.wpi,edu in the /starwars/TIE_Fighter 
direcLoiy, including a utility for letting you 
use a TIE Defender in any of the missions, 
and other interesting tricks. 

The Inner Circle 

That concludes the tactical section of this 
document, and none too soon, for already 
we suspect fingers are itching to flip to the 
“Budget Guide to Pleasure Palaces.” In 
fact, we may peruse those well-thumbed 
pages once again ourselves,., but wait. Did 
someone say something? Something like, 
“But what about the Inner Circle?” 

Mmm. Some things are, after all, best 
left unsaid. But that said, we could note 
that scoring over one million points will 
net the ambitious pilot a small surprise. 
But no — perhaps we’ve said too much al- 
ready. 

(TTie strategic portion of the document 
ends here, and is followed by several ap- 
pendices of no great interest to the com- 
mon reader. The center fold-out, 
unfortunately, apjjears to have been 
ripped out.) Hr 
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Of Noble Savages And 
Savage Europeans 

How To Ring The Liberty Bell In Sid Meier’s COLONIZATION 

by Michael Rysmaszewski 



L ike many CGW readers, I’m an old-time 
fan of Sid Meier’s games. I got hooked 
into computer gaming with PiR,-vn;.s!, and 
spent many sleepless nights with Ci\’iLiz.v 
rioN' and Railroad Tycoon. Through 
many, many hours of play, 1 learned that 
in all of these games, the broad strategy 
that worked best was 
to hit the oppo- 
nent, keep on 


liitting, and make 
money while you’re 
it. 

CoLOXiz.-vrioN is 
slightly diflerent. It 
contains a whole 
bunch of com- 
puter charac- 
ters that you 
shouldn’t 
hit, at 
least not 
unless 
they be- 
come per- 
fect pests, lliese 
ai'e the native inhabi- 
tants of the Americas — 
the Indians. 

The manual to COLONIZATION 
makes the poinl as to who are the bad 
guys and who are the good guys veiy 
clearly. A section at its end is devoted 
to a general de,scription of the Indian 
tribes featured in the game. It stresses 
how advanced and sophisticated the 
Indians were in their own way; when it 


mentions the darker side of some 
Amerindian cultures, such as slaughtering 
prisoners by the thousand or cannibalism, 
it is quick to point out that such practices 
were entirely appropriate given their cul- 
tural context. On the other hand, Euro- 
pean brutalities are Judged most severely; 
somehow, historical and cultural consider- 
ations are unimportant when it comes to 
European behavior. 

Although I might take issue with its ap- 
proach, the manual actually suggests the 
best path to ultimate success in the game: 
appease the good gu\'s (Indians), and be 
merciless when dealing with the bad guys 
(Europeans). This holds true even when 
you’re playing the Spanish side. 

Since Coloniz.-vi'ION climaxes with a 
War of Independence which you have to 
win, it follotvs that there is one and only 
one objective you should set yourself right 
at the start: create a strong army and na \7 
that will beat the stuffing out of any oppo- 
nent, As we all know, militaiy might is ex- 
pensive. So how do you get there, fi'om a 
single ship with two colonist units, and no 
money in the treasuiy? 

The First Hundred Years 

11' you’re to win a game of COLONlZ-AllON 
at the Governor or Viceroy level, you’ll 
have to achieve several objectives by the 
time 1600 AD rolls around. You’ll have to 
have at least five strong towns producing a 
mix of tools, guns, and valuable goods; a 
standing army ol' eight to ten dragoon 
and infantry units, plus a couple of ar- 
tillery pieces; and a na\y that includes a 
cou])le of privateers in addition to a mer- 
chant ship, or ships. 

Since arms are expensive, you might 
think your priority should be to develop 
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German assault on the Tractor Works. 


Stalin’s powerful Red Army is poised 
along the Don River, ready to strike! 


Volume II 


'Oliowing fast on the success of Cntsader comes S Volume 

I of the World at War"* series of computer wargames. This collaboration between 
kvalon Hill and Atomic Games iiighlights the epic struggle that sealed the fate of 
litler’s Third Reich. Multiple liistorical scenarios simulate the grim battles ending 
nth the annihiiation of the German 6th Army. In a unique advance in computer 
aming, players will be able to switch from the sweeping strategic scale (depicting 
uch actions as the collapse of the Axis flanks) to the tactical scale (simulating the 
lock-to-block bloodbath within the city itself). Built upon the award-winning 
'rusader game system, .Stalin uraii is jam-packed with stunning graphics (the terrain 
ven changes as the weather changes!). Documentation includes a detailed, full-color 
lanual and large battlefield map. 

talingml is sure to excite even the most sophisticated gamer. 

I I ]] The Avalon Hill Game Company 

TtR 4517 Harford Road Baltimore, Morylood 21214 

^ 1 Slalmgrad cm be found in computer gome stores neur you. For order inlormotion, or (or 
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German infantry and armor 
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Strategies^ ^ 

your colonies economically, and use ihe 
profits to build your armed forces. Not so. 
The most important things that your 
colonies produce are not cloth or cigars or 
rum, but crosses and liberty bells. These 
are absolutely necessaiy to 
turn that little settlement 
into a huge manufactur- 
ing, educational, and po- 
litical center. If your 
colonies are producing 
enough crosses and liberty 
bells, the rest follows auto- 
matically. New colonists 
keep pouring in, and 
you’ll find yourself mak- 
ing lots of money almost 
by accident; all you’ll have 
to do is put them to work. 

You have two colonist 
units on that first pilgrim 
ship. Use them to start two 
towns. I'wo towns produce 
twice the number of cross- 
es and liberty bells. Also, right away you’ll 
have twice as many goods for sale. 

Of course, you should choose the loca- 
tion of your towns with care, but that 
doesn’t mean you can afford to go ex- 
ploring up and down the coast while oth- 
er colonial powers are grabbing land left, 
right, and center. At the beginning, any 
spot situated at least two map squares 
from the nearest Indian settlement will 
do. Remember that you can always pull 
up the stakes and relocate the colony 
somewhere else later on; as long as you 
haven’t built anything, you lose nothing. 
The main thing is to start producing as 
many crosses and liberty bells as soon as 
you can. 

Determining a good spot for a town 
can be difficult, because the trees make 
eveiything look similar. Yeah, there is a 
special key that allows you to see tvhat 
you’ll get once you’ve removed the trees, 
but even then some types of terrain look 
quite alike. The rule of thumb is this: if 
there’s any water showing among trees, 
that map square is basically good only 
for food. If you can’t see any water, it’s 
good for food and other stuff, too. I'he 
only thing you should wority about is the 
presence of a nearby hill or a mountain, 
which will guarantee an adequate .supply 
of ore. 

Your first two colonies won’t produce a 
lot of commodities for sale, but you should 
make enough money to equip almost 
every new colonist with either tools or 
muskets. If you have at least one colony 


that produces a surplus of food, get horses 
right away: they need time to breed. 

Generali)’, every free colonist or in- 
dentured servant should be dispatched 
to an Indian village to learn a skill. Also, 


thing you build. You can use it as a mo- 
bile warehouse, and it also allows you to 
initiate trading with the Indians on a 
much more profitable level than when 
you trade from a ship. Trading ^\'itl^ the 
Indians is truly profitable only the first 
few times around, but right at the begin- 
ning of the game you need every gold 
piece you can get. 

The moment you’ve got all the tools 
and muskets you need, start saving mon- 
ey. No, don’t import any expensive crafts- 


men just yet. Concentrate on improving 
the land around your towns as much as 
you can without anno)'ing the natives; and 
as soon as you have 2000 gold pieces, buy 
a privateer. 

An early acquisition of a privateer is 


extremely important. A privateer is in- 
credibly fast, which makes it ideal for re- 
connoirering the New World. .Also, by 
plundering any ship you come across, 
you score a twofold coup against your 
European rivals: you seriously handicap 
the development of their colonies, and 
you make money. In the early )'ears, a 
single merchant ship can yield as much 
as exports fi’om all of your colonies over 
a couple of turns. Eveiy chance you get, 
hit the bad guys first, keep hitting them, 
and make money in the process. 

Building a Colonial Empire 

As in Ci\'iLiZ/VnoN and almost any other 
strategic game, developing your colonial 
towns into huge urban centers is of prima- 
ry imjrorlance. 

There is a limit on the number of Toiy 
colonists a city can have without becoming 
inelllcient, and on the Viceroy level, it’s as 
little as live. A farmer, a fisherman, a car- 
penter — that’s three already, and you 
ha\’en’t even got any colonists producing 
saleable goods yet. When rebel sentiment 
is high, everything’s easy: but what can 
you do in those early years? 

The trick is to have each town specialize 
in a particular area. One town should be 
mantii'acturing goods for export, another 
should have a tool-and-arms industry, and 
yet another simply supply raw materitils. 
You should have a church and a school- 
house in even’ town. However, at the out- 
set you should probably designate one 
town to be the center of religious freedom, 
and another to serve as a 
seat of learning. 

By IGOO, I like to pick 
two towns and start culti- 
vating them politically. Put 
statesmen into the town 
halls and build printing 
presses. Don’t fall into the 
trap of endlessly improv- 
ing all tlie towns you cur- 
rently have. Until 1650 at 
the very earliest, you 
should be constantly 
founding new settlements, 
and sliould only start to 
concentrate on imjjrove- 
ment versus expansion 
when you’re a hundred 
turns or so from declaring independence. 

This tactic is dictated by. I’m sorr)’ to 
say, unexciting game design. One of the 
most important considerations in Coi.o- 
NiZ/VriON is the level of rebel sentiment in 
the colonies. 'Hiis increases with the luim- 



HIT ‘EM EARLY, HIT 'EM HARD A risky, yet extremely lucrative, early 
strategy is to attack your close European neighbors immediately 
after making landfall. If your single soldier can beat the enemy's 
single soldier, you've got a brand new city plus a boatload of booty. 


make sure a wagon ti'ain is the veiw first 


the'&cTi'ttftVfiHl wilt .tm* . 

(w naKi'4«4-i’lohi Vcvr Ewalliticy.' Whty.t; 
foyndlR? ' 

■A<iMl btiTnb’4i>,V .J 
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THE ESCAPE CLAUSE Don’t like the options you’re given for the next 
member of the Continental Congress? Just hit the escape key and 
you'll get another set of choices next turn. 
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“... may well be the game that establishes the 
new formula in CRPG’s.” 

-Johnny Wilson, Computer Gaming World 

“TES: Arena surpasses all other role playing games in depth and 
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— Russ Ceccola, Electronic Games Magazine 

“...a must-have, huge role playing adventure. TES:Arena is 
the best RPG of the Year.” 

—Strategy Plus Magazine 

“Sum it up in three words— GO GET ARENA.” 

—Zach Meslott, Computer Player 
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Strategies 

ber oi libcrr\' bells produced; but although 
rebel .senlimcnt concerns the population, 
it is tied to a specific town. You can have a 
totvn that’s 100% rebels, bur as soon as you 
move a colonist out of it, you turn liim 
into a Toi-)’. In other words, ihc longer a 
town exists, the more rebels it has. This is 
precisely why it does not make sense to 
start new colonies in the late stages of the 
game; they’ll contain a larger percentage 
of Tories, and have breaker defenses to 
bool, because you didn’t have the time to 
btiild any. 

Make sure there is an armory in evety 
town that lias a skilled cai'peiiter. You can 
build artilleiT there even without a gun- 
smith, and artilleiy is the best defensive 
unit there is. Build shipyai'ds only in towns 
tliat have a lumber mill, and ensure that 
there are two carpenters working in each; 
othenvise, the number of ships your town 
can suhseqtiently build isn’t worth the 
sliipt'ard. 

Btiild a blacksmith’s shop in eveiy town 
that is producing ore or you'll have a con- 
tinuous shortage of tools. Construct sec- 
ond-level buildings whenever you want to 
produce something in meaningful quanti- 
ty and don’t have the right specialist (a 
free colonist working in a rum distilleiy 
produces as much boo/.e as a distiller 
working out of his house). 

Finally, before you declare indepen- 
dence, make sure eveiy town is protected 
bv a fort, and the veiy imjuirtant ones by 
fortresses. The European troops’ bom- 
bardment bonus is quite lethal, as you’ll 
find out. 


The Rewards of War 

Building all of these stmciures is veiy nice, 
but you'll need lots of people to occupy 
them. The manual states that there are 
nvo sources of new colonists: one is your 


home port; the other are the missions you 
setup in Indian settlements. Both of these 
have their drawbacks: the immigration 
from the Old Countiy is tied to the niim- 
bei' of crosses produced in the colonies, 
and an ever-increasing number of crosses 
lias to be produced I’or each subsetjuent 
colonist. The Indian converts are very 
good at farming, fishing, and fur-trap- 
jhng, but not much else. 


However, there is a great third source of 
new colonists, some of which come with 
ready-built colonies: war against the other 
colonial powers. You’ll be forced to light a 
war against other Europeans sooner or lat- 
er; that’s the nature of the game. The trick 
is to fight it tvhen you want to. 

As soon as you encounter other Euro- 
peans, their dragoons will start assem- 
bling in droves outside your towns — an 
annoying tactic that was 
carried over fi'om Ctvi- 
I.i/.ATION. If you don’t 
constantly improve your 
defenses, they’ll attack, 
and they’ll win. 

.Make sure you’\'e got at 
least one fortified artilleiy 
piece in the town that’s un- 
der pressure, and start 
pi'eparing for war. You 
don’t need as many mus- 
kets as you do horses; you 
always want to attack with 
mounted troops, so that 
even if you lose you still 
have infantiy that can be 
foi'tilied for defense. 

Attack as soon as you have four or five 
dragoon units. Always tiy to concentrate 
your attack on one unit so that you cap- 
ture the enemy colonist before the end of 
your turn. Important: before any warfare 


begins, go to game option and switch the 
“end of turn” option on. This will let you 
fortify as many soldiers as you want before 
the enemy’s turn. 

This is all you have to do. The AI is far 
from bright here, and so the enemy sol- 
diers will keep fighting until you’ve cap- 
tured every single one, and gained up to 
half a dozen colonists in a single battle. Af- 
ter a I'ew turns, the enemy will reappear, 
and tiT to negotiate peace. 
Do not be misled by these 
amiable overtures; they 
are only meant to gain 
time until more soldiers 
arrive to teach you a les- 
son. Sure, you can agree 
to peace, but as soon as 
there are several enemy 
soldiers around your town, 
break the treaty. 

Capturing foreign 
colonies is even better. 
Not only do you capture 
the town intact, and make 
a little cash, but all the un- 
armed veteran soldiers in 
the town become yours 
without losing their veteran status. If you 
see a foreign colony right next to yours, 
you should capture it as soon as you can, 
and the earlier in the game, the better. 
Players who manage to capture a Euro- 
pean rival’s only colony right at the start 
of the game will be richly rewarded; they’ll 
have a constant stream of new colonists ar- 
riving on nearby shores, often unarmed 
types who will bleat for peace. Of course, 
you should attack mercilessly when that 
happens, and make them your own. On 
the higher difficulty levels, you’ll gain 
some insight into how the AI works: al- 
most eveiy homeless colonist showing up 
will be a liighly skilled guy. Ah, so Ihal’s 
how the computer players build colonies 
so fast! 

In the unlikely event that no foreign 
troops appear on your territoiy, I would 
recommend that you pick a European ri- 
val to start a war with as soon as you safely 
can — probably around 1620 or so. A suc- 
cessful colonial war is veiy profitable in 
more ways than one, and to lop it off, at 
least some of your soldiers will gain veter- 
an status. 

It goes without saying that a strong navy 
can aid you immensely. As mentioned, 
privateers are always a good investment, 
as they usually bring you in profits far 
above their cost. They also make excellent 
blockade runners, even though their cargo 
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THE DARK SIDE OF THE FORCE 
JUST GOT DARKER. 
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DARK FORCES" 

A FIRST PERSON, ORIGINAL STAR WARS CD-ROM EXPERIENCE, COMING THIS WINTER, 


Star Wats is a tejlamd iradeinarii of Liwsfiltn Ltd Dart Forces is a trademark ol LucasAite Smeiialnmer« Company, Hie LucasAits logo is a leglflered trademark of LucasArts Erilettainmenl Company. 
CHECK OUT THE DARK fOUCES SLIDE SHOW ON THE lUCASARTS BBS AT ( 4151 257-3070 





Strategies^ 

capacity is limited. 

Frigates are |)rohibitively expensive. 
You should have one or two to protect 
your shipping routes, but concentrate on 
acquiring privateers. With Drake in the 
Continental Congress, a privateer has the 
same attack strength as a frigate. 

You’re the Father, 

But Who's the Midwife? 

In a twist on the Wonders of the World 
concept from Civil. ization', the liberty 
bells your towns produce not only in- 
crease rebel sentiment, but <ilso mem- 
bers of your own Continental Congress. 
Choosing the right Congress members is 
extremely important, since half of them 
are absolutely worthless (poor Henry 
Hudson is a good example). You’ll get a 
good clue as to which ones matter once 
you’ve assembled a few. There’s this 
group portrait, in which Benjamin 
Franklin proudly occupies ihe front and 
center, seated on a comfortable arm- 
chair — which condrms that going to war 
when you want to is of prime impor- 
tance. And right next to him are Wash- 
ington and Jeffei'son, two guys you 
definitely want. 

My first choices are always Peter Minuit 
and i’ocahonias. Given those two on your 


side, you can proceed to expand without 
wonying about Indian aggression, as long 
as you rememljer to place eveiy town at 
least one map square (preferably two 
s(|uares if it can be managed) from any In- 
dian settlement. This holds true whether 
you’re French, Spanish, or I’olisli. 

Special Cheat Alert: What happens if 
neither Minuil nor Pocahontas apjjear 
on the fii'st list of choices you’re present- 
ed with? [list hit the Escape key! You’ll 
be given another set of choices. This 
might lose you a turn at the beginning of 
ihe game, but it’s always worilt it. 

So, by judiciously hitting the Escape 
button, you’ve got Minuit and Pocahon- 
tas. Your next Founding Faiher should 
be Thomas Jefferson, His presence will 
greatly increase the effectiveness of your 
efforts to make each town or city more 
productive. 

If by that time you’re heavily into naval 
warfare, your next choice should be Fran- 
cis Drake. If not, choose Benjamin 
Franklin, and gel Drake next. 

After Drake and Franklin, it will be time 
to go to war with someone, so get Wash- 
ington. You’ll have a strong Ibrce of vetei- 
an soldiers in no time at all. Washington’s 
presence is invaluable in assuring the 
quality of your army. 


Following Washington, you should elect 
Bolivar, as he makes starling those last- 
minute towns in the middle of the 17th 
centmy much easier. You should definite- 
ly get Peter Stuyvesani before the war of 
independence to make sure you can af- 
ford last minute purchases of artillery 
when a siege is on; and prior to that, you 
could use Adam Smith’s assistance to build 
the four or five factories that are really 
worth the expense. 

Tliat’s it as far as the necessaiy Found- 
ing Fathers go. Since your towns will |)ro- 
duce more liberty bells than needed for all 
of the above (if you manage things right, 
of course), you’ll also have the choice of a 
few others. You should ciioose them ac- 
cording to ihe subtle shades of your strate- 
gy. For instance, if you had the good 
fortune to all'ord missionaries and have a 
lot of converts, and you’ve got Washington 
preparing for war, you could take des 
Casals. Your converts would then become 
free colonists, and subsequently veterans 
upon winning their first fight. 

A word of warning. 'Fhomas Paine 
sounds good for the later stage of your 
colonial development, when the lax rate is 
high and getting liigher. However, my 
copy of CoLONiZA'nON repeatedly reduced 
the tax rate to zero starling from the War 
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of ihe Spanisii Succession, when one of 
the colonial powers drops out. It didn’t 
luippen in cveiy grune I played, but made 
things I’aine-less, so to speak. 

Preparing for Independence 
and Winning 

I am lumping prcjjara- 
lions for the War of Inde- 
pendence together with 
winning because once 
you’re well prepared, you 
can’t help but win. 

The (irst I'ecjuiremenl is 
to have all of your towits 
build a I'ori. unless you 
don’t mind losing them, 
and retaking them later. IT 
it’s no trouble, build 
fortresses ai'ound your 
most important cities. 

Each town should have 
a couple of artillery 
pieces, a couple of veter- 
an dragoons, and the 
possibility of raising another half a 
dozen dragoon units iit an instant. It’s 
usually best to put all your free colonists 
under arms I'ight atvay, and still have a 
hundred horses and muskets each iti re- 
seiTe. \'ou'll have no problem meeting 


this I'equiremeni, particularly if you fol- 
lotv the strateg)’ described earlier, and 
ha\’e at your disposal a bunch of veter- 
ans — victors of the obligatory colonial 
war, in which they Ibnghi undci- (ieorge 
Washington. 


Finally and importantly, yon should 
have a good road neiwoi'k. Dragoons can 
covei- a distance of nine map stpiares and 
still attack elfectivcly. 

Once you’ve got all that, it’s as easy as 
pie. Declare inflependence, and simply 



ONE IF BY LAND, TWO IF BY SEA The Redcoats have landed in the New 
World, just outside of Michelbourg. With its dense network of roads 
and well spaced cities, this colony will be able to quickly move its 
minutemen wherever they are needed. 


Strategies 

keep attacking eveiy I'oiy soldier as soon 
as it hits land. Launch massive strikes 
from several towns at the same time: for 
itistance, you can attack with all the dra- 
goons from two towns neighboring the 
one under attack, lllling the gaps in with 
dragoons brought from farther back. At- 
tack from several diH’erent directions, al- 
ways starling olfwith a lightning strike in 
the back of llie invading army. Then fol- 
low up with a charge from the besieged 
town. If some of vour dragoons lose, re- 
nioimi them and fortily them if necessaiy 
before clicking on the End of'l'iirn. 

Dining the War of Independence, it is 
impossible to conduct intelligent naval 
warfare: Toiy men-of-war appear out of 
nowhere right next to their target tow'n. 
I lowever, since keeping your ships in port 
is senseless, you might as well attack with 
them, loo. A frigate and two jjrivateers win 
almost eveiy battle you send them to, al- 
beit sometimes with losses. You’ll want to 
form your navy inio operational groups 
like the above. 

If you lose any towns, don’t attempt to 
retake them until the F'oreigii InteiTen- 
tion arrives together with the bombard- 
ment bonus. 

And that’s all tliere really is to it. Fight 
on, patriots! H 



Warriors of the cyber skies rejoice; project WingMan Extreme is complete, 
the joystick has been perfected. Never has guidance control been so fluid, 
trigger action so responsive, view control so easy. WingMan Extreme can 
be the difference between the thrill of victory and the ejection seat of 
defeat: a solid professional in a field of puny lightweights. WingMan 
Extreme is waiting at your dealer, or to get product information by 
call 1 800 245 0000 and request document #701 4. 
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YOU WANT REAL? O.K. HOW DOES AUTHENTIC NFL PLAYS AND FORMATIONS RUN BY PRO PLAYERS 
SOUND? WE SHOT LIVE FOOTACE WITH DIVING CATCHES, FUMBLING. BLITZING, INTERCEPTIONS. YOU 
NAME IT. WE’RE TALKING THOUSANDS OF PLAY OUTCOMES. IN FACT. THINGS GET SO INTENSE IN THIS 
GAME IT DOESN'T TAKE LONG TO SEE WHY NFL COACHES HAVE ALL THAT GREY HAIR. 


Live Action Fooibatl is a trademarK of Accolade. Inc.®1994 Accolade. Inc. NFLPA is a trademark of the National Football League Players Association and Is used 
under license by Accolade, Inc. TM/€)1994 NFLP. Licensed by The NFLQB Club Inc. The Sport Accolade logo and Sport Accolade arc trademarks of Accolade, 
Inc. Al Michaels' and PatHaden's names are used under license by Accolade. Inc. Macintosh Is a trademark of Apple Computer, Inc. All rights reserved. 




WE'VE GOT Al. MICHAELS GIVING 


SO CHOOSE YOUR PLAYS WISELY. TO 
TURN UP THE INTENSITY, WE PUT 
REAL FOOTBALL SOUND EFFECTS ON 


A SEAMLESS AUDIO TRACK. YOU 


IF YOU'VE GOT A PC OR MAC WITH 


iUST HOW REAL IS LIVE ACTION FOOTBALL? 


LET’S JUST SAY IT’S BEEN APPROVED BY 
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Heirs Little Secrets 


The Hidden Levels And Cheat Keys Of Doom II 


by George Jones 



"Uj/ lilt' ramp, over the Jt'dge, 
iiilo lilt; Demon's lair. ..nothing 
hill hloodx imp. ” 

kay, .s<i )’()u wound youi' way in and out, up 
and down, and all around ihc le\els of 
Doom II: Hki.i. on Karin. Vet you still 
don'l Icel like cjuile ihe man or woman 
you should be. Pcrliaps il’s all ihose times 
you didn’t get 100% of the “secrets,” oi' 
maybe il’s just tlie simple lact dial you 
can’t win Level HO without {gasp!) 
cheaiing. Or muybe I’ou’re just jealous be- 
cause I'ou can't I'lnd a iegilinuiie entrance 
to the secret levels (maybe you don’t even 
know they exist!). 

Whatever the case, we at CGW ai'e not 
going to sit around and lei you be a Doom 
II wimp. It is lime lo pum|j up. 

The Nazis Meets the BFG 

Heard the one about the ciiainsaw and 
the Na/.i soldier? Doom ll's 2 secret levels 
take phice in the land oCWoLt'KNS'fKtN HD. 
The irulv lazy can warp lo either level 
at an)' lime using the 
"IDCLKYHl" or 

‘‘iik:lkvh2” 

clieat, hut 
DooMcrs wiili 
integrity will be 
app)’ to know 
that there is a legiii- 
ate eiitriince lo this 
secret level in Mission 15, The In- 
dustrial Zone. 

On this mission, there is an isolat- 
ed, raised jilaifbrm in the south 
th a radiation suit and a 
dtch on top ol‘ it. 'I'o reach 
it. you'll need to juniji from 
.1 nearby ledge lo the east. 
After making the leap of 
ailh, dip the switch and 
droj) olT the platform 
into the lovely la\'a 
lake. Sprint east 
through the east 
wall-o|)ening, where 


an invisibility siihere awaits. Grab it, and 
jet hack out into the lake of lava, this 
lime to the southeast side of the building 
surrounded by the lava moat, where 
you'll find a Iransporler. Step in, and 
you'll appear in the central room liigh in 
the sky. Jump from the walkway over the 
lava lake to ihe souihwesl corner, and 
enter the yellow door. Follow the toxic 
stream to the south, where you will lind 
n recently opened, secret passage to the 
south. From iiere you’re home free. Use 
the teleporter, and you’ll enter .Mission 
•HI, which is an authentic replication of 
an actual VVoLi'KNS'ii'aN HD level, right 
down to the swastika wallpaper. 

You haven't experienced fun until 
you’ve mowed down a few Nazi dirt bags 
with the chainsaw, and if you linish this 
Secret Level, you’ll move on to Mission 
H2, otherwise known as Crosse. Here 
|)rying eyes will find CIommandkr KrI'.n 
{ remember him?) hanging by the neck 
from four platforms. 

Blasting the Brain 

Most of the Doom II levels are chal- 
lenging, but Level HO, Icon of vSin, feels 
downright impossible the first few times 
you play it. Until you figure it out. In ac- 
tuality, beating d'he Pinnacle of K.vil is 
fairly straightfonvard. d'he focal point of 
your attacks should be the exposed bi'ain 
of that overblown Goar from Hell. First, 
go all the way ujt to the liighest tier, and 
irij) the skull-switch; this raises the tall 
platlijrm on the bottom level. Brave the 
molten lava down there and activate the 
platform, which will lower back down to 
ground level. Gel on, and arm yourself 
with the rocket launcher, facing towards 
the Boss. Pay attention here: When the 
loj^ of your I'ockel launcher lines up with 
the bottom of the arch-fiend’s chin, fire 
away. Your rocket should hit the brain 
(you’ll hear it if you do). Repeal this at- 
tack one more lime, and you've saved 
the Farth! Do it (|uick though, because 
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It's 3 A.M. As FBI Special Agent in Charge, you and your 
team respond to FLASH TRAFFIC, our nation’s highest- 
level alert. This critical communique Is sent only In 
the event ot a dire national emergency — say, 
when International terrorists plant a bomb In 
your backyard. The tate ot Los Angeles Is In 
your hands. Your mission: find the bomb 
and unplug the sucker before the City of 
Angels goes boom. So what do you 
wanna do, Boss? 


First-person dialogue interface 


Written by Chuck Pfarrer, creator ot NavySEALs 
and Hard Target. Original music compositions 
by Nation Rock Music. 




Tsunami Media presents 


CITY OF ANGELS 


THE ALL-VIDEO, INTERACTIVE TECHNO-THRILLER 


Visit your iocai retaiier, or cali 800-482-3766 to order. 


TIME WARNER 


1 NTE RACT] V E 





Strategies 




you full weapons and ammo of eveiy type, 
jacks your annor rating up to 200%, and 
gives you all diree color keys. 

IDDQD: “God Mode” gives you perma- 
nent invincibility, without that annoying 
while and black tinted screen. 

IDBEHOLD plus one of the following 
lellers gives you six dill'erenl power-ups: 
1 = invisibility 
S=berserker stimpack 
V=ImTjlnerability for 30 seconds 
R= Radiation suit for 60 seconds 
A=Computer map revealing areas 
you have not yet visited in gray. 
L=Light amplification goggles for 
120 seconds 

IDDT: Use this code when you’re 
viewing the map; the first time you 
type the code, you’ll see the entire lev- 
el. Type it again and you’ll see all ob- 
jects on the level as small green 
triangles that represent monsters (dead 
or alive), and objects. 

IDCLF.V [+] level number: Warps 
you to tlie level numbei' typed in. Be 
sure to type in two digits. For exam- 
ple, level 4 would be “IDCLKV04”. The 
secret levels are numbei'ed 31 and 32. 

IDCLIP: “No clipping mode” allows 
yoti It) walk through walls across the whole 
le\ el. Be careful though, for it is real easy 
to become disoriented here. W 


during all of this, the 
sters starts to skyrocket, 
all the more difficult. 

An interesting “luigget” on the 
level can only be found by using the “No 
clipping” cheat. After typing “IDCLIP,” 
enter just below the goat’s head. Inside 
you’ll find a room containing the head of 
id programmer John Romero on a stake. 
For an added thrill, fire your weapons at 
him. Guess he pressed a little too hard 
on that last release date.,. 


Cheater, Cheater, 

Demon Eater 

Here are a number of cheats Uoo.m 
H ers can use when they’re caught in a 
bind, or jusl plain scared; 

IDKFA; ‘‘Ilaj)py Ammo” mode, gives 
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■WING COM- 
MANDER 3: Heart 
of the Tiger' In 
this technologi- 
cally astounding 
sequel, you're a 
squadron com- 
mander and you 
must end the 
Terran-Kilrathi con- 
flict. Guide per- 
sonal morale. Fea- 
tures seamless 
melding of film and 
computer tech- 
nologies. COS54 



'CYBERJUDAS' 
Deep within cyber- 
space, you control 
the most powerful 
nation on Earth. 
You're armed with 
money, weapons 
and influence. You 
are the President 
and the Prey. Fea- 
tures Artificial In- 
telligence (A/I) en- 
gine, stunning 3D 
graphics, and 3 
modes of game 
play. CDS48 



THRUSTTVIASTER 
F-16 FLCS’ A 
stick with almost 
unlimited program- 
mability. It looks 
and feels like it was 
ripped out of the jet 
The ultimate edge 
for a flight sim. A 
grip modeled after 
the F-16 Fighting 
Falcon, four 8-way 
hat switches, a dual 
stage trigger and 3 
strategically placed 
buttons. $112 



SHIPPING! 


Place an order for an out of 
stock item and recieve FREE 
overnight shipping when 
product becomes available. 
Handling $2 per shipment. 




•THE GRANDEST 
FLEET' Experi- 
ence the grueling 
campaigns, the 
agony of defeat & 
exhilaration of 
victory! Allocate 
natural resources to 
build missile sites, 
radar stations, ship- 
building facilities 
and supetships.ltis 
up to you to destroy 
your nemesis. Mo- 
dem play and ran- 
dom maps. $35 


'DEATH GATE' Locate the missing pieces of the 
World Seall Travel to magical realms in this epic fan- 
tasy adventurel Offers 3D-modeled animations and digi- 
tized audio. Based on the Death Gate novels. CD S34 
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PC Virtual Golf Club $119 

1 nil Hour CD 

$51 

Curse of Enchanlia CD $23 

Gamma Force 

$6 

Legend of Kyrandia CD $32 

500 XJ Epyx Joystick 

$8 

Pro Audio Spot 16 Base $96 

7lh Guest CD 

$48 

Cybaria CD 

$46 

Gateway 2:Homeworld 

$24 

Legend of Kyrndia 3 CD$39 

Acoustic Resrch P570 S219 

Pro Audio Specirm Pius $89 

Advnt Will Beamish CD 

$24 

Daedalus Encounter CD$46 

Gateway Collet 1&2 CD $36 

Leisure St Larry 5 VGA $44 

Advncd Grvs Ultrs Mx S179 

Pro Audio Studio 16 $119 

Alone in the Dark 2 

$34 

Dark Forces CD 

$46 

Gobllilns 1 ,2 or 3 CD es 

i$19 

Leisure Suit Larry 6 CD $44 

Altec ACS150 Subwtr $109 

Reel Magic CD Upgrd $599 

Alone in the Dark 2 CD 

$41 

Dark Seed CD 

$39 

Guy Spy CD 

$29 

Leisure St Lrry Anth CD $47 
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$209 

Reel Magic Lite $289 

Alone In the Dark 3 CD 

$48 

Darkseed 2 

$42 

Hand of Fate 

$19 

Loadstar CD 

$49 

AllecACS3SpkrSys $169 

Reel Magic Vid Upgrd $349 

Altered Destiny 

$29 
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$19 
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Lost Eden CD 

$39 
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Sony SRS-PC20 Spkrs $29 

Amazon 

$35 
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$44 
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$26 
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$79 
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Ameri Sweethearts CD 

$42 
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$34 
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$34 
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$19 
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$122 
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$41 

Digital Oreamware CD 

$24 

Heaven and Earth 

S32 

Lst in Time DOS or CD 

$19 

AudiophI Refr 30 A Sp $189 

SBIst16ASPwSCSI-2S214 

Bioforge CD 

$47 

Dinonauts CD 

$29 

Heimdall 

$17 

Lunicus CD 

$42 

AudiophI SW 20 A Sb 

$139 

SBIaslIBMCD (ASP) $179 

Blacklhome 

$29 

Dinonauls WIN 

$24 
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$42 
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$18 
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$159 
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Blake Stone Episode 1 

$9 

Don’t Go Alone 

$6 

Hired Guns 

$36 

Magic Death CD 

$24 
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$25 
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Blood Society CD 

$34 

Doom 2: Hell on Earth 

$44 

Hook 

$32 

Man Enough CD 

$34 

CH Mach 3 Joystick 

$27 

SBIstr Oiscovry CD 1 6 $309 

Bloodnet 

$39 

Doom 2: Hell Earth CD 

844 

Horde CD 

$45 

Manhole 

$19 

CH Pro Pedals 

$85 

SBIst Edutnmt CD 16 $519 

Bloodnel CO 

$41 

Doom Episode 1 

$9 

I Have No Mouth 

$44 

Martian Memorandum 

$24 

CH Pro Throttle 

$89 

SBIst Gamebist CD 16 $379 

Blue Force: Nxt Kin CD 

$19 

Dracula 

$32 

In Extremus 

$42 

Mission Critical CD 

$34 

CH Virtual Pilot Pro 

$75 

SBIst Omni CD Dr (2X)S207 

Body Count 

$29 

Dragon's Lair 2 Tm Wrp 

i$34 

Inca DOS or CD 

$19 

MixdUp Faery Tale EGA$14 

Cyberman 

S79 

Sound Blaster Value $58 

Buccaneers CD 

$48 

Dragonsphere 

$25 

Inca 2 DOS or CD 

$19 
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$219 
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$39 

Dragonsphere CD 

$24 
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$29 

Flight Slick Pro 

$57 

SGalaxy NX2 wspkrs $49 

Cadillacs & Dinosrs CO 

$49 

Dreamweb 

$34 

Indy Jones Ft Atintis CDS42 

Morph Man CO 

$29 

Fit Stk Pro X-Wng Bdl 

$72 

SGIx NXPHO 16 Mmd $299 

Castle Wollsin-Spr Dsl 

$29 

Dune CD 

$29 

Inhert Earth DOS orCDS32 

Myst CD 

$49 

Gravis Analog Joystick 

S29 

SGIx NXPRO Mmd Kit $249 

Castle Wolfenstein CD 

$42 

Earth Invasion WIN 

$19 

Innocent Until Caught 

$34 

Nerves of Steel 

$22 

Gravis PC Game Pad 

$19 

Sound Man Wave $183 

CaslWIftn 3D MD 2or3 

$24 

Electric Jigsaw 

$12 

Iron Helix CD 

$56 

Nerves of Steel CD 

$22 

Gravis Phoenix Joystk 

$98 

SndScpIBBitWvtbl $185 

Chaos Continuum CD 

$36 

Elf 

$24 

Isle of the Dead CO 

$18 

Night Trap CD 

$48 

Jet Stick 

$24 

SoundMan 16 $99 

City 2000 CD 

829 

Eric The Unready CD 

$19 

Jagged Alliance 

$46 

No World Order CO 

$24 

Joyswitch 

$39 

Teac Spr Oud CO Dr $342 

Companions of Xanth 

$32 

Evolution 

$29 

Jonny Quest 

$26 

Noctropolis CD 

$47 

Labtec CS-150 Spkrs 

$14 

Thrustmst Driving Sys $111 

Companions Xanth CD 

$32 

Evolution CD 

$29 

Jurassic Park 

$29 

Nomad 

$35 

Labtec CS-550 Spkrs 

$24 

Thrust PCS Pro UProm $14 

Conan CD 

$26 

Flashback 

$19 

King's Quest 5 VGA 

$29 

Nomad CD 

336 

Labtec CS-800 Spkrs 

S32 

Thrust FLC Sys (FI 6) $112 

Conqust Robin Hd EGA $29 

Fortress of Dr. RadiakI 

$34 

King's Quest 5 WIN CD 

$41 

Operain Bdy Count CD 

329 

Labtec CS-1000 Spkrs 

$75 

Thrustmst Flight Systm $59 

Conqust Robin Hd VGA $1 2 

Forlfoss Dr. Radiaki CD 

■$34 

King's Quest 6 VGA 

345 

Out of this World 

$19 

Labtec CS-1400 Spkrs 

$99 

Thrustmst Game Card $25 

Conquests of Camelol 

$15 

Fourplay WIN 

$19 

King’s Quest 6 Upg CD 

$24 

Out of this World 2 CD 

$45 

Logitech WingMan 

$29 

Thrustmst Rudder Sys $99 

Conspiracy CD 

$30 

Fred P. Frontr Phrm CD 

$39 

King's Quest 7 CD WIN 

$49 

Pepper’s Ad in Tm VGA 

.$29 

Logitech WngMn Extrm $49 

Thrust WeS 2 UPROM $14 

Corridor 7 

$28 

Free DC 

S9 

King’s Rsm DOS or CD 

333 

Phantasmagoria CD 

$49 

Maxx Cobra Flightstick 

$59 

Universal Cockpit $219 

Corridor 7 CD 

$29 

Freelancer 2120 CD 

$41 

Kronolog : Nazi Paradx 

$22 

Police Quest 3 VGA 

$24 

MS Fit Sim 5 Grvs Jstk 

$49 

Universal Neverlock $39 

Covert Action 

$6 

Full Throttle CD 

$42 

Labyrinth of Time CD 

$47 

Police Quest 4: CD 

$39 

NEC 3X1 Intern. CD Dr $429 

VFX 1 Vrt Reality HdgrS949 

Creature Shock CD 

$39 

G-(orce 

$19 

Lands of Lore 2 

$42 

Prince of Persia 

$25 

NEC 4XE Ext. CD Dr 

$533 

Vivid 3D Plus Sound $75 

Critical Path WIN CD 

$48 

Gabriel Knight 

539 

Laura Bw2 DOS or CD 

$24 

Prince of Persia 2 

$42 

Notebook Gameport 

$42 

Vivid 3D Sound $58 

Cruise lor a Corpse 

$12 

Gabriel Knight CD 

$45 

Leather Goddesses 2 

$19 

Psychotfon CD 

$36 
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- FREE GAME OFFER* 

See details below 



■CH PRO RUDDER PEDALS’ has dual operating 
modes with realistic pedal motion for flying. Also has 
independent throttle and brake control for realistic 
driving games. Offers an anti-skid base. Sfl5 



•RISE OF THE 
TRIAD: DARK 
WAR' The world is 
doomed... unless 
you can change 
its fate. You're a 
commando who 
usually eats terror- 
ists for lunch, but 
this bunch ain't go- 
ing down easy! 
Offers 30 levels, 
eye-poppin' 
graphics & head- 
to-head modem 
matches. CDS46 



‘WARCRAFT’ Isa 
mystical land 
where evil ores and 
noble humans 
battle for survival. 
Destroy the orci'sh 
hordes or crush the 
weakling humans... 
the choice is yours. 
With an ingenious 
arsenal of weap- 
onry and powerful 
magic, these two 
forces collide in 
the ultimate con- 
test. CD S39 



‘NOCTROPOLIS’ 
Dark-Sheer, the 
greatest superhero 
of his day, fights his 
last battle. Now a 
horrifying new evil 
is poised to invade 
the city upon Dark- 
sheer’s departure 
for his retirement. 
Offers more than a 
full hour of video, 
an interactive 
movie style, and 
digitized video 
characters.CD S47 


•FIGHTER WING’ 
IS a new breed of 
flight combat simu- 
lation games, that 
offers flight com- 
bat experience 
wilhtop fighter air- 
craft without the 
steep learning 
curve usually re- 
quired. Offers su- 
perior detail, mul- 
tiple playercapabii- 
ity over a LAN and 
video footage from 
FirsPower. S39 


TREE GAME OFFER 

Spend the specified arrounl on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from Dec 1 si through Jan 30lh or while supplies last. Request 
must be made at lima of order. 

SPEND $75 GET 

Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr, Dooms Re- 
venge 5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25, 
Tinies 3.5/5.25. Microleague Baseball Managers Challenge 
5.25, Microleague Football 2 3.5. Time Out Sports Baseball 
3.5, MacArihur's War 5.25, Coflea Break Collection CD 

SPEND $150 GET 

RajfroadTycoon 3.5. Magic Candle 3525, Mercenaries 525. Dragon 
Force 5.25, Comma/xJ HQ 35, F15SE23,5, Red Storm Rising 3.5. 
Batl)eso(Oestny3.5,HMStotheThrone3.5,Wartords5.25 



1 IBM ADVENTURE I 

1 IBM ADVENTURE I 

1 IBM ARCADE 


1 IBM ARCADE 


1 IBM ROLE PLAYING I 

1 IBM ROLE PLAYING I 

Psychotron MPEG CD 

$38 

StarTrk: Judgment Rts $33 

500 CC Race Bike 

$29 

Mortal Kombat 

$24 

ADD Collectors Ediln 3 

$19 

Hero’s Mght & Mage CDS39 

Quantum Gate WIN CD $45 

StarTrk: Sir Fit Acd CD $48 

Allen 3 

$29 

Novastorm CD 

$36 

Absolute Zero CD 

$41 

Hexx: Heresy of Wizard $29 

Quarantine 

$35 

Stellar 7 CD 

S12 

Alien Breed 

$19 

Out of this World WIN 

$19 

Al-Oadim: Genie’s Curs $42 

Hunters of Ralk CO 

$54 

Quarantine CD 

$39 

Surf Ninjas 

$5 

Aliens Ate My Babysittr 

$27 

Oxyd Magnum 

$36 

Al-Qadim CD 

$39 

Ishar 3 CD 

$33 

Quest for Glory 3 

$24 

System Shock 

S47 

Animation Classics 2 

$42 

Pick’n Pile 

$19 

Alien Legacy 

$36 

Kingdoms Far Rchs CD $40 

Quest for Glory 4 CD 

$44 

System Shock CD 

$47 

Breakthru WIN 

$35 

Pinball Dreams Dl Disk $18 

Alien Legacy CD 

$39 

Knght of Xentar PG 13 

$44 

Relentless: Twinsn's Ad $47 

Terminator 2029 

$24 

Cannon Fodder 

$22 

Pinball Fantasies 

$29 

Amberstar 

$12 

Knght of Xentr NRISUp $5 

Relentiss: Twnsn Ad CD$47 

Terminator 2029 Op ScrS19 

Cannon Fodder CD 

$22 

Power Rangers CD 

$25 

Arborea Journy Inr Snt 

$34 

Lands of Lore 

$34 

Return of the Phantom 

$34 

Terminator Rampage 

$42 

Corpse Killer CD 

$48 

Prehlstorik 

$16 

Arena: Elder Scrolls 

$39 

Lands of Lore CD 

$41 

Return Zork DOS or CD $44 

Terminator Rampg CD 

$45 

Creepers 

$26 

Raiden 

$29 

Bard's Tale Constructn 

$12 

Legacy: Realm OfTerrorS39 

Return to Zork Anih CD $12 

Terror of the Deep 

$35 

Crime Patrol CD 

$35 

Raiden CD 

$36 

Captain Blood 

$9 

Lord of the Rings V1or2S15 

Return to Zrk wAnth CD $44 

Terror of the Deep CD 

$36 

Crystal Caliburn WIN 

$29 

Rebel Assault CD 

$44 

Champions of Krynn 

$12 

Lord of Rings 1 or 2 CD $38 

Riflwar Legacy VGA 

$23 

The Dig 

$40 

Dragon's Lair 3 

$34 

Rise of the Robots 

$45 

Character Editors 


Lord of the RingsV1&2S19 

Rirgworld 

$19 

The Journeyman Prj CDS32 

Dragon's Lair CD 

$34 

Rise of the Robots CD 

$46 

{Specify Game) Each 

$16 

Lords of Midnight CD 

$48 

Ringworld CD 

$19 

The Jrnymn Sp Ed CD 

$47 

Dragon’s Lair Sng's Cst 

$34 

Silverball 

$29 

Cobra Mission 

$29 

Loremaster 

$9 

Robocop 3 

$32 

The Prophecy 

$19 

Dragons Lair 2 CD 

$39 

Silverball 2 

$19 

Curse of Azure Bonds 

$15 

Magic Candle 3 

$9 

Robot City CD 

$48 

Touche 

$39 

Dragn's Lr2 MPEG CD 

$42 

Sink or Swim 

$19 

Cyber Space CD 

$38 

Matrix Cubed 

$9 

SDI 

S6 

Tuneland CD 

$48 

Drug Wars CD 

$35 

Sink or Swim CD 

$19 

CyberJudas CD 

$48 

MegaTraveller:Zhodani 

$6 

Sam & Max Hit the Rd 

$19 

Ultimate Domain 

S39 

Eight Ball Deluxe 

$31 

Slam City CD 

$48 

Cyclones DOS or CD 

$44 

MegaTraveller 2 

$12 

Sam & Max Hit Rd CD 

$42 

Ultimate Domain CD 

$36 

Fire & Forget 

$16 

Sleepwalker 

$21 

Oaemonsgate 

$27 

Menzoberranzan 

$47 

Screen Antics WIN 

$19 

Under Killing Moon CD 

$54 

Glider 4.0 

$29 

Soccer Kid 

$19 

Daemonsgale CD 

$19 

Menzoberranzan CD 

$47 

Secret Monky Island CDS21 

Voyeur CD 

$46 

Qobliiins 3 

$19 

Soccer Kid CD 

$25 

Dark Sun CD 

$49 

Might & Magic 4 

$19 

Secret Monkey Island 2 

'$21 

Walker 

$32 

Gorg CD 

$19 

Space Ace MPEG CD 

$42 

Dark Sun 2: Wk RavngrS47 

Might & Magic 5 

$19 

Shadow Caster 

$18 

Warriors of Legend 

$18 

Incred Machine 2 WIN 

$29 

Space Ace 2 

$34 

Daughter of Serpents 

$9 

Pirates Gold 

525 

Shadow of Comet CD 

$29 

Where Spe Carmn DIx 

$39 

Incredible Toons 

$29 

Space Pirates CO 

$39 

Demon Hunter 

$42 

Pool of Radiance 

$15 

Simon the Sorcerer 

$18 

Where in Time Carmen 

$29 

Ishar3 

$33 

Street Fighter Cmp CD $22 

Disciples of Steel 

$34 

Prolostar 

$19 

Skull Cracker CD 

S41 

Where USA Crmn DIx 

$45 

Jump Raven CD 

$42 

Street Fighter 2 

$23 

Dragon Lore CD 

$34 

Ravenloft CD 

549 

Space Quest 4 VGA 

$28 

Where in USA is Crmn 

529 

Jurassic Park CD 

$25 

Street Fightr 2 Cmpl CD$22 

Dragons of Flame 

$9 

Ravenloft: Strahd's Psn $48 

Space Quest 4 CO 

$12 

Where in World Carmn 

$29 

Lode Runner WIN 

$38 

Supr Arcd Games CO 

$16 

Dungeon Master 

$29 

Realms of Arkania 

$25 

Space Quest 5 VGA 

$15 

Where World Crmn DIx 

$44 

Mad Dog McCree CD 

$35 

T2:Afcade Game 

$23 

Dungeon Master 2 

$37 

Red Crystal 

$21 

Space Ship Brainick CD$49 

Where in Wrld DIx CD 

$54 

Mad Dog McCree 2 CO 

$35 

Take-A-Brk Pinball WIN 

' $19 

Dungeon Master 2 CD 

$48 

Return to Ringworld CD $44 

Spawn 

$42 

Who Kilid Sam BprtCD 

$24 

Magnallux Runner 

$29 

Tetris 

$15 

Elvira 2 Jaws Cerberus 

$16 

Riftwar Legacy CD 

$23 

Spellcasting 101 

$16 

Wing Com Ultima 6 CD 

$29 

Mega Man X 

$23 

Tetris Gold CD 

$32 

Eye of the Beholder 1 

$14 

Rings of Medusa 

$9 

Star Base 

$42 

Wolf: Hunt or Be Huntd 

$39 

Metals Lace NR13 

$27 

Titan 

$16 

Eye of the Beholder 2 

$19 

Rings of Medusa Gold 

$18 

Star Reach 

$36 

Wolf: Hnl Of Be Hnl CD 

$39 

Metals Lace NRISUp 

$5 

Tubular Worlds 

$36 

Eye of the Beholder 3 

$19 

Rings Medusa Gold CD $23 

StarTrek 25 Anvrsr CD $51 

Wrath of Gods CD WIN 

$44 

Microcosm CD 

$42 

Welltris 

$15 

Fire King 

$24 

Robinsn’s Requiem 

$33 

StarTrek 25th Anvrsry 

$26 

Yserbius 

$26 

Microsoft Arcade WIN 

$29 

Who Shot John Rck CO $34 

Flames Freedom MWII 

$19 

Robinsn’s Requiem CD $33 

Star Trk Judgml Ris CD $42 

Zombie Dino CD 

$40 

Mirage Thunder 

$39 

Wild Streets 

$16 

Gateway Savage FrontrS32 

Rome: Pathway to Pwr 

$29 

StarTrk NG Cllct EdCDS79 

Zorro 

$39 

Monty Pythn Cmpll CD 

$54 

Wrath of the Demon 

$21 

Hell CD 

$45 

Secret Silver.Blades 

SIS 


Circle Reader Service ff54 
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•FIFTH FLEET’ 

Modem naval war- 
fare is putting you 
in command of a 
carrier battlegroup 
in the Persian and 
Indian Oceans. 
Your battlegroup 
can include Nimitz 
aircraft carriers 
with a full comple- 
ment of Tomcat, 
S-3B Viking, and 
Hornet aircrall, 
and other support 
vessels. S38 



'UNDER A KILL- 
ING MOON' 
Transports you to 
the virtual world of 
fresty detective 
Tex Murphy. New 
feature allows you 
to save and splice 
scenes together. 
Digitized voices & 
sound effects and 
an amazing level 
ofdetaii&freedom 
of movement 
make this game 
stunning. CD $54 





‘CH FLIGHT 
STICK PRO’ The 
ultimate battle 
stick for computer 
pilots! Features al- 
low you to activate 
radar and arm and 
disarm weapons 
without moving 
your hand trom the 
stick. Has trigger 
and 3 fire buttons. 
SPECIAL OFFER!! 
WHEN BUNDLED 
WITH X-WING 
ONLY $72 



IBM ROLE PLAYING 


IBM HINT BOOKS 


IBM HINT BOOKS 


IBM HINT BOOKS 


IBM HINT BOOKS 


FREE 

STRATEGY 

PL. U3! 

Recieve an issue of Strategy Plus maga- 
zine FREE with every IBM software order. 
Offer subject to change or cancellation with- 
out notice. Valid from Novemver 1 st to De- 
cember 31 st or while supplies last. 


‘BUREAU 13’ There's a plot to manipulate the gov- 
ernment through paranormal phenomenon. You must 
prevent this. Offers obstacles where your ability to inter- 
pret situations will determine your success. CD $39 


’SORORITY 
HOUSE’ The most 
entertaining game 
on CD. If you suc- 
cessfully collect all 
the items for your 
fraternity pledge re- 
quire-menls, you'll 
get an unlorget- 
table physical edu- 
cation. But there are 
three people work- 
ing against you: 
housemother, rent- 
a-cop, and pool 
boy. (R) CD $49 


M/tjoififi iir/atA.£utnyirJ!fli/ 


Sentinel Worlds 1 S9 
Shadow Caster CO $44 
Shadow Sorcerer $9 

Sherlock Holmes 2 CD S29 
Sherlock Holmes 3 CD $39 
Skyrealms ol Jorune $39 
Skyrealms of Jrune CD $39 
SpeliJamrPirales Spc $16 
Star Trail: Rims Arkania 2S41 
Star Trail Scenario Disk 821 
SlarTrk Dp Spac9 CD $41 
Startrek Next Gentn CD $55 
Stonekeep CD $46 

Stronghold $36 

Summoning $16 

Suprhero Lg. ot HoboknS34 
Suprhro Lg. Hobokn CD$34 
Sword of China $42 

Syndicate $37 

Syndicate Plus CD $40 
Tales Magic:Prphc Shdw S9 
Terran Envoy S9 

Treasures Savag Fronlr $9 
Ultima 6 False Prophet $19 
Ultima 7 Series Cpit CD $29 
Ultima 8 CD w/spch pk $33 
Ultima 8: Lost Vale $21 
Ultima 8: Pagan $27 

Ultima 8; Speech Pack $17 
Ultima Uworld 1 & 2 CD $29 
Ultima Uwrld 2 Labyrnlh$48 
Ultima Uwrld Stgn Abys $21 


Unlimited Adventures $19 
War of the Lance $9 

Waxworks $14 

Witch World $42 

Wizardry 6 Cosmic Frg $22 
Wizardry 7 Crusaders $1 9 
World of Xeen CD $40 


Alphabet Blocks CD WIN $5 
Annbl's Ancnt Egypt CD $52 
Audbns Mmd Mmls CD $26 
Begin Reading CD WIN S5 
Castle of Dr Brain VGA $19 
Daily Number Busters $30 
Dyno-Quest $9 

Early Math CD WIN $5 
EcoQust Srch tor Cetus $29 
EcoQuest VGA $32 

Fatty Bear's Bday Srpr $32 
HonorbI Gde to Mth CD $24 
Island Ol Dr. Brain VGA $29 
Island of Dr Quandry S26 
Kid Writer $29 

Kid's Typing CD WIN S5 
Last Chnce to See CD $29 
Llnkword-Spanish $19 
Mario is Missing $44 
MIlmdia: Vivaldi win CO $24 
Orbits: Voyg Solar Sys $24 
Oregon Trail WIND CD $39 
Print Shop Deluxe $49 
Print Shop Dlx Bus Grph$26 
Prof Zny's Givewys CD $29 
Putt RGs to Moon CD $44 
Putt P. Joins Parade CDS32 
Putt Putts Fun Pak $19 
Quarky Quys's Trb Sci $29 
Scooter's Magic Castle $32 
Secret Island Dr. Oudry $29 
Slater & Charlie CD $12 
Software Twrks Rfr CD $79 
Spelling Blizzard CD WINSS 
Spelling Jungle CD WIN $5 
Stlckybear Reading $24 
Super Solvers SpelIbnd $29 
SS: Gizmos & Gadgets $26 
Wild BlueYndr Ep 1 CD $38 


11th Hour Official SIrat 

$16 

Fred Pharks Fron Phrm $10 

Might & Magic 4 

$16 

Secret Silver Blades 

$12 

A-Train 

$16 

Gabriel Knight 

$10 

Might & Magic 5 

$16 

Shadow Caster 

$14 

Aces Over Europe Strat $1 6 

Gateway Savge Frontr 

$12 

Might & Magic Cmpdm $16 

Shadow of Comet Strat 

516 

Across the Rhine Strat 

$16 

Global Conqust Bk w/dkS21 

Off Bk Leisr St Lrry 2nd $14 

Sherlock Holmes Strat 

$16 

Advent Willie Beamish 

$10 

Goblilins 

$10 

OH Gd Kng Qst 3rd Ed 

$16 

Sim City 2000 Strategy 

$16 

Aegis: Guardn of Fleet 

$16 

Gold Rush 

$10 

Oil Bk ol Ultma, 2nd Ed $16 

Sim Earth 

$16 

Aircombat Pacilic Strat 

$16 

Gunship 2000 

$16 

Oil Gde Wilco's Spc Ad $14 

Sim Farm Gde: Almanc 

$16 

At Qadim 

$12 

Hand ol Fate 

$12 

Outpost Strategy Guide $16 

Simlile Official Strategy 

$16 

Alone In the Dark2 

$10 

Harpoon 2 Stratgy Gde $19 

Pacific Strike PlylsIrGd $14 

Simon the Sorcerer Hnt 

$12 

Arena 

$12 

Hear! of China 

$10 

Police Quest 1 

$10 

Sky Realms of Jorune 

$12 

Atari Jaguar Off. Secrts 

$14 

Inca 2 

$10 

Police Quest 3 

$10 

Sonic Strategy Guide 

$16 

Bioforge 

$12 

Indi Jones 4 Ft Atlantis 

$12 

Pool of Radiance 

$12 

Space Quest 2 

$10 

Blue Force: Next of Kin 

$12 

Indy Jones Grtx Adv 

$12 

Pools ol Darkness 

$12 

Space Quest 3 

$10 

Castle Wollstn SprOeslS14 

Inherit the Earih 

$12 

Populous 1 & 2 Off Strl 

$16 

Space Quest 4 

$10 

Castle of Dr Brain 

$10 

Jagged Alliance 

$16 

Power Monger Strategy $16 

Star Trail 

$16 

Champions of Krynn 

$12 

Jetfighter 2.0 

$16 

Powermongor 

$10 

Star Trek 25th Aniv 

$12 

Civilization 

$16 

King’s Quest 4 

$10 

Privateer Playlstr's Gds 

iS14 

Star Trek Judgemt Rls 

$12 

Colonel's Bequest 

$10 

King's Quest 5 

$10 

Protoslar 

$12 

Strike Commd Off Book 

516 

Colonization: Ofticial StrS16 

King's Quest 6 

$10 

Quest For Clues 2 

$21 

Stunt Island 

$16 

Computer Adv Gm Serf $16 

Laura Bow 2 HintBook 

$10 

Quest For Clues 3 

$21 

Subwar Otflcial Stratgy 

$16 

Conquesls Robin Hood $10 

Leisure Suit Larry 1 

$10 

Quest for Clues 4 

$21 

Summoning 

$12 

Conquesls of Camelol 

$10 

Leisure Suit Larry 2 

$10 

Quest for Clues 5 

$16 

System Shock 

$12 

Curse ol Azure Bonds 

$12 

Leisure Suit Larry 3 

$10 

Quest for Clues 6 

$16 

Tie Fighter Strategy Gd 

$16 

Cyclones 

$12 

Leisure Suit Larry 5 

$10 

Quest lor Glory 3 

$10 

Treasures Savg Frontr 

S12 

Dark Queen ol Krynn 

$12 

Leisure Suit Larry 6 

$10 

Quest for Glory 4 

$10 

Tunnels & Trolls 

$12 

Dark Sun 

$12 

Lemmings /disk 

$16 

Quest lor Glory Stratgy 

$19 

Ultima 6 

$10 

Dark Sun 2 

$12 

Loom 

$12 

Questbusters 

$18 

Ultima 7 

$12 

Day of the Tentacle 

$12 

Lord of Ihe Rings VI 

$14 

Ouesibusters 2 

$18 

Ultima 7 Pentology 

$12 

Doom 2 Otflcial StrategySIG 

Lord of Ihe Rings V2 

$12 

Ravenlolt 

$12 

Ultima Avatar Advntr Bk 

$16 

Doom Batllebook 

$14 

Lost Files Sherick HIms $14 

Realms of Arkania 

$16 

Ultima U Stygian Abyss 

$12 

Dracuia Unleashed Slral$16 

LucasArls AdvenlrBk 

S16 

Rebel Assit Insidrs Gde 

$16 

Ultima UW 2 World Lab 

$12 

Dungeon Master 

$12 

LucasArls Air Cmbt Slrl $16 

Return to Zork 

$10 

Under Killng Mn Off Str$16 

Dynamix Great Wr Pins $16 

Manhunler San Franc 

$10 

Return to Zork Adv Gde 

$16 

VVictory 

$16 

EcoQuest Search Celus$l0 

Master ot Orion Off, Sir $16 

Rise ol Ihe Dragon 

$10 

Wing Armada Plytst Gd 

$12 

Eye of the Beholder 

$12 

Matrix Cubed 

$12 

Rise of Drgn SEGA CD $12 

Wings of GIry Plytst Gd 

$12 

Eye of the Beholder 2 

$12 

Monzoberranzan 

$12 

Sam and Max 

$12 

Wizardry 6 Cosmic Frg 

$12 

Eye of the Beholder 3 

$12 

MS Space Sim Off, Sir 

$16 

Sea Wolf Strategy Gde $16 

Wizardry 7 

$16 

Fleet Defender Off. Sirt $16 

Might & Magic 1 S 2 

$12 

Secret Monkey Island 

$12 

X-Wing Oflicial Sirt Gd 

$16 

Flights of 13 Mike 

$16 

Might & Magic 3 

$16 

Secret Monkey Island 2 $12 

Yserblus 

$12 
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'FLIGHT COM- 
MANDER 2’ You 
are in command 
oi the strike force 
hunting scud sites 
during operation 
Desert Storm, or 
leading a weasel 
flight into North 
Vietnam. A sce- 
nario generator 
lets you dictate 
opponents, level 
of difficulty, and 
specify different 
time periods. $39 



‘HARPOON 
CLASSIC The 
first serious, un- 
classified computer 
simulation of how 
best to conduct a 
major campaign at 
sea. Offers the ex- 
citement and ten- 
sion of a simulated 
battle based on 
fact. Over 200 sce- 
narios and every 
add-on product 
produced for the 
original. CD $28 


■INTERACTIVE 
ENTERTAIN- 
MENT CD MAG’ 
is a monthly CD 
ROM publication 
covering the com- 
puter gaming in- 
dustry. Every epi- 
sode features hun- 
dreds of screen 
shots and hours of 
digitized speech 
describing the hottest upcoming releases. Features 
interactive video interviews with industry celebrities. 
Get definitive reviews of the latest releases, along with 
previews of upcoming games. CDS10 




‘HEROES OF 
MIGHT & MAGIC 
is the newest in 
fantasy wargam- 
ing. Conquer the 
world through the 
strategic use of re- 
source manage- 
ment and battle 
savvy. Features up 
to three custom- 
izable computer 
warlords, stunning 
SuperVGA graph- 
ics, and dynamic 
sound. CO $39 


‘DARK FORCES' 
Capture the Death 
Star plans and in- 
filtrate the Empire's 
secret facility to 
stop a new army of 
mechanized, super 
storm-troopers. 
Features richly de- 
tailed 3D environ- 
ments, first person 
perspective, com- 
pelling new Star 
Wars plot and 
more than a dozen 
worlds. CD $46 


TREE GAME OFFER 

Spend the specified amount on any in stock software and 
choose a tree IBM game from the corresponding list below. 
Offer subject to change or cancellation w'lhout notice. Valid 
from Dec 1st through Jan 30th or while supplies last. Request 
must be made at time Of order. 

SPEND $75 GET 

Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Re- 
venge 5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25, 
Tlnles 3.5/5.25, Microleague Baseball Managers Challenge 
5.25, Microleague Football 2 3.5. Time Out Sports Baseball 
3.5, MacArlhur's War 5,25, Coffee Break Colleclion CD 

SPEND $150 GET 

RailroadTycoonS.S. Ma^Candle35.25, Mercenaries 525. Diagon 
Force 5.25, Command HO 3.5, F 15 SE 2 3.5, Red Storm Rising 3.S, 
Battles of Destiny 3.5, Heirs to the Throne 35, Warlords 525 



IBMBUNDLE5 ■ IBMBUNDLEB H IBM BUNDLE5 H IBM 5IMULATIONS H IBM5IMULATI0NS ■ IBM$IMULATiON5 


7lh Guest Dune Bndl CDS36 

Lost Treasrs (niocm CD $34 

Space Oust Bundle 1-4 $42 

Baftlecruiser 3000 

$43 

Formula l 

$24 

MS Flight Sim 5 Euro 1 

$26 

Access Super Bundle S34 

Infidel, Lurking Horror, 

Spellcasting Bundle 

$29 

Blue Max Aces Grl War 

S9 

Frontier Elite 2 

$36 

MS Fit Sm 5 Euro 1 CD 

$26 

Amazon and Martian 

Deadline, Witness, 

Strike Cm PrivtrBdl CO $43 

Chopper Pack CD 

$38 

Grand Canyon Scenery $16 

MS Flight Sim 5 Ls Vgs 

$33 

Memorandom 

Suspect, Ballyhoo, 

TskFfCl942wRSRCD$35 

Chopper Strike CD 

$52 

Grand Prix 500 2 

$14 

MS Fit SmSUVgsCC 

iS33 

Air Combat Classics S22 

HitchHiker’s Guide/Galaxy, 

The Victory Pack 

$39 

Combat Classics 2 

$19 

Great Naval Ball 2 CD 

$39 

MS Flight Sim 5 Paris 

$29 

Their Finest Hour 

Suspended, StarCross, 

Top 50 Games DOS CD$26 

Cyber Race CD 

$32 

Gunship 2000 VGA 

$23 

MS FltSim5Prtlnd CD 

$33 

Battle Hawks 

MoonMist, PlanetFall, 

Turning Point 

$29 

Cyclemania CD 

$34 

H.A.W.C. CD 

$35 

MS Flight Sim 5 DC 

$29 

Secret Weap of Luttwaff 

SlalionFall, Enchanter, 

Gettysburg, Spanish 


D-Day: Oprtn Ovrird CD $39 

Harrier Assit SVGA CD 

$44 

MS Fit Sm Fit Shp CD 

$44 

All Star Sports Clict CD $23 

Sorcerer, SpellBreaker, 

Armada, Waterloo 


Dawn Patrol 

$41 

Heroes ol the 357th 

$12 

MS Space Stmulair 1,0 

$44 

Allied Forces S9 

Zork 1-3, Beyond Zork, 

Ultima Bundle 1-6 CO 

$29 

Delta V 

$39 

Indy Car Racing 

$37 

Mig 29 Fulcrum 

$29 

Ml Tank Platoon, Gunship 

Zork Zero 

Ultima Trilogy 2 

$46 

Descent 

$31 

Indy Cr Race Add. 1or2 $22 

Mig 29 Gold CD 

$49 

Award Bundle S44 

Lost Treasrs Intern 2 COS25 

Ulrima 4-6 


Dream Web CD 

$34 

Inferno DOS or CD 

$44 

Nascar Racing 

$39 

Kings Oust 5, Red Baron, 

Border Zone, Plundered 

Wing Cmm 1&2 DIx CD 

$32 

Elite Plus 

$19 

Iron Angel DOS or CD 

$39 

Nascar Racing CD 

$47 

Rise of the Dragon 

Hearts, Bureaucracy, 

Wizardry Trilogy 

$33 

European Racers CD 

$29 

Jet Fighter 3 CD 

$48 

Navy Strike DOS ro CD 

$40 

Award Winning Wrgms $39 

Cutthroats, A Mind For 

Wizardry Trilogy 2 

$33 

Evasive Action 

$34 

Jet Pack CD 

$39 

Operation Combat 

312 

Award Win Wargms CD S39 

Voyaging, Hollywood Hi 



Evolver 

$38 

Jump Jet 

$39 

PT Boat Simulator 

$16 

Dynamix Bundle 1 $24 

Jinx, Seastalker, Sherlock 

■ 


F117A Stealth Fighter 

$23 

Kawasaki Super Bikes 

$24 

Pacific Strike 

$44 

A-IOTank Killerl.5 

Holmes; Riddle of Crown 

■ leividiiviULAiiund ■ 

F15 Strike Eagle III 

$34 

Lawn Mower Man CD 

$35 

Pacific Strike Speh Pk 

$17 

Heart of China 

Jewels, Wishbringer, 



F40 Pursuit Simulator 

$16 

Life and Death 2 

$24 

Pheonix Fighter CD 

$48 

Sleller? 

Nord and Bert , Trinity 

ATP 2.0 (blue) 

529 

Falcon 3.0 

$36 

Lightspeed 

$9 

Power Boat Simulator 3 

$42 

EA Top Ten Pack CD $32 

Lucas Classic Adventrs $36 

A320 Airbus 

$29 

Falcon 3 S3 FA 1 8 Hrnt 

$32 

Lode Runner CD 

$38 

Power Politics WIN 

$12 

Eye of Beholder Colic! $49 

Indiana Jones, Secret 

AH-64 B Longbow 

$54 

Falcon 3 Si FighI Tiger 

$24 

Lunar Command 

$19 

Privateer DOS or CD 

$48 

Eye of Beholder Tril CD $51 

Monkey Island 1. Maniac 

Aces of the Deep CD 

$47 

Falcon 3 S2 MiG 29 

$32 

Ml Tank Platoon 2 

$44 

Privateer Sp Ops 1 or2 

$19 

Falcon 3,0 wThrst FCS $99 

Mansion 

Aces of the Pacific CD 

$38 

Falcon AT 

$16 

M4; Sherman Tank WIN $34 

Rally 

$29 

Five Fool Ten Pack CD $29 

Maximum Ovrkill W Dk $44 

Aces over Europe CD 

$38 

Falcon Gold CD 

$50 

Magic Carpet CD 

$44 

Reach for the Skies 

$19 

Gateway Collection 1&2S36 

Megaforlress Mega-Pk $38 

Across the Rhine CD 

$47 

Fast Attack CD 

$48 

Mantis Expert Fir VGA 

$29 

Real Weather Pilot 

824 

Intrplay’s lOYr Anth CD $44 

Megafortress & MD 1 

AIrCbt Pacific 1942 CD $48 

Fighter Duel Pro 2 

$33 

Maxim Ovricill Bdl CD 

$42 

Red Brn AlOTnk Kll CDS39 

Mindshadow, Tass Time, 

Megaforlress 3-0 Editor 

AirCbt Pac. 1942 Sol 

$32 

Fighter Wng DOS or CD$39 

Maxim Overkill MD 2 

$32 

Red Baron wMsn Buildr 

$29 

Bard's Tale, Wasteland, 

Merit CD Megapack CD $1 8 

Air Cbl Srs: Nvy Firs CD$47 

Fleet Oefndr F14 Tomet 

$42 

Mech Commndr or CD 

$42 

Renegade CD 

$48 

Dragon Wars, Battle Chss. 

Perfect General Trilogy $34 

Air Warrior SVGA CO 

335 

Fleet Defender Plus CD 

'$43 

Mech Fro: Iron Assit CD $39 

Road & Trek Grnd Prix 

$19 

Lord ot the Rings, Castles, 

Perfect General 

AifWrrior2 00S or CD 

$34 

Fleet Defender Seen 1 

$32 

Mechwrr 2 DOS or CD 

$46 

Sailing Simulator 3 

$49 

Star Trek 25lh Anniversry, 

Greatest Battles of 201h C 

Armored Fist CD 

$47 

Flight Light DOS or CD 

$19 

Mechwarrior 2 Add-on 

$18 

Scenry Clltn Grt Britain 

$12 

Out of this World 

WW2 Battles 

Armour Geddon 

332 

Flight Sim ToolKil 

$58 

MegaFortress 

$12 

Sea Wolf CD 

$44 

King's Quest Anthol CD $54 

Power Hits: Battlelech $22 

Army Air Corps: 1942 

$48 

Flight SmT-kl WW2 CD 

'$19 

Megaforlress Miss Disk 

$26 

Seal Team 

$26 

Land Sea Air 2 $24 

Ballletech 1, Battlelech 2, 

Art ol the Kill 

$24 

Flight Sim Toolkit Sen 2 

$19 

Megarace CD 

$39 

Seaworthy CD 

$18 

Command HQ 

Mech Warrior 

Assignment Miami 

$9 

Flight Unlimited CD 

$48 

Mefal Tech; Batttdrome 

$34 

Sort Weap Ex3He162 

$21 

Red Storm Rising 

Power Hits: Battileh CD $19 

B17FlyForlwSS2CD 

$37 

Fly the Grand Canyon 

$29 

Metaltech: Earth Siege 

$44 

Shuttle CD 

$24 

F1 5 Strike Eagle 

SSI’s Fantasy Fest CD $39 

Battle Command 

$6 

Flying Circus 

$39 

Metaltch 2: Speech Pk 

$20 

Silent Service 2 

S21 

Lemming’s 1 & 2 CD $28 

Space Quest Anthol CD $48 

Battle of Britain 2 WIN 

$34 

Formation Attack CD 

$46 

Microsoft Flight Sim 5.0 

$44 

Sim City CIsc Grph 1S2 $14 


Circle Render Ser\'ice #54 


CGW JAN 










OUinO O niTO Call800-699-4263 Fax802-767-3382 

WmIiO 0( Dl I W r*'' Source 10172 


INC. 


PO Box 234 Dept 10172 Rochester, VT 05767 



'OPERATION 
BODY COUNT’ 
Mass chaos 
erupts when mili- 
tant terrorists take 
over the United 
Nations Towers. 
Waste all enemies 
on your mission to 
save the hos- 
tages. Offers mo- 
dem and network 
ptay. 40 floors of 
intense battles 
and multiple 
weapons. CDS29 



‘STAR TREK; 
NEXT GENERA- 
TION' The crew is 
al) here. You are 
part of an original in- 
teractive mystery 
that will take you 
from Federation 
space to shields-up 
confrontations. Of- 
fers voice-overs by 
the stars, control 
any of the seven 
main characters 
and command of 
the ship, CDS55 





IBM SPORTS 


IBM STRATEGY 


IBM SPORTS 


IBM STRATEGY 


IBM STRATEGY 


■LEGEND OF 
KYRANDIA 3: 
MALCOLM'S RE- 
VENGE’ In the lat- 
est installment in 
the classic Fables 
and Fiends Se- 
ries, we'll find out 
if Malcolm gets his 
long deserved re- 
venge, Offers out- 
standing 3D back- 
ground scenes & 
animations and a 
new symphonic 
score. CD S39 


■UROTSUKIDOJr 
According to leg- 
end, the Over- 
fiend is brought to 
life every 3000 
years through the 
body of a human 
to destroy the ex- 
isting world and 
unite the three di- 
mensions. is 
there any hope for 
humanity? Will the Legend of the Overfiend become 
reality? From the geniuses who created Space 
CruiserYamato, this is the masterpiece that launched 
a new genre of animation. Not for kids! CD S24 


FREE 

INTERACTIVE 

ENTERTAINMENT! 

SIEGE INCLUDED! 

Request your FREE Interactive Entertainment 
Episode 7 with any in stock CD ROM software 
order. Offer subject to change or cancellation 
without notice. Request must be made at time 
of order. Valid from November 15lh to Decem- 
ber 31 st or whiie supplies last. Quantities limited. 


SimTower 

S42 

APBA Baseball $24 

Microsoft Golf WIN $48 

I8II1 Air Squadron 

$36 

El Fish 

834 

Lost Vikings 

$12 

Space Clipper 

342 

American Coll Fball '94 S3B 

Microsoft Golf CD $48 

A Train W Construct SelS36 

Empire Deluxe 2 

$38 

Maelstrom 

$23 

Spectre VR CD 

S42 

Barkley: Shut Up & Jam $42 

NBA Jam $44 

Advanced Civilization 

$34 

Empire DIx Msl Edit CD $22 

Master of Magic 

$40 

Speed Racer 

S19 

Baseball for Windows $46 

NFL Chall Premium Ed $59 

Airbucks 1.2 

$26 

Empire DIx Seen 1 

$21 

Master of Orion 

$39 

Star Crusader CD 

$39 

Blood Bowl DOS or CD $34 

NFL Coaches Club $34 

Archon Ultra 

$32 

Empire Deluxe WIN 

$19 

Mega Lo Mania 

$19 

Star Crusader MD/SpchS19 

Brett Hull Hockey $42 

NFLCoachsClb Ex Dk $19 

Arctic Baron DOS ro CD$29 

Evn Mro inerd Mch win 

$26 

Merchant Prince 

$37 

Starlord 

S39 

Empire Soccer '94 $29 

NFLCoachsClubFB2 $44 

Battle Bugs 

$37 

Fantasy Empires 

$39 

Millenium Auction CD 

$46 

Strike Commander 

$26 

FIFA Inlernatnal Soccer $36 

NFL Video Foolball $12 

Battle Isle 2 CD 

$45 

Fantasy Fieldom CD 

$48 

Millnm Aucin Clll Ed CD $25 

Strike Commd Sp Ops 1S22 

Front Page Football Pro $29 

NHL Hockey $43 

Battle Isle 2200 CD 

$34 

Fort Apache 

$19 

Nobunaga's Ambition 2 

$34 

Strike Commd Spch PakS19 

Front Page FB Pro '95 $44 

NHL Hockey '95 CD $40 

Battle of Chickamagua 

$38 

Frantic Factory WIN 

824 

Outpost WIN CD 

$42 

Sub Battle Simulator 2 

S39 

Front Page Sports BB $44 

PGA Tour Golf 486 CD $47 

Battles of Destiny 

$19 

Front Lines 

$39 

Oulpsl Pint Add On CD 

$33 

Sub War 2050 Plus CD 

$40 

Front Pg Sprt BB Ex Dk $29 

PGA Tour Golf Course 1317 

Black Beard 

$35 

Genghis Khan 2 

$34 

Patrician CO 

$36 

Subwar Scenario Disk 

$32 

Front Pg Spf FB Pro Up $29 

PGATourGolfLfdEd $19 

Breach 3 

$34 

Getlysburg: Turning PnlS15 

Pax Imperia 

$39 

Syndicate SI Amer Rvlt 

$20 

Hardball 3 Coilection $39 

PGA Tour Golf WIN $26 

Buzz Aldrin Rc Spc CD 

$39 

Global Domination 

$34 

Perfect Genral 2 or CD 

$35 

TFX: Tactical Ftr Exper 

$35 

Hardball 3 Players Dsk $16 

Planet Soccer $29 

Caesar 

$24 

Goldol the Americas 

$24 

Perfect Genral S2 20th 

$23 

Task Force Admirals Pk 

$39 

Hardball 4 DOS or CD $34 

Pro Tennis Cup $38 

Campaign 2 

$36 

Grandest Fit DOS orCD $32 

Perfect Genral S WW2 

$16 

Test Drive 3: Passion 

$19 

HrdblUMLBPAAdd On $14 

Proleague Baseball '94 $35 

Capilalisl Pig WIN 

819 

Great Nav Bat Admrl Pk$19 

Pirates Gold WIN 

$48 

Test Pilot CD 

S44 

(ce Hockey CD $28 

Proleague Football '94 $29 

Carriers at War Cnsi Kii 

IS25 

Hammer of Gods or CD $39 

Populous 2 

$25 

The Big One 

$29 

Jack Nckis GIdn Br Ed $34 

QuarterPole $29 

Castles 1 or 2 ea. 

$19 

Hannibal 

$26 

Powr House WIN orCD 

$39 

The Big One CD 

$26 

Jack Nicklaus Golf CO $39 

Road to Final Four 2 338 

Castles 2 CD 

$48 

Harpoon 2 

S39 

Powermonger 

$19 

Theme Park 

$38 

Jack Nicklaus Signtr Ed $27 

Serious Soccer $18 

Castles Northern Cpgn 

$12 

Harpoon 2 Battle Set 1 

$26 

Projet USA DOS or CD 

$29 

Tie Fighter 

$45 

Jack Nicklaus SECrs 2S16 

Tie Break Tennis $9 

Celtic Tales: Balor Evil 

$39 

Harpoon Challenger Pk S24 

Prolostar CD 

$19 

Tie Fightr Mn Dk 1 or 2 

$19 

Links Crs 2 Firestone $17 

Time Out Sports Bsball $16 

CivilizalionWIN 

$48 

Heirs to the Throne 

$19 

Rags lo Riches 

$36 

Tornado 

$4B 

Links Pro 386 Golf $32 

Time Out Sports Bsktbll $39 

Clash of Steel 

819 

High Seas Trader or CDS39 

Railroad Tycoon ClassicS19 

Tower DOS or CD 

$42 

Links Pro 486 CD $49 

Tom Landry Foolball ’94S16 

Cohort 2 

$18 

Hollywood Mogul 

$39 

Railroad Tycoon 2 (DIx) $24 

Train Engineer 

$29 

Links Pro Cl Mna Kea $19 

Tony LRussa CIsc Slad $12 

Colonization DOS orCC 

I $48 

Humans CD 

$22 

Reach for Ihe Stars 

$24 

U-Boat 2 

$36 

Links Pro C2 Pinehurst $16 

Tony LaRussa BB 1991 $12 

Command and ConquerSSB 

Incredible Machine 2 

S3B 

Realms 

$16 

Voice Commander Bdle 

■316 

Links Pro C3 Banff Spr $19 

Tony LaRussa BB 2 CD $46 

Conquered Kingdoms 2 $36 

Jagged Alliance CD 

$46 

Reunion DOS orCD 

$33 

Wing Commander 2 

$26 

Links Pro C4 Belfry $19 

Tony LaRss BB2 92 Tm $14 

Conqurd Kingdms Sc 1 

$12 

Jaggd Alliance Spch Pk 

$22 

Romance 3 Kingdms 2 

$24 

Wing Commander 3 CD S54 

Links Pro Crs 5 lnnisbrk$19 

Tony LaRss BB2 Fn Mn $14 

Conquest 

$36 

Jutland CD 

$44 

Romance 3 Kingdms 3 

$39 

Wing Commd Academy S18 

Links Pro C6 Firestone $20 

Tony LaRss BB2 Stad $18 

Conquest of Japan 

$36 

Kingdoms of France 

$34 

Rules of Engagemnt 2 

$29 

Wing Commder AfmadaS47 

Links Pro C7 PPI Bch $24 

Tony LR BB2 V2,0 94 $37 

Crisis in the Kremlin 

$29 

Kingdoms of Germany 

$34 

Rule Engag 2 Cpgn Dk 

$19 

Wings of Glory Enh CD S47 

Links Pro C8 Cst Pines $19 

Tony LaRussa NL Stad $15 

Darklegions DOS or CD $36 

Kingmaker 

$34 

Sabre Team 

$28 

Wolf Pack 

$20 

Links Pro C9 Big Horn $19 

Tony LR BB2Tm Dk’93S16 

Dead Zone CD 

$52 

Koshan Conspiracy CD 

S19 

Second Conflict WIN 

$34 

World Circuit CD 

$34 

Live Action Football CD $34 

Troy Aikman Fball CD $49 

Detroit 

$39 

Lemmings 3 

835 

Serf City: Lite is Feudal 

837 

X-Wing 

339 

ML Bsball Manages Ch $12 

Ullimate Foolball CD $46 

Dominus DOS or CD 

$39 

Lemmings Daladisk 

$19 

Siege 

$12 

X-Wing Collector’s CD 

$45 

ML Personal Pro Golf $19 

Unnecesry Roughness S33 

Dragon Force 

$12 

Liberty or Death 

$29 

Sim Ant 

$19 

X-Wing Msn Disk 1 or2S19 

Micro League Fball 2 S12 

Uncsry Roughns '95 COS34 

Dragon Lord 

$9 

Lords of Realm or CD 

$39 

Sim Ant CD 

S41 

Zephyr CD 

$45 

Microsoft Baseball CO $51 

Wrid Cp Gif Dorado CD $42 

Dune 2 

$28 

Lost Admiral 2 

$39 

Sim City 2000 

S34 


CGW, 









FREE GAME OFFER* 

See details below 




‘SAILING SIMULATOR 3’ The ultimate sailing sim! 
Features 14* Catboat, 19' Catamaran, 31 'Sloop, and 
44' Ketch. Offers 7 Sails, 6 Crew Places, and 9 skill 
levels. Has real wind, waves, weather and scenery. S49 



•FRONT PAGE 
SPORTS FOOT- 
BALL PRO '95' 
See bone-crushing 
hits as players spin, 
flip and dive in 2- 
piont conversion at- 
tempts. You decide 
play-calling logic for 
over 2,500 play 
situations. Reserve 
your 50-yard-line 
seats to ^e game 
that sets the stan- 
dard for football 
action. CDS47 



'VIRTUAL VE- 
GAS’ The wonder 
of theCyberWorld! 
You’re a V.I.P. in a 
playground for 
grown-ups that's 
free from laws of 
time, physics and 
the mob. You can 
forget about life 
for awhile. Fea- 
tures 3D ren- 
dered worlds, full- 
motion video and 
voice-recogni- 
tion. (R) CDS20 


'HELL A Cyber- 
punk Thriller. Be- 
yond imagination, 
to the pits of a man's 
fears, lies a new 
breed of evil. Its 
2095, and you are 
a fugitive for sins 
against the state. 
Unlock the secrets 
of the underworld to 
prove your inno- 
cence. Offers Lav- 
ish high-resolution 
graphics & full mo- 
donwdeo. CDS45 


TREE GAME OFFER 

Spend the specified amount on any in stock soltware and 
choose a free IBM game from Ihs corresponding list beiow. 
Offer subject to change or canceliation without notice. Valid 
from Dec 1st through Jan 30th or while supplies last. Request 
must be made at time of order. 

SPEND $75 GET 

Airborne Hanger 5.25, Boom Box 3.5/5,25, Dr. Dooms Re- 
venge 5.25, Gunship 5.25, Pirates 5.25, S-C.Out 3,5/5,25, 
Tinies 3.5/5.25, Microleague Baseball Managers Challenge 
5-25, MIcroloague Football 2 3.5, Time Out Sports Baseball 
3.5, MacArlhur's War 5.25, Coffee Break Collection CD 

SPEND $150 GET 

RailioadTycoon 3.5, Magic Candte 35.25, Mercenaries 525, Dragon 
Force 5.25, Command HQ 3.5, F 15 SE 2 3.5, Red Storm Rising 3.5, 
Battles ol Destiny 3.5, Heirs to theThrTxie35, Warlords 525 



IBM TRADITIONAL 


iimCily 2000 CD 

$45 

Beat the House 

$29 

Aegis: Guardn Fleet CD $49 

Last Blitzkrieg 

S40 

3D Pinball 

$12 

Dragon Lord 

$9 

:im City 2000: Disastrs $14 

Bobby FshrTchChsCDS34 

Aide de Camp 

$52 

Line in the Sand 

$12 

Acquire 

$9 

Dragons of Flame 

$9 

■Im City 2000 Windows S42 

Bridge 6.0 

$32 

American Civil WarVt 

$24 

MacArlhur’s War 

$9 

Air Force Commander 

$9 

Dyno-Quesl 

$9 

im City WIN 

$29 

Bridge Deluxe 2 

$29 

American Civil WarV2 

$24 

Man of War 

$36 

Alphabet Blocks CD WIN $5 

Early Math CD WIN 

$5 

■im City CD 

$47 

Bridge Olympiad 

$29 

American Civil War V3 

$24 

Napoleonics 

$34 

Amberstar 

$12 

Electric Jigsaw 

$12 

:im City Classic Win 

$26 

Caesar's WrId Gmg CD $37 

Banzai 

$9 

Operation Crusader 

$36 

Armada Villa Crespo 

$9 

E- Motion 

$6 

:im Earth 

$19 

Casino Master CD 

$28 

Battle of AusIcrIllz 

$24 

Panzer Battles 

$24 

Assignment Miami 

$9 

Fighting for Rome 

$12 

lim Earth CD 

$40 

Casino WIN 

$25 

Battle of Leyte Gulf 

$24 

Panzer General or CD 

$39 

ATP Flight Sim (brown) $9 

Free DC 

$9 

iim Farm WIN 

$19 

Chessmne 5 Bill & 1 CD $34 

Battles ol Napoleon 

$15 

Point of Attack 

$32 

Aud CIps 2001 Spe OdsS12 

Gamma Force 

$6 

iim Health 

$25 

Classic Solitaire WIN 

$16 

Blitzkrieg Ardennes 

$19 

Red Sky Morning 

$36 

Banzai 

$9 

Hearts 

$12 

lim Life WIN 

S29 

Clue CD 

$24 

Blue & Grey DOS orCD 

$33 

Return to Falklands 

$28 

Bard's Tale Conslructn 

St2 

Heroes of the 357th 

$12 

lim Town DOS or CD 

$42 

Evn More Incrd Mch CDS39 

Campaign DOS orCD 

$35 

Rd Sumter to Appomttx 

$45 

Baseball Facts 

$9 

Hoyle's Bk Games V3 

$12 

ipace Hulk CD 

$32 

Gambit, Kasparov’s 

$35 

Campaign Mission 1 

$18 

Rommel Battle N Africa 

$24 

Battle Command 

S6 

Humans: Insult to Injury 

$9 

ipace Miner 

$36 

Game-Maker Ver 2.0 

548 

Carrier Strike 

$39 

Rommel at El Alamein 

$36 

Bball Chall 1987 Teams 

$6 

Inlemational Sports Chi 

1 $6 

Ipace Raiders CD 

$42 

Hong Kong Mh Jng Pro $32 

Carrier Strike Exp Pak 

$19 

Rommel at Gazala 

S36 

Bball Chall 1988 Teams 

S6 

Jack Nicklaus Clip Art 

$3 

ipaceward Ho! WIN 

$36 

Hoyle's Bk Gms Classic $29 

Carriers at War 

$39 

Seventh Fleet 

$36 

Bball Chall 1989 Teams 

S6 

Jack Nicklaus Crs Disk 5 $6 

liar Control 2 

$34 

Incredible Toons CD 

$39 

Carriers at War 2 

$39 

Stalingrad 

$39 

Begin Reading CD WIN 

$5 

Jack Nicklaus SE Crs 1 

$4 

itar Legions 

312 

Jeoprdy Dlx WIN w/Alx 

534 

Charge ot Light BrigadeS12 

Stalingrad Campaign 

$36 

Blackjack 

S9 

Jack Nicklaus SE Crs 1 

$4 

itarlord CD 

S39 

Lucky’s Casino Advenir $38 

CincPac: Midway 

$39 

Storm Across Europe 

$12 

Blue Max Aces Great Wr S9 

Jones Fst Lane CD win 

$12 

larship CD 

$39 

Mario Game Gallery 

$25 

Commnd S Conquer CDS48 

Tac Ops WIN 

$40 

'Boom Box 

$9 

Kid's Typing CD WIN 

$5 

ilarship Troopers 

$39 

Origamo 

$29 

D-Day: Begin ol End 

$39 

Task Force 1942 

$32 

Captain Blood 

$9 

Killing Cloud 

$6 

lub Version 

$19 

Pinball Arcade CD 

$34 

Decision a1 Gettysburg 

$18 

The Great War 

$39 

Castles North Cmpgns 

$12 

Lightspeed 

$9 

ask Force 1942 

$19 

Pinball Dreams 

$29 

Dreadnoughts 

$32 

Tigers on the Prowl 

$48 

Champions ol Krynn 

$12 

Line in the Sand 

$12 

egel's Mercenaries 

$9 

Power Poker Windows 

$39 

Dreadnoughts Bismark 

S15 

To The Rhine 

$29 

Charge ol Light BrigadeS12 

Loremaster 

S9 

erminalor 2 Chswr CD $27 

Prof Zny’s Jokes CD 

$29 

Dreadnoughts )roncleds$t9 

Typhoon ol Steel 

$15 

Chess Net WIN 

$9 

Lost Vikings 

$12 

he Complete UMS 

$44 

Red Shift WIN CD 

$49 

Dreadnoughts Deluxe 

$59 

UMS 2 Planet Editor 

$9 

"Coffee Brk Collction CDS1 2 

'MacArlhur’s War 

$9 

he Rogarn Agenda CD $39 

Risk WIN 

$26 

Fall Gelb 

$29 

Under Fire 

$12 

Combination Lock 

$9 

Magic Candle 2 

$12 

healre of War 

$12 

Russian Six Pack WIN 

$19 

Fields ol Glory 

$37 

V Victory Market Gardn $29 

Conqueror Multi Tank 

$6 

'Magic Candle 3 

$9 

Iconderoga 

$46 

Shanghai! 2 Windows 

$24 

Filth Fleet DOS orCD 

$39 

V Victory: GId, Jn, Swrd $34 

Conqust Robin Hd VGA SI 2 

Marianas Turkey Shoot 

$12 

fnnatural Selection 

$29 

Solitaires Journey WIN 

$35 

Fleet Med 

527 

V Victory: Utah Beach 

$29 

Covert Action 

36 

Matrix Cubed 

39 

'iciory or Defeat WIN 

$42 

Solitaires Journey 

$34 

Gary Grigsby Pacific WrS19 

V Victory: Velikye Luki 

$29 

Crime City 

$12 

MegaFortress 

$12 

/ikings2 

$36 

Sian Wongs Video Pokr$19 

Gary Grigsby Wr Rssia 

$19 

Victory at Sea 

$41 

Cruise for a Corpse 

$12 

MegaTravellerrZhodani 

$6 

Valis of Rome 

$39 

Star Wars Sern SvWlN $27 

Gettysburg 

$19 

War in the Falklands 

$24 

Daughter ol Serpents 

$9 

MegaTraveller 2 

$12 

Varcraft DOS or CD 

$39 

Trivia Madness CD 

$28 

Qeltsbrg: Int Bl win CD $42 

Wargm Cnt Set 2:Tnks $39 

Demon Blue 

S9 

ML 1950s World Series 

$9 

Varlofds 2 

$29 

Trivial Pursuit CD 

$34 

Harpoon Classic CD 

$28 

WrgmCntSl2 2-12 ea $15 

Don't Go Alone 

$6 

ML 1960s World Series 

$9 

Va/lords 2 Seen Editor 

529 

Trump Cst 3 DOS orCD $29 

Harpoon CIsc WiN CD 

$28 

WarpoinI 

$36 

'Dr Doom's Revenge 

$9 

ML 1 970s World Series 

$9 

Vorlds at War 

$19 

Videogame Solutn 2 CD$23 

High Command 

$34 

Waterloo 

$19 

Or Floyds Desktop Toys 

$9 

ML Baseball All Stars 

$9 

Vhen Two Worlds War 

$24 

Virtual Vegas CD WIN 

$20 

Iron Cross 

$39 

White Death 

$19 

Dr Thorp's Mini Blackjck 

; $9 

ML Baseball Pro Tms e. 

a. $9 

(-Com: UFO Defense 

$39 

Zig-Zag 

$29 

Kampgruppe 

$15 

WW2 Battle S. Pacific 

$21 

'Dragon Force 

$12 

"ML BB Manager’s Ch 

$12 
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‘CYBERIA’ It's 
2027. Global ter- 
rorists rule. Man- 
kind lives on the 
brink of destruc- 
tion. And the ulti- 
mate doomsday 
device -Cyberia- 
has just been dis- 
covered. Features 
state-of-the-art 3D 
graphics, realistic 
character move- 
ment and breath- 
taking action se- 
quences. CO $46 



‘NASCAR RAC- 
ING' The fuelin- 
jecled racing power 
of llie IndyCar se- 
ries now comes to 
the stock car cir- 
cuit, Pick the fuel 
mix, suspension 
torque and tire 
thickness. Offers 
allthefamiliarlea- 
tures from the 
IndyCar series & 
3D physics based 
on actual stock car 
models. $39 



'SHADOWS OF 
CAIRN' The story 
of a young thief 
named Quinn, 
who's too honest 
to steal anything. 
Worthless to his 
guild, his master 
frames him for the 
murder of the 
Duke of Cairn. Of- 
fers lifelike roto- 
scoped animation, 
3 difficulty levels & 
10 types of oppo- 
nents. CO $39 




FREE 

SHIPPING! 

Place an order for an out of 
stock item and recieve FREE 
overnight shipping when 
product becomes available. 
Handling $2 per shipment. 


‘DOOM 2’ These- 
quel to DOOM, 
DOOM 2 provides 
more levels, more 
demons, weap- 
ons, excitement 
and a whole new 
story line! Stun- 
ning graphics, 
pulse-pounding 
action and intense 
gameplay make 
this the ultimate 
action game. Up to 
four players using 
a LAN, CD $44 


'SPACE SIRENS' 
The Saga Contin- 
ues! From the cre- 
ators of Virtual 
Vixens comes the 
next generation of 
interactive adven- 
tures. As a space 
privateer you are 
at the helm of your 
solo craft in 
search of rare 
alien artifacts for well paying galactic collectors. Re- 
sponding to a distress signal, you are lured to the 
irresistible song of the Space Sirens emanating from 
a mysterious space station. CD $49 


IBM BUDGET ■ IBM BUDGET ■ CD! HARDWARE ■ CDi ADVENTURE ■ GDI ADVENTURE ■ GDI ADVENTURE 


Madden Player Stats '89 $2 

Space Vegetables 

$9 

CD-I 200 Magnvx Plyr 

$359 

Day of the Tentacle 

$42 

Leisure Suit Larry 6 

$44 

•Micro League Fball 2 

812 

Spelling Blizzard CD wli 

1 $5 

CD-I 220 Philips Playr 

$399 

Death Gale 

$34 

Leisure Suit Larry Anth 

$47 

Micro Lg. BB Seattle 13 

$9 

Spelling Blizzard CD wli 

n $5 

CD-I 450 Magnvx Plyr 

$289 

Digital Dreamware 

$24 

Little Big Adventure 

$47 

MicroL62 66 Season 

$9 

Spelling Jungle CD win 

S5 

CD-I 550 Magnvx Plyr 

$479 

Dinonauls 

329 

Loadstar 

$49 

MIcroL 63 Bsball Season S9 

Sporting Triangle 

$3 

CD-I Infrared Remote 

$39 

Doom 2: Hell on Earth 

$44 

Lost Eden 

$39 

MicroL 84 Bsball Season $9 

Star Legions 

$12 

CD-I Mouse 

$46 

Dracula Unleashed 

$39 

Lost in Time 

$19 

MicroL 65 Bsball Season $9 

Stellar 7 CD 

$12 

CD-I Roller Controller 

$54 

Dragonsphere 

$24 

Lunicus 

$42 

MicroL 66 Bsball Season $9 

Storm Across Europe 

$12 

CD-I TouchPad 

$26 

Dune 

329 

Maelstrom 

$18 

MicroL 87 Bsball Season $9 

Surf Ninjas 

$5 

CD-I Trackerball 

$59 

Eric The Unready 

$19 

Magic Death 

$26 

MicroL 88 Bsball Season $9 

Taking of Beverly Hills 

36 



Evolution 

$29 

Man Enough 

$34 

MicroL 89 Fb beason 

$9 

tales Magic;Prphc bhdw $9 

■ . . 

_ ■ 

Fortress of Dr. Radiaki 

$34 

Mario is Missing 

$44 

Millenium 

$6 

Teenage MN Trtls Arcd 

$12 

■ CDI ADVENTURE ■ 

Fred P. Frontier Phrm S 

: $44 

Mission Critical 

$34 

Never Mind 

$9 

•Tegel's Mercenaries 

$9 



Freelancer 2120 

$41 

Morph Man 

$29 

New Facilities Locator 

S9 

Terran Envoy 

$9 

11th Hour Limited Ed 

$56 

Full Throttle 

$42 

Mysl 

$49 

NFL Chall Col Almni Tms $6 

Test Drive 3:Road & Car $6 

7lh Guest 

$48 

G-Nome 

$43 

Night Trap 

$48 

NFL Chall Pre Season 90S6 

•TheTinios 

$12 

Advl of Willie Beamish 

324 

Gabriel Knight 

$45 

No World Order 

$24 

NFL Chall 91 Pre Seasn S6 

Theatre of War 

$12 

Alone in the Dark 3 

$48 

Gateway Collectn 1&2 

$36 

Noctropolls 

$47 

NFL Chall AN Star Team 

S6 

Tie Break Tennis 

$9 

Beneath a Steel Sky 

$41 

Goblins 3 

$19 

Nomad 

$36 

NFL Chall Dream Teams $6 

Tom Landry Football 

$12 

Bioforge 

$53 

Guy Spy 

$29 

Out of this World 2 

$45 

On Target 

S9 

Tom Landry Fball DIx 

$12 

Blood Society 

$34 

Hand of Fate (LEGEK) 

$39 

Phantasmagoria 

$49 

Operation Combat 

S12 

Tony LRussa CIsc Slad $12 

Bloodnet 

$41 

Harvester 

$44 

Police Quests 

$48 

Patriot 

S12 

Tony LaRussa Baseball 

$9 

Blue Force: Next of Kir 

1 $19 

Hell 

345 

Psychotron 

$34 

Piclionary 

$12 

Tony LaRussa BB 1991 S12 

Buccaneers 

$48 

Hell Cab 

342 

Quantum Gate 2 

$46 

Power Politics WIN 

$12 

Treasures Savg Frontier $9 

Bureau 13 

$39 

Horde 

$45 

Quarantine 

$39 

ProFball Analyst 92 Ed 

$9 

Trump Castle 2 DD1 

S4 

Cadillacs & Dinosaurs 

$49 

1 Have No Mouth 

$44 

Quest for Glry 4 or5 ea 

i$44 

Puzzle Gallery 1 

$9 

Trump Castle 2 DD2 

$4 

Castle Wolfstein (6 ep) 

$42 

Inca 3 

$39 

Return To Zork 

$44 

Return to Zork Anth CD 

$12 

Turn-n-8urn 

$9 

Chaos Continuum 

$36 

Indy Jones Fate Atlantis $42 

Return of the Phantom 

$38 

Rings of Medusa 

$9 

Turn-n-Burn 

$9 

City 2000 

329 

Inherit the Earth 

$32 

Robinson's Requiem 

$33 

Rotox 

S9 

UMS 2 Planet Editor 

$9 

Companions o( Xanth 

$33 

Iron Helix 

$56 

Robot City 

348 

Rules of Engagement 

S9 

Under Fire 

$12 

Conan 

$26 

Isle of the Dead 

$18 

Sam and Max Hit Road $42 

•S.C. Out 

$12 

Vaxine 

$12 

Conspiracy 

$30 

Journeyman Project 

$34 

Secret Monkey Island 

$21 

Scenery Cllt Grt Britain 

$12 

Video Poker WIN 

$12 

Corridor? 

$29 

Journeyman Prj Spc Ed $47 

Shadow of the Comet 

$33 

SDI 

$6 

War in the Gulf 

$12 

Creature Shock 

$39 

King's Quest 6 Upgrade $24 

Skull Cracker 

$41 

Sentinel Worlds 1 

$9 

War of the Lance 

$9 

Critical Path WIN 

$46 

King's Quest 7 WIN 

$49 

Space Quest 4 

$37 

Shadow Sorcerer 

39 

•Warlords 

$12 

Curse of Enchanlia 

$23 

King's Ransom 

$33 

Space Ship Bralnlock 

$49 

Siege 

$12 

Weavf Tm & Plyr Stat 8 

9 33 

Cyberia 

$46 

Labyrinth of Time 

$47 

Star Trek 25 Anniversry $54 

Slater & Charlie CD 

S12 

Wheel of Fortune 

S6 

Daedalus Encounter 

$46 

Lands of Lore 2 

$46 

Star Trek Judgemt Rts 

$42 

Sorry 

$12 

Wheel of Fortune 3 

$9 

Dark Forces 

$46 

Laura Bow 2 

$24 

Star Trek TNG ColH Ed 

$79 

Space Quest 4 CO 

S12 

Xiphos 

$6 

Dark Seed 

$39 

Legend of Kyrandia 3 

$39 

StarTfk: Str Fit Acdmy 

546 


Stellar? S2‘ 

System Shock $4? 

Terminator Rampage S4£ 

Terror of the Deep S3£ 

Tuneland S4E 

Ultimate Domain S3E 

Under a Killing Moon 
Voyeur S4( 


Where in the World DIx $5‘ 
Who Killed Sam Rupert $2' 
Wing Commd Ultima 6 S2J 
Wolf; Hunt or Be Huntd $35 
Wrath of the Gods WIN $4-: 
Zombie Oino $4C 


CDI MOVIE 


A Fish Called Wanda $2c 
AViewtoaKill $24 

Addams Family Values $2< 
Apocalypse Now $2c 
Beverly Hills Cop 3 S2‘; 

Black Rain S2c 

Bull Durham S24 

ConeHeads S2c 

Dances With Wolves $22 
Dr, No $22 

Fatal Attraction $24 

From Russia With Love $22 
Goldfinger $22 

Hannah and Her SlstersS24 
Hunt for Red October $22 
Indecent Proposal $22 
Lassie $24 

MoonRaker $24 

Moonstruck S2<; 

Naked Gun 33 1/3 S2‘; 

Patriot Games $22 














‘METALTECH: 
BATTLEDROME’ 
is a virtual-reality 
combat arena 
where strategy & 
tactics count as 
much as firepower. 
Mighty Here robots 
fightone-to-one for 
power. Offers ten 
Here chassis, 
broad weapons ar- 
senal. adrenaline 
pumping music, 
and one-on-one 
modem play. S34 



•BATTLE ISLE 
2200' Guided by a 
rogue computer, ti- 
tan-net moves to 
conquer the Drul- 
lian Civilization.You 
are the strategist, 
you must take com- 
mand of the Drullian 
forces and counter- 
act the offensive. 
Features futuristic 
graphics, 3D ani- 
mations and over 
20 battle sce- 
narios. CD S34 



•LINKS PRO BIG- 
HORN COURSE 
DISK’ Bighorn's 
6,888-yard cham- 
pionship golf 
course is a stun- 
ning achievement 
by renowned ar- 
chitect Arthur Hills. 
The sixth hole. 
Bighorn's signa- 
ture hole, is a 505- 
yard par 4 provid- 
ing a breathtaking 
view of Coachella 
Valley. S19 



•COLONIZA- 
TION' focuses on 
the 1500's to 
1800's, when the 
lure of the Ameri- 
cas and the possi- 
bility of untold 
wealth was at its 
peak. Experience 
the excitement of 
discovering and 
exploring fhe New 
World. Features 
the same addict- 
ing game play as 
Civilization. S48 


•VOYEUR' Peer 
intoyourneighboris 
sordid lives... Black- 
mail, murder and in- 
trigue are happen- 
ing at the Hawke 
mansion. Will you 
risk everything and 
step into the 
drama? Features 
intriguing storyline 
and multi-palhed 
plots that allow the 
player to control 
the sequence of 
events. CD S46 


TREE GAME OFFER 

Spend the specified amount on any In stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or carwellation without notice. Valid 
from Dec 1st through Jan 30lh or while supplies last. Request 
must be made at time ot order. 

SPEND $75 GET 

Airborne Ranger 5.25. Boom Box 3.5/5.25. Dr. Dooms Re- 
venge 5.25. Gunship 5.25. Pirates 5.25. S.C.Out 3.5/5.25. 
TInies 3.5/5.25. Uicroleague Baseball Managers Challenge 
5.25. Microleague Football 2 3.5. Time Out Sports Baseball 
3.5, MacArthurs War 5.25, Coffee Break Collection CD 

SPEND $150 GET 

Railroadiycoon 35, Magic Candle 3 5.25, Mercenaries 5.25, Dragon 
Force 5,25, Command HQ 3.5, F 15 SE 2 3.5, Red Storm Rising 3,5, 
Battles of DesSnyaS.Hel'SIothe'rhirone 3.5, Watlords5.25 



CDi MOVtE 


CDI MUSIC 

1 3DO 


1 3DO 


hum II I h 

HI IN ill, II 




Planes, Trains, & Autos $22 

Eric Clapton Video 

$21 

3DO System i 

$399 

Microcosm 

$52 

Alone in the Dark 2 CD $41 

Paradise Club CD 

$69 

Posse 

$22 

Gershwin Collection 

$21 

3DO Gun 

$44 

Need for Spaed 

$52 

Come Play With Me CD $36 

Penthouse Intract 3 CD $64 

Rainman 

$24 

Gifts to BeholdiA. CplndS19 

Flight Stick Pro 

$99 

NovaSlorm 

$52 

Cyber-Peep Iniract CD $19 

Phantasmagoria CD 

$49 

Silence of fhe Lambs 

$24 

Golden Oldies Jukebx 

$19 

nth Hour 

359 

Oceans Below 

$44 

Dark Tunnels CD $29 

Quarantine 

$35 

Sliver 

$22 

James Brown 

S19 

3D Atlas 

$69 

Off World Interceptor 

$52 

Desktop Mistress CD $49 

Relentless: Twinsn's Ad 

$47 

Star Trek 6:Undiscovrd 

$22 

Jazz Gianis 

$21 

3DO Intractv CD Spl 

$5 

Out of this World 

S4€ 

Desktop Voyeur 1 CD $49 

Scisrs N’ Stns WIN CD 

$39 

The Black Stallion 

$24 

Louis Armstorng 

$19 

Aces over Europe 

$54 

PGA Tour GA 

$54 

Digltat Dancing CD $32 

Secrets Interactive CD 

$35 

The Firm 

$22 

Luciano Pavarolti 

$19 

Air Warrior 

$54 

Pebble Beach Golf 

$52 

Doom 2: Hell Earth CD $44 

Shadow of Comet CD 

$29 

Thelma and Louise 

$24 

MozartiMusIcal Biogrph 

S19 

Alone in the Dark 

$46 

Plumbrs Dn't Wear Ties 

$49 

Doom Episode 1 $9 

Sorority House CD (R) 

$49 

Top Gun 

$22 

Pete TownshendiLive 

$21 

Battle Chess 

$39 

Quarantine 

$39 

Dream Girl CD $28 

Space Sirens CD 

$49 

Trading Places 

$24 

Peter GabrIiAII Abt Us 

$21 

BraInDead 13 

$52 

Real Pinball 

$52 

Dream Machine CD $54 

Spy Club (R) CD 

$59 

Wayne’s World 2 

322 

Prelude CDI 

$19 

Burning Soldier 

$49 

Rebel Assault 

$56 

Oreamweb $34 

Strip Poker Pro (R) 

$33 

White Christmas 

$22 

RembrandtiArt S Music 

$19 

Claylighter2 

346 

Rise of the Robots 

$49 

Fantasies Intractive CD $35 

Strip Pot MPEG CD 

$36 

X-MentNight Sentinels 

$14 

TR-1 :No World Order 

S21 

Corpse Killer 

$52 

Road Rash 

$56 

Fortress of Dr. Radiaki $34 

Sutler Girls CD 

$39 

You Only Live Twice 

$24 

Three Tenors Video 

$21 

CyberCIash 

$52 

Robinson’s Requiem 

$52 

Fox Pack CD $37 

System Shock 

$47 



You Sing Chrisfms Favs$14 

Demolition Man 

$58 

SHADOW:War Sucesn 

$52 

Gabriel Knight CD $45 

Texas Table Dance CD 

$39 





DinoBlaze 

$56 

Samurai Showdown 

$52 

Girlfriend Maria $39 

Under Killing Moon CD 

$54 






I Doom 

$56 

Shadow Caster 

$52 

Girlfriend Speach Pack $19 

Vampire’s Kiss CD 

$49 



1 



I Dragon Tales Lore 

$46 

Shock Wave 

356 

Girlfriend Suzie (R) $44 

Velvet Dreams CD 

$35 

Alien Gate 

$26 




Dragons Lair 2:Tm Wrp 

$52 

Shuttle 

$44 

Girlfriend Teri(R) $49 

Virtual Valerie 2 CD 

$36 

Chaos Control 

$44 

Axis & Allies 

844 

Duelin' Firemen 

$54 

Soccer Kid 

$39 

Harvester CD S44 

Virtual Vixens CD 

$39 

Earth Command 

$44 

Backgammon 

$30 

Escape Monster Manor 

$52 

Space Ace 

$52 

Innocent Until Caught $34 

Virtually Yours CD 

$49 

Mad Dog McCree 

$52 

Battleship 

$30 

FIFA Inlernational Scer 

$52 

Space Pirates 

$54 

Intract Adit Spl WIN CO 812 

Voyeur CD 

$46 

Mad Dog McCree & GunS72 Caesar's Wrid GamblingS44 

Family Feud 

$39 

Star Control 2 

$52 

Intracl Seymore Butts 2 $58 

WinnerTakes All CD 

$39 

Microcosm 

$44 

Connect Four 

$26 

Flashback 

$49 

Star Trek Next Genertn 

$54 

Interactive Lovers CD $45 

Wolf; Hunt or Be Huntd 

$39 

Mystic Midway 1 

$26 

Defender of the Crown 

$34 

Flying Nightmares 

$52 

Star Wars Chess 

$54 

Internlnal Strip Pokr CD $24 



Mystic Midway 2 

$26 

Dimo's Quest 

332 

GEX 

$52 

Station Invasion 

354 

Intimate Journey CD $24 

■rartnrajinH* 



Jeopardy 

$36 

Guardian War 

$49 

Stellar? 

$39 

Iron Helix CD $56 




1 Jigsaw 

$36 

Horde 

$52 

Super Street Fighter 2 

$59 

Isle of the Dead CD SIB 





1 Joker’s Wild Jr.! 

$36 

Ishar 3 

$52 

Supreme Warrior 

$52 

Jurassic Park $29 

American Blond 

$32 



Joker’s Wild! 

$36 

Jammit! 

$54 

Syndicate 

$54 

Ladies Club Pkr Nit CO $34 

Blind Spot 

$32 

A Revolution in Color 

$19 

Mega Maze 

$30 

Jurassic Park 

$52 

Theme Park 

$52 

Leather Goddesses 2 SI 9 

Blond Justice 

$32 

Andrew Lloyd 


NFL Instant Replay 

$44 

Kingdom:Far Reaches 

$46 

Total Eclipse 

$49 

Leisure St Lrry Anth CD $47 

Immortal Desire 

$32 

WebbertPremiere 

$21 

NFL Trivia Chall 94/95 

$44 

Lemmings 

$49 

Trance Mission 

$56 

Midnight Stranger CD $45 

Intimate Journey 

$32 

Bon JoviiKeep the Faith $21 

NFL Trivia Challenge 

$44 

Lemmings Chronicles 

$52 

Troddlers 

$49 

Mind Teazzer CD 532 

Naked Revenge 

$32 

Bryan Adams Video 

82 1 

Name That Tune 

$36 

Lost Files ot Shriek Him $52 

Vikings 

$46 

Mustang Interactive CD $49 

Plumbrs Dn't Wear Ties 

$49 

Classical Jukebox 

$21 

Pinball 

$30 

Mad Dog McCree 2 

$54 

Way of the Warrior 

$52 

Neurodancer CD $39 

Steamy Windows 

$32 

Cool Oldies Jukebox 

$21 

Sargon Chess 

$36 

Madden Football 

$46 

Who Shot Johnny Rock $52 

Nick Steele P.1. CD $59 

Super Models Go Wild 

$32 

Earth Rhythms 

$19 

Tetris 

$30 

Megarace 

$44 

Wing Commander 
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Nighlwalch Infract 2 CD $39 

The Coven 
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The Wolf 
And Its Prey 


Attacking Convoys And Racking Up Tonnage In Acus Of ThfDfef 

by Kevin Turner 



/ aiunot he denied dial sidmmwiers oj any na- 
lion are brave and skillful men; and dial Ihey 
are accuslomcd lo coiiliniie to exereise Iheir shill 
in condilions of aciile danger, xeliiiii is perhaps 
die hravesi lliing of all. Hiil xelial lliey aeliialh 
do. what coiislilides Iheir life work — hilling by 
slealih, wilhoul warning and wilhou! (pun- 
ier — is evil as well as skillful; moreover, il is 
predominanlly evil, and when we eoiiie to our 
.senses. inexi iisahl\ .so." . 

—From the introduction of "U-Boat 977," by Heinz Schaeffer 
Meinz Sciiacllci' cncaj^sulalcd llie sub- 
marine ci'edu very nicely in the inirodur- 
lion to his book; kill by sleallli and 
w'ithoul (|uaricr. As a Former 
submariner. I also ap- 
preciated being 
called bra\'e 
and 


luiuiing individual nicrcliaiu ships in 
shipping lanes. By li'aveling in convoys, 
merchant shij)s were able iri achieve two 
things, '['he first n’as increased stealth; by 
having ships travel together, the odds that 
a U-boat would find them were sizably di- 
ininished. The Atlantic is a big ocean, :md 
a convoy placed a lot oFtonnage in a small 
area. 'I'he second goal was delensc. Uon- 
voys in\'ariabh’ traveled wiili escorts, and 
escoi'ts could more easih' cleFend a convoy 
than an entire shijTping lane. 

In Auks ok iuk Dkkk (AOD), as in 
World War 11, the convoy is the U-boat 
crew's chieF target. In order lo fight a con- 
vo)’, the .'\()D pla\er must first understand 
some imjTortant points about the convov 
itselF. I'irsi, convoys placed all tlie im]:)or- 
lant ships toward the center For protec- 
tion. .Second, convoys changed course 
often in order lo conlound those tr\’ing 
lo set up an attack. Third, convoys 
tire relatively easy prey, once a 
sound tactical doctrine is established. 


bit uneasy about the evil part. 1 guess the 
truth oF the statement wfiuld depend 
upon who you tisked. 

(ierman U-boat crews were notoriously 
elFecii\’e at their grim task, especitilly etirlv 
on in WW'II. The tillies developed ihe con- 
ccjM oF multi-ship convoys precisely be- 
cause the Ciermans were so skillFul at 


How Wolves Find Prey 

fit order to find, track, ;ind ex’entualK 
xvretik htivoc with a conxoy, captains 
must first become Familiar with the two 
chief navigational tools at their disposal. 
The First is the top-down display, or what I 
call the “geo plot." This is the close-range 
navigational tool, and where you will be 
doing most of your work. I’he second is 
the chart, which pnnides infiirmation on 
tile conx'o)' once it is discovered, ‘llie chart 
shows the Atlantic Ocean with symbols lo 
denote the U-boat position, convoy posi- 
tion and heading, bases, and other U- 
boats when operating within a wolFptick. 

'Hie geo plot is the best lool For discov- 
ering coiwoys, and is the key to siiccessFul- 
ly proseculing a target. The key thing 
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about the geo plot is that you will be able 
to spot targets on the plot long belbrc 
yoiii' lookouts repoi't them. It also displays 
iinj)ortant visibility inlormation, crucial 
when planning the timing of an attack. 
Plan on becoming a geo plot specialist if 
you want to become an “ace of the deep.” 

The chan will display convoy ini'orma- 
tion for as long as contact is steadily inain- 
lained, A convoy will 
appear as a black 
scjuare with a white 
line, which indicates 
the convoy's direction 
(tf travel. Should con- 
tact be temporarily 
lost in another view, a 
(juick jaunt o\'er to 
the chart will enable 
the player to reestab- 
lish contact. 

Convoy hunting is 
ail art, and an an 
takes much practice to 
master. New phn’crs 
should practice with 
"Convoy Encounters” 
h'om the “Single Mis- 
sions" menu, 'lliis is a 
gi'cat place to practice 
technic|ues that will become commonplace 
once a careei' is begun. Set up a scenaiio l()i' 
a medium convo)’, lightly escorted. As foi' 
realism. I reccanmend that \ ou start easy 
and gain experience. 

For ettrrier captains, the hunt loi' ton- 
nage begins with an assignment to a 
known shipping lane. Once you’ve 
reached your assigned |)atrol area, set tip 
a seai'ch pattern, and a convoy may wan- 
der into the area allei' a while. (It’s odd, 
but I actually line! more convoys transiting 
to and from patrol areas than ain-where 
else.) For those less patient, (here is no 
place like the southwest coast of England; 
convoys come and go li-om there reguhir- 
ly. The problem is that escape routes are 
limited, and the depth of the water can he 
highly restrictive should submerged eva- 
sitjn become necessaiv . 

While patrolling aiul iransiiing, and any 
lime (hat time compression is above 16X, I 
highly recommend keeping one finger on 
llie <return> key while )Ou watch the geo 
plot. Hitting <return> will take lime com- 
pression to IX. and allow lime to react. 

.Another word about time compression: 

1 recommend shadotving and evaluating 
the convoy at about 16X time compres- 
sion. It is easier to evaluate movement pat- 
terns at that speed than at IX. \Vhile 


maneuvering out of sight of the convo)', 
you can kick up the compression to G4X, 
but when x’isibiliiy is low, ne\'er exceed 8X 
compression. Reaction times are critical, 
and cSX compression is the fastest in which 
good reactions can be made. At low visibil- 
ity, an escort can appear at 2500 meters, 
and will be lobbing shells at the di'ck be- 
fore you can even target him. 
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FAST FORWARD When shadowing a convoy on the “geo plot," 1 6x time 
compression seems to work well, allowing you to analyze the movements 
of the convoy and the patrol patterns of the escorts. Have your finger on 
the <return> key, though, in case the unexpected happens and you need 
to react in "real time." 


Once an escort is encountered, the con\'o)’ 
will not be far away. A good rule of (hiiinb is 
to keep liie escort at the outer edge of the 
red ring on the “geo jDlot." It is important to 
remember that jou 
will see the escort in 
the geo |)lot well be- 
fore the escort spots 
your U-boat. Desig- 
nate the escort as :i tar- 
get, allowing you to 
evaluate its speed. 

Should the escort be 
traveling at a speed 
greater than the U- 
boat’s lop sjjeed, iiiid 
is heading directly lor 
tiie U-boat, you've got 
two options: dive, or 
run in the ojjposiie di- 
rection. If the escort is 
slower than the U- 
boat, go the opposite 
direction until ihe escort tui'us around. Ifthe 
escort is fiister. di\’e to peiiscope depth and 
wait until the escort (urnsawa\'. 

When The Wolf Enters 
The Chicken House 

There is a trick to sinking ships in a coii- 
vov when all oilier methods liiil. I I'licoun- 


tered an escort off the Floricki Keys which 
was headed in iii)' direction. I would have 
run, but the Keys were blocking my es- 
cape. I dove to periscope depth and en- 
countered a white line on the geo plot, 
which ustialh' means high-speed screws. I 
made mv heading directh’ toward the 
screw noise, in case of active soinir. I tran- 
sited l()r a while at ttboiit 90 meters depth 
and at a two-thirds bell. \Vhcn ! reduced 
speed to one third. I was surrounded bv 
gray lines, which denote merchant screws. 
Rising to jjeriscope depth, I found myself 
in the center of a large convo)’. T'wo 
rankers and a troop shijj soon j)lunged to 
a wateiy grave. 

But convoys won’t always steam over 
)’ou. 'File best wa\’ to locale them is b)’ 
watching the edge of the visibility ring of 
the geo plot for ship tracks running close- 
ly together. When at least three merchants 
are visible, switch over to the chart, which 
will indicate the direction the con\’oy is 
heading. 

Another important tip is to radio the lo- 
cation of the convov immediatelv. Tlie 
most important information you can gain 
by doing so is the quality of the escort, 
'fhe radio report will state the t|ualiiy 
from “lightly escorted," up to “heavily es- 
corted.” If the conx’oy is lightlv escorted, 
success is tissured. If “heavily escorted," 
nw compliments on getting close enough 
to establish contact. 



SOMETHING'S SCREWY A U-boat moves in for a submerged attack. The gray 
lines indicate slow speed screw noise from merchant vessels; the black 
squares are the escorts. 


it is verv important to evaluate the es- 
cort. With :i light escort, there is a good 
cliance that it is made up of a fast mover 
(up to 2-1 knots) and a slow mover (about 
12 knots). As )'oii monitor (he escort, de- 
termine whicli side of ilie convoy the 
slow mover is stationed, as well as the 
general jiaitern liie escorts Idllow. The 


JANUARY 1995 • C0(V1PUTER GAMING WORLD 97 






Strategies . 

escorts will roam around the convoy, 
sometimes moving away to the flank, 
other limes running ahead. SonicLimes 
they seem to sjjin in donuts, as if tiying 
to make up their minds. 


The Wolfpack 
And The Prey 

After the radio report lias been made, you 
will prol)ably be ordered to shadow the 
convoy, II’ this happens, check tlie chart. 
Yellow scjuares, marking other U-boats, 
will be moN'ing in to 
help with the attack. 

Shadowing a con- 
voy is a simple matter 
of making as many 
sightings ol the con- 
voy as possible, and 
then sending these 
reports by radio to 
the wolfpack and 
BdU. As you stalk the 
convoy, use ibis time 
to evaluate its defen- 
sive screen and de- 
cide on an approach. 

For example, if a 
convoy has a four 
ship escort, 1 would 
liud the place where 
the escort seemed to travel tlirough the 
least, and note that position. 

Before we discuss attacks, it is important 
to consider the realism o])tions you might 
choose. Two in jjarticular are critical. 
These options are ‘‘dud toi'pedoes” and 
“realistic reloads.” 

When you're playing with dud torpe- 
does, always assume that at least one of 
the torpedoes you fire in a series will not 
explode. This is important to remember, 
as there is nothing worse than (hiding a 
valuable target that requires two torpe- 
does to sink and having one of the toipe- 
does fail while the escorts are closing. For 
a valuable target, meaning over 10,000 
tons, send three weapons. If only two of 
the bow lubes are loaded, fire them botli 
and maneuvei' hir a stern shot on egress. 

In the case of realistic reloads, the only 
weapons available for use during attack 
will be the weapons already in the tubes. 
Should below decks weapons storage 
space be available, load the weapons from 
(he deck into these storage spaces. This 
will take a liill two hours, but reloads from 
below decks wilt take only 20 niinuies, 
compared to (he 2 hours required for re- 
loads from the deck. Upon exhausting all 
available weapons, leave the convoy and 


reload. Once this is accomplislied, tlien 
consider attacking again. Never wait for a 
reload from inside the convoy. 

As day turns to night, reduced visibility 
should become a factor in your attack 
strateg)’. In tlie Captain’s Log, there is a 
notation i'or sunset and sunrise. While 
shadowing the convoy, establish how long 
it will take before the sun sets. As visibility 
decreases, the time for attack grows near- 
er. I heartily recommend attacking when 
visibility has dropped to tlie point that the 
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CALLING ALL WOLVES When ordered to trail a convoy, be sure to report the 
convoy's position. Soon, you’il find that wolves from around the Atiantic 
(yellow squares) will gather to the smell of blood. 


ously given. I have attacked the convoy be- 
fore the order was given and suffered no 
penalty for it. I have also not attacked 
when (he order was given, waiting for bet- 
ter visibility, and 1 wasn’t penali/ed, 
Slioulcl visibility not deteriorate to the 
point that I feel comfortable, then 1 ma} 
attack anyway depending on tlie quality ol 
the escort. Remember, the crew’s live? 
hinge on the decision. 

As the time for attack approaches, 
check that the speed is set to flank, that 
all tubes are loaded with reloads avail- 
able, and then check the chart. The chari 
will show the hlack scjuare, with the while 
line denoting the convoy’s heading 
Should the convoy’s “weak spot” be (he 
left front corner, maneuver so that the 
red square (the U-boat), is closing on the 
convoy from that aspect. Do not lingei 
on the chart, for as visibility decreases sc 
do reaction times. An escort may appeal 
I'roin nowhere and he within gun range 
in seconds. Set up I'or the attack awa) 
I'rom the convoy and close in. 

.As you approach the convoy, keep t 
careful watch for the escorts. WTen a tar- 
get presents itsell, ([iiickly evaluate it with 
the "1” key. If (he target is a mercliani 
then the convoy has been located. 


2;)00 meter range ruler is at the bottom of 
the geo plot, and the visibility ring is not 
outside the boundaries of the geo plot. 
Pushing the magnif)' builon (“+”) on the 
u])per right hand corner ol the geo plot 
closes the range of the geo jilot, allowing 
the visibility ring to move outivards. 



Target Selection 

When the convoy is located, it is importani 
to remember some key ideas. First and lore- 
most, find the target that will make this risl 
worth taking. It will be in the heart of llu 
convoy. The most valuable target will be ir 
the heart of the convoy, and it is without t 
doubt a troop shij) 
T'hese targets, tvhei 
encountered alone ii 
open water, can makt 
Lij) to 26 knots. Whei 
located in a convoy 
they become sitting, 
ducks. .As diese target; 
can displace up tt 
14,000 tons, it is eas) 


CONVOY INFILTRATION By running silently and using the cover of night, a 
sub has worked Its way into the middle of a convoy. From this position It 
can carefully choose Its victim, but It had better hit fast, hit hard, and 
sneak away before the escorts get their bearings. 


The next step is to wail for the word 
from IklU to attack. This will only ocair if 
the order to shadow the coin'oy was pre\'i- 


lo see why they art 
the best target. 

The second mos 
valuable target is i 
tanker. Tankers cat 
range from l.OOl 
tons to 10,000 tons 
Fviduation is more 
critical in this case 
~ Should the tanker bt 

5,000 tons or under, keep looking foi 
more valuable targets. 


Another trick is (o look carefully at iht 
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AS BAD AS GNATS A well planned attack can be mined by one plane. If you 
aren't in a dangerous position, you might man the AA guns, but in most 
cases, the best advice is to dive, and dive quickly. 


geo plot, ;incl notice tlie size of the target 
depiction in relation to other targets, 'I'liis, 
barring any otlier useful data, should he 
the factor weighed most heavily. Do not 
spend lime lingering inside the convoy 
looking Ibr the best target. Should an op- 
portunity arise, take it. This is especially 
tine if a ship has already been destroyed; 
the escorts will be coming, and they will 
not be ])lcased. 

Should an escort arrive while you’i e still 
in the convoy, evaluate its speed, plot a 
course which will open the range, :md rake 
any available sliots, regardless of their 
quality, 'fime is of the essence, and better 
.some tonnage than no tonnage. 

Another key idea is to take oiii ships 
quickly, with a minimum of maneuvering. 
Evaluate, strike, and move on. Should a 
target of high quality present itself, and 
only one toi'pedo has hit the target, ma- 
neuver behind and to one side of the tar- 
get and open fire with the deck gun. 
While doing so, keep a shai'p eye out. This 
is a risky tactic, but one that is .sometimes 
worth the risk. 

Firing Considerations 

When shooting torpedoes, gel as close 
to the target as possible. Six hundred 
meters is my personal maximum for 
bow lubes. As stern tubes are much 
more difricult to align, 800-900 meters 
is a maximum. Should a valuable target 
j)reseni itself, shoot the weajjons in 
rapid lire succession. 

When lining up a shot from the bridge 
binoculars, many captains make a com- 
mon mistake, and I am as guilty as tiny- 
one: fixating on the target and ignoring 
eveiylhing else. It is veiy easy to run into a 
target that has already been hit, or anoth- 


er merchant that lies 
between the target 
and the boat. Use the 
hot keys (F.S and F5) 
to toggle between the 
geo plot and the 
binoculars, and pay 
attention to the situa- 
tion! 

Finally, while at- 
tacking the convoy, 
keep in mind that 
some of the convoy 
may be armed. Some 
merchants have guns, 
and can wreak havoc 
on the unpiejjared. 
Should one of these 
shij)s open fire, open 
the range with that shijj or torpedo it. but 
do not get in a running gun battle. One 
hit of a shell can cau-se tlie U-boat to dive, 
and this is the hist place to be with serious 
hull damage. 

Once the attack is over, move quickly 
away and re-evaluate the torpedo room. 
Check on the stains of I'eloading, and 





LOOKY-LOO ALERT The most common mistake a novice Captain will make: 
waiting to watch the torpedoes strike their target. It may be a pretty sight, 
but the escorts that are quickly bearing down on your sub aren’t! 


bring additional weapons down if neces- 
sary. Once all the weapons are reloaded, 
consider atlacking the convoy again. 
Should this decision be reached, circle 
around the convoy to the j)oint previously 
entered, and do it again. 

Attacking From Below 

Of course there is another school of 
thought for U-boat tactics, and that is the 
submerged attack. 'Fhis is difficult, and it 
must be remembered that U-boats were 
designed as torpedo boars that could dive 
to escape. The best use of the U-boat, in 
my opinion, is on the surface. But there 


Strategies ^ | 

are times when a convoy presents itself 
suddenly, and no other option is available. 

Wlien making a submerged attack, keep 
in mind these key ideas. First, the speed 
advantage is gone. When speed is used, 
the advantages of silence and sonar are 
negated. The only time 1 consider using 
speed is when a target is already within 
range, and a turn must be executed to 
bring the weapon to bear. The other con- 
sideration is balteiy life. Should the player 
select realistic batteiy consumption, one- 
third speed can be maintained for long 
periods of time, but a flank bell will eat up 
the batteiy veiy quickly. 

The first consideration when making a 
submerged attack is to get as close as pos- 
sible to the convoy before attacking. The 
convoy may zig, taking them out of range. 
Should the convoy zig to either side, the 
escorts, which act as flankers and use their 
active sonar, may stumble upon the boat 
and drop a few depth charges. The chart 
will inform the player of any zigs. Tiy to 
time the dive so that position is set right 
alter the last zig. 

Set up so that the convoy will run right 
over the boat. Keep 
periscope time to an 
absolute minimum, 
and never look 
through the scope 
while using time 
compression. Escorts 
can spot a peri.scope, 
and should this oc- 
cLii', you’ll need to 
get deep and get 
away. 

Once the convoy is 
penetrated, keep in 
mind that the targets 
will, as they pass by, 
be moving faster 
than it is possible to 

turn. Use a burst of 

speed to bring the boat around. Have 
multiple targets in mind. The idea of a 
submerged attack is to hit a lot of ships 
veiy quickly, and then go deep. Don’t stick 
around to find out if the torpedoes liit. 

These tips should bring the player ad- 
ditional success, and add to the enjoy- 
ment this game will bring. AcKS or the 
Dkei’ is a complex game, and it is highly 
addictive. As success with convoys in- 
creases, more rewards are given in pro- 
motions, medals, and newer boats. But 
nothing feels as good as coming into 
port with a dozen pennants flying from 
the mast. 
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'Feel the double thrill of flight simulation and space shooter action as you, lock 
on a Starfish Mine Launcher at the speed of light. 

High speed video compression runs terrifying 3-D animation at 15 frames per 
second to keep your pulse racing. 

Created by Argonaut, who brought you the Special FX chip in Nintendo's top- 
selling Star Fox'". 




It's 2023 and the Earth is dying. A survey ship, the 
SS Amazon, takes off to locate an alternative planet and 
disappears. Now, you must discover what hit it. Oh yeah, 
while you're at it, bring back an alien specimen, find its 
source and destroy it. 

Just don't breathe too loudly-it might be tracking you. 
Something sure is. Man-eating slime pools? Artillery 
Spiders with twin-barreled lasers? Jellied Suckers that 
inhale entire ships? Or electric Distortion Rings that fry 
you to a crisp? 

Or is it one of those really ugly things that we don't even 
want to mention? 



AVAILABLE ON 
PC CD-ROM 


CreauirB Shock is a trademark of Virgin Interactive Eiiterlainnienl, Inc. ''01994 Argonaut Software, Ltd. and Virgin Interactive Entertalnnicnt, ]nc. All rights 
reserved, Virgin Is a registered trademark of Virgin Enterprises, Ltd. All other trademarks recognized. 


Circle Reader Service #J26 


Ex Libris Arcanis 


Wisdom To Dispell An Inimical MASTER OF Magic 

by Robert L. Hayes, Jr. 



(weat venejicum immicum!" read the disinte- 
grating yellow page. “Beware the hostile 
sorcerer!” Thus began the tome from 
which I have translated this arcane sagacity. 
Alas, the provenance of its wisdom suggest- 
ed that the ritual and calculation required 
to produce its .'ircaiie knowledge must have 
been duiing the reign of M.vs’ltlR OF M\cac 
1 . 1 and may not accurately reflect the era 
of 1.2 or its disciples. Perhaps, 1 shall be 
privileged to lind a later tome and translate 
that wisdom at another time. 

“Caveat comilium perjeclum..." began 
the first page with its advice to be- 
ware a perfect plan in 


Master of 
Magic. 

There are no 
“peH'ect plans” for 
winning the game, 
no simple strategic rules 
which will guarantee victory. The 
game is simply too complex to be exhaus- 
tively covered in anything less bulky than 
a full-length book. Unfortunately, I did 


not discover the full book, so I will focus 
my attention on MOM’s combat system, 
one of the least-understood aspects of the 
game. All the tips, strategies, and exam- 
ples below are based on my individual ex- 
perience with the game, I have tried to 
keep things general, but nothing here 
should be taken as holy writ. 

There are three main types of battles in 
MA.STER OF Magic: fighting in cities, figlit- 
ing in the wilderness, and fighting in in- 
ins/nocles. Each type of battle has different 
objectives and requirements, and each 
unit at the player’s disposal is more or less 
suited to each type of battle. The success- 
ful wizard will allocate his or her armies 
accordingly. 

Wien attacking an enemy or neutral 
city, the most important attribute for your 
invaders to have is a decent speed (two or 
above). Spearmen slogging ao'oss the bat- 
tle board at one space per turn will be cut 
to ribbons by defending archers before 
they can get in position to stand and fight. 
Not all attacking units need to blaze 
across the map, of course. Your own 
ranged-attack forces can be slow, since 
they are likely to stay in their starting po- 
sitions, and any forces that are missile- 
proof do not need great mobility. If a 
defending city is lightly held or has no 
missile troops, then the speed of your at- 
tackers becomes iirelevant. 

Of course, when the tables have turned 
and those jiesky enemy troops are besieg- 
ing your cities, your ideal combat gioup is 
significantly different. City defense is where 
ranged forces come into their owi — cower- 
ing behind city walls and, unlike their ene- 
my countei'parts struggling across the 
battlefield, hard to kill. Unfortunately, bow- 
men and slingers are not usually available 
to your cities until the city has become rea- 
.sonably developed. For most races, the first 
units a city builds will be the ubiquitous 
speaiTnen. This is okay. One or two spear- 
men units in a city will provide some de- 
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I'eiisc and will often scare off computer players and rampaging 
monsters alike. Then, once your city is large enough to support the 
industries necessary to build missile troops, those original spear- 
men can be used to guaj-d tlie city gate ^vhile your new arcliers and 
slingers cut the enemy to ribbons. Of course, once you have flying 
troops, it’s good to retire lliose spearmen and let the flyers guard 
the door. Tliat way, if the enemy has no missile or Hying troops, he 
cannot engage you at ail, letting your own missile troops have a 
Held day against their helple.ss enemies. 



BLADE FOR THE BUCK As they slice this Guardian Spirit into vaporware, the 
swordsmen ot the wicked Eglonis prove why they offer so much bang for the 
buck. They’re cheap to build, relatively resilient on defense, and get two 
attacks per tactical phase. 


When fighting in ihe open field, missile units are not quite as 
useful, due to the greatei' freedom of movement of both sides. 
Wilderness battles are generally wilder and less ]3redictable than 
city fights. When badly outmatched (regular army units versus a 
lone settler, for example), the computer player has a habit of 
wasting spells before retreating. 'I'his can be used to your advan- 
tage in the early stages of the game when nnuia is precious. 
Chase that enemy settler across the map, watching as tlie com- 
puter player casts stone skin, web, etc. in each battle before with- 
drawing his troops. Be leeiy of using magic in the first round of 
wilderness fights wiiere you suspect the computer j)layer plans to 
withdraw, since your magic is likely be wasted in such a case. 

Ccipluring nodes and ruins, of course, is one of the more inter- 



UNIT-WIDE WEB SITE Enemy units decide to stick around until Eglonis’ 
swordsmen can finish off their livelier counterparts. Ranged spells are 
useful when ranged weapons are limited. 



He ruled the auto industry. 
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esting aspects of Mas'I’KR ok M/Uac. Treasure fruin Uie pailietic 
(10 gold pieces) to the ireiiienclous (two ('-liaos spell books and a 
champion-level hero) can be acquired. Naturally, treasure is gen- 
erally proportionate to the risk encountered in getting it, so tluit 
single skeleton is not likely to be guarding any major artifacts. 

Attacking these structures is different than regular combat, 
though, in that yotir enemies will not be increasing over time. If 
you ha\’e the jjatience and the units, you can simply wear down 
even the toughest ruin over a period oj‘ years. Tliis is wasteful, 
however, and it is better to win the first lime. There are several 
excellent methods ofojKimizing a gi'oup’s j^erformance when at- 
tacking ruins. An old fa\'orite is to use a large stack of well- en- 



PUPPIES FROM PURGATORY These priests haven’t got a prayer against these 
Hell Dogs. Too bad the wizard hadn't thought about using regenerating units 
to take this vital tower. 


chanted regenerating troops (trolls, or (iir sufliciently advanced 
Nature wizards, any troops you have cast the Regeneration s]k* 1I 
on), along with a hero possessing the Leadci'ship attribute. Such 
stacks can take on the weaker and medium-powered ruins, and 
will constantly heal themselves, making casualties irrelevant (so 
long as you win the battle). 

Armies raised strictly from Hying gi-oups ai’e also powerful, espe- 
cially when the flyei's are mi.ssile-armed. A good luiKTo two-thirds 
of the ruins you encounter will fall automatically to such invulnera- 
ble troops. In the later stages of the game, often ;t good min ex- 
plorer is a single incredihh’ powerful hero or heroine, ma,ssively 
enchanted with all )’Our ])rotective and enhancing spells, and laden 
down with ai iifacts to further boost his or her already godlike pow- 
ers. This option also has the advantage of being a great deal oflim: 
wading into nine Death Knights and crushing them all in three 
rounds of combat is a maivelous experience. 

''Carfie rommodum!" or “Seize the adviintage!” read the title ol‘ 
another page. Obviousl)', even the ancients felt that the bewilder- 
ing amiy of unit t)'pes could be somewhat ot'erwheiming. Inl'or- 
mation was provided in tabular form ('lable 1) and summarized 
each unit which could normally be iDuilt. Some of these units are 
specific to a given race, and most reciuire signillcant industrial in- 
vestment in the building city, 'fhe first value in the table, Fire- 
power, is a measure of the number of hits the unit can be 
expected to inflict, on average, in a round of combat (before de- 
fenders ai)ply their shields). Units with both melee and missile at- 
tacks are considered to combine those factors for purposes of the 
firepower value, since most such units lire one or two rounds of 
missiles then close for melee. 'I'he Hits to Kill (Ifl'K) column in- 
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dicales the number of hits, on average, it takes to kill the unit in a 
single round. Part of the H'l'K value derives from the unit's in- 
trinsic hit points, and part of it derives from the unit’s ability to 
defend itself. These values are roughly comparable, but many 
special attacks cannot be lit into a simple numeric index - poi.son, 
stoning, paralysis (eveiything that doesn’t cause direct, simple 
damage) has been left out of these numbers. Thus, manticores 
look terrible (Firepower ofS) mainly because their strength 6 poi- 
son attack has been ignored. The column originally labeled bi- 
cendiim Pro Pecuniae (“Bang for the Buck’’) reflects the ratio of a 
unit's firepower to its constniction cost, while the “Blood for the 
Buck" (Sanguineus Pro Pecuniae) reflects the ratio of its HTK to 
construction cost. 

Another tahulam ('fable 2) summarized summoned creatures 
and monsters found in ruins and nodes; for obvious reasons, 
there is no Bang for the Buck or Blood for the Buck rating for 
these creatures. Resistance was not integrated into the tables, 
since the pages (()imd did not deal with the magic system. The 
buiidablc unit with the greatest firepower is the Nightmare; 
Nightmares also have the highest H'fK. Nightmares are general- 
ly powerful creatures whose only drawback is that they can be 
built only by Dark Elves. 

'fhe unit with the highest Bang for the Buck and Blood for the 
Buck is the Swordsman (not surprising, considering their incredi- 
bly low cost). These values are somewhat misleading, however, 
since fully develojjed cities may have enough production to build 
four or five swordsmen units per turn, but can only build one 
swordsman per turn due to the nature of the building system, 
with the rest of the city’s production being wasted. 
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TABLE 1: COMBAT ANALYSIS 
OF BUILDABLE UNITS 


Unit Name 

Firepower 

HTK 

Bang/ 

Buck 

Blood/ 

Buck 

Air Ship 

3.9 

21.5 

0.020 

0.108 

Berserkers 

14.4 

21.6 

0.180 

0.270 

Bowmen 

3.6 

7.8 

0.120 

0.260 

Cavalry 

4.8 

14.4 

0.120 

0.360 

Catapult 

3 

10.6 

0.030 

0.106 

Centaurs 

6 

15.6 

0.060 

0.156 

Doom Drakes 

8.4 

21.8 

0.053 

0.136 

Dragon Turtle 

4.5 

17.4 

0.038 

0.145 

Elven Lords 

10 

16.8 

0.063 

0.105 

Engineers 

1.8 

7.8 

0.045 

0.195 

Galley 

1.8 

20.9 

0.018 

0.209 

Golem 

3.6 

22.4 

0.018 

0.112 

Griffins 

5.4 

23 

0.027 

0.115 

Halberdiers 

7.2 

11.4 

0.180 

0.285 

Hammerhands 

14.4 

29.4 

0.090 

0.184 

Horsebowmen 

7.2 

14.4 

0.120 

0.240 

Javelineers 

12.6 

19.2 

0.105 

0.160 

Longbowmen 

9.6 

9.6 

0.120 

0.120 

Magicians 

8.4 

7.6 

0.070 

0.063 

Manticores 

3 

15.8 

0.019 

0.099 

Minotaurs 

12 

26.4 

0.060 

0.132 

Nightblades 

7.2 

11.4 

0.060 

0.095 

Nightmares 

15.6 

44.8 

0.098 

0.280 

Paladins 

8.4 

23.2 

0.042 

0.116 

Pegasi 

6.4 

12.4 

0.040 

0.078 

Pikemen 

12 

15.2 

0.150 

0.190 

Priests 

8.4 

8.8 

0.084 

0.088 

Rangers 

8.4 

12.8 

0.070 

0.107 

Settlers 

0 

1.3 

0.000 

0.022 

Shaman 

4.8 

7.6 

0.096 

0.152 

Slingers 

9.6 

17.6 

0.096 

0.176 

Spearmen 

2.4 

12.8 

0.240 

1.280 

Stag Beetle 

6 

21.8 

0.038 

0.136 

Steam Cannon 

3.6 

12.6 

0.020 

0.070 

Swordsmen 

5.4 

9.6 

0.270 

0.480 

Trireme 

1.2 

10.6 

0.020 

0.177 

Warlocks 

18 

13.2 

0.075 

0.055 

War Mammoths 

6 

27.6 

0.025 

0.115 

Warship 

5.4 

31.5 

0.034 

0.197 

War Trolls 

9.6 

24.8 

0.060 

0.155 

Wolf Riders 

7.2 

23.6 

0.072 

0.236 

Wyvern Riders 

3 

23 

0.015 

0.115 
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TABLE 2: COMBAT ANALYSIS 

OF SUMMONED/ENCOUNTERED UNITS 

Unit Name 

Firepower 

HTK 

Air Elemental 

4.5 

11.8 

Angel 

7 

16.5 

Arch Angel 

10.2 

20.4 

Basilisk 

4.5 

31.2 

Behemoth 

7.5 

46.8 

Chaos Spawn 

0.3 

16.5 

Chimera 

13.2 

36.8 

Cockatrices 

4.8 

15.6 

Colossus 

12 

32.4 

Death Knights 

14 

38 

Demon 

4.2 

13.5 

Demon Lord 

9 

22.1 

Djinn 

6.9 

21.8 

Doom Bat 

3 

21.5 

Earth Elemental 

7.5 

31.2 

Efreet 

9 

12.9 

Fire Elemental 

3.6 

11.2 

Fire Giant 

6 

16.5 

Floating Island 

0 

45 

Gargoyles 

4.8 

25.6 

Ghouls 

4.8 

15.6 

Giant Spiders 

2.4 

21.8 

Gorgons 

9.6 

43.2 

Great Drake 

15 

31.5 

Great Wyrm 

7.5x 

46.8 

Guardian Spirit 

3 

11.2 

Hell Hounds 

7.2 

18.4 

Flydra 

29.7 

100.8 

Magic Spirit 

1.5 

11.2 

Nagas 

3.2 

13.8 

Night Stalker 

2.1 

10.9 

Phantom Beast 

5.4 

20 

Phantom Warriors 

5.4 

6 

Shadow Demons 

10.8 

24.8 

Skeletons 

5.4 

13.2 

Sky Drake 

12 

27.1 

Sprites 

6 

6.4 

Stone Giants 

9 

22.1 

Storm Giants 

6.6 

21.2 

Unicorns 

8 

27.6 

War Bears 

4.2 

17.8 

Werewolves 

9 

31.8 

Wraiths 

8.4 

38 

Zombies 

5.4 

21.6 


He ruled morion pictures. 
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•DOOM 1.666 Episode One pre- 
installed on each Zephyr system 


Zephyr Onyx Pentium 90 Mhz.- very fasti 
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01 tile iiniis with liiglicr costs, Bersei'kers and Halberdiers pro- 
vide the most Bang foi' llie Buck, wliile Halberdiers, Cavaliy and 
Nightmares provide the most Blood (or the Bock. The clear loser 
in the ethcienq' categoiy is the Ciaiajiult. There are units with 
similarly low efhcienty ratings (Manticores, VV)wern Riders) but 
those units have highly useful special poivers that are not reflect- 
ed in the table. 

Several units have special ability combinations that can be ex- 
tremeh’ powerful when properly used. Klven Lords, Ghlfins, and 
Paladins all comhine first strike and armor-piercing attacks, ren- 
dering them all but oinnijjotenl against normal units. One Liven 
Lord unit can easily defeat nine ordinaiy spearmen or swoi'ds- 
men due to tins elleclive combination. 





HYDRA IN PLAIN SIGHT It takes a large army and lots of magic to take out a 
hydra or two. 


Other highly useful units are Berserkers (good general 
lighters and reasonably inexpensive), Horsebowmen (mount- 
ed bowmen th:it ;ire a good \’alue for the productioti), Slingers 
(inexpensive and veiy powerful) and War'Lrolls (good lighters 
and best of all, regeneralitig). d'ho fantastic units are some- 
what more difficult to tpiantify, as almost all have special pow- 
ers atid most have more than one. d'he immunity to magic 
possessed by Sky Drakes renders them among the most dilli- 
cult of opponents, since only numdane weapons will have any 
effect at all. 

The povveiiltl, life-draining Death Knights can overcome all 
but the sti'ongesl of normal armies, and generally significant 
magical resources will be I'equired to defeat them. The ability 
of Demon Lords to summon three other Demons can be devas- 
latitig against armies tiot able to eliminate the Demon Lord be- 
fore he completes his summonitig. 'fhe teleporting Great 
\Vyrm is capable of killing most units in a single bto^v, but is 
helpless against Hying armies. The sheer vitality of Hydra 
make tliein veiy annoying to fight, but a strong army can gen- 
ei'ally defeat them. 

The last j)agc crumbled in my gnarled hands and I sprinkled 
the pieces into a potion I had concocted. It had ended with the 
suggestion that M.vst'KR oK M.uat: rewards combined-arms tac- 
tics and that (he wizard who will be victorious on the battlefield 
is the one who will have used the proper unit in the proper 
role. In other words, 1 smiled wickedly and drank tlie newly 
fortified potion, “Keep your armor oiled, your sword cle;m, 
and uever let the computei' light your battles for you.” Words to 
contjuer by, indeed, 



Mkroprose. PC games that let you buy, 
build and control yc>ur own enynre^ 


.^^’PROSE 

Anything is possible, 

1 -800-879-PLAY. For IBM-PC & Compatibles. 

© 1994 MlcroProse All Rights Reserved. 
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36393 Iron Cross 

37703lsliar3:7Cdlesollnimily 

329B2lsleolllicDead 

27314 Jack Nicklaus Signature Golf 

28696 Jack Nicklaus Signature Tour 1 

30628 Jack Nicklaus Signature Tour 2 

3I4BO Jagged Alliance 

36389 Jogged Alliance Addon 

34166 Jeopardy Deluxe 

32968 Jeopardy Deluxe - WINDOWS 

33993 Jeopardy Sports Edition 

32127 Jeopardy willi Alex Tretreck 

37203 Jet Rgfitcr III 

37710 Jll^Olt 

35875 Joiune: Alien Logic 

33741 Jurassic Park 

30672 Kasparov s Gambit •. 

28004 King s Quest VI ! 

3207eKlngaom5ofCcnnpny '.v.lS 

34303 Kingmaker 

36972 Klikn Play WINDOWS .. 
3IS9SKnlgmsolKcnlarNR13 .. 

352IOKillgmsolXciir 

31420 Lands of Loro 

28561 Legend of Kytandia 

37527 Legions -WINDOWS 

25424 Leisure SullUinyV 

32785 Leisure Suit Larry VI 

36744 Lemmings Holiday '94 

25284 Lemmings I 

36743 Lemmings l • WINDOWS 

30372 Lemmings II 

27660 Links 386 Pro 

30488 Dnks: Banff Springs SVGA 

31444 UnksiBelfieyCourseSVCA 

36148 Dnksiaghoin Course SVGA 

34306 Links: Castle Pines Course SVGA . . . 

32478 Links: Firestone Course SVGA 

31507 UnKs Innisbrook Course SVGA 

29740 Unks: Manna Kea Course SVGA .... 

32479 Unks: Pebble Beach Course SVGA . . 

30798 Unks: Plncliurst Country SVGA 

35319 Lode Runner 

35320 Lode Runner - WINDOWS 

>1 Midnight 


IBM RECREATION 










ftlebrating 10 years!! 




CompulerCame 
Review, "nicse 
stylish 2-way, 
powerful 
speakers are 
the talk of the 
(catutihg 


output of 30 


to 20,000 
ilislortlon ol ,05'Vli ahcl a rnleh ouipiil ' 
per channel. Available for your "" 
conipallbles 


frequency 
range Irom 5C 
amplifier has a total hamronlc 


$63 



widejoumey to recover the five pieces In time for 
the Championships. His quest lakes him through 5 
countries, filled with dangeis and pitlulls Help him 
lace over 30 levels of enemies whose goal Is to rid 
the world ofSoccetl IBM CD available. , ; 

MICHOLEACUE IBM 3.5' 4135592 §20] 



10 obsciiiily, Fealutes some 
olthc biggest races fiom thcBrIlish nat racing season, 
plus the Classic races ol four main tracks! Uses 
graphics will! 3-D sciolling lor unbeatable realism. 


WIZAIiOCAMES IBM3.5 #36790 


$31 


IBM RECREATION 

3S94OStarCrusa0prfIllssf?nS speech 

33245 Star Reach rV. , I ...r 

2670C Slat Trek 25lh Ahi'lvorsaty 

31772 StarTrek: Judgment Riles 

34170StarWar5ScteenSavcrWIN 

32808StarWat5Ctie5s 

37309 SlarCate 

31477 Stonckeep 

30926 Street Filler II 

27l0BSuikeCommandet 

3060B5lnkeCommandeiSpe«hPack . . 

32114SliikeCommanaerTaclical«l 

35614 Strip Poker Pro » 12 Data Disk 

31886 Sltlp Poker Prolessional 

35144 Sub Battle Simulator 

35151 Sub BalUe Simulator II - WINDOWS . . . 

33331 Subwar 2050 

37091 Subivar 2050 Scenario 

35362 Super Skill 

372B2 Super Streel FIgheit II 

26041 SuperTcltls 

32605 Super VGA Harrier 

34383 Superhero: league ol Hoboken 

31154 Syndicate 

33858 System Shock 

34305TFX:TadlcalFlglilcr 

36820 TV Guide Crosswords • WINDOWS .... 

35160TacOps-WINDOW5 

31260 Terminator 2 Chess Wars 

1717gTBmilnalor2029 

31422 Termliuilor; Raiti|)ngi' 

23134TettorallheDcep 

28095 Tetris Classic 

29356Telti5T«0 

32154TlieDig 

3429mieatteofDealli 

34914 Theme Park 

33332TliiidRcich 

32152 Tie Fighter 

29906TlgersonihePiQWI 

35308 Tony LaRussa Baseball II 2.0 

32900 Tower Controller 

26t42TrainEnglneer-WINPQWS 

37084 Tianspoit Tycoon -WINDOWS 

37588 True Ues 

35776Tunnel Rat 

36452 U-Boal-WINDOWS 

24619 USCF Chess 

27431 UHlma Underworld I 

29869 Ullrma VlhScrpcnl Isic 

35873 Ullima VIII: Lost Vale Addon 

32879 Ullima VIII: Pag<m 

33777 Ultima Vlll. Pagan Speech Pak 

34434 Ultimate Domain 


32859V(cloiyalSea 

33934 WW2 Air Force Commander 

35707 WWII Flight Sim Tool Kit 

31641 Warm Russia 

36708 Warcraft: Ores and Humans 

34653 Wa^me Consltiicliuii Set II: T.inks . 

31521 Warlords II 

25222 Warlords II Scenario lldllor 

37093 Wclllil'; 



Internal 14,400 lax/modem veislon fealutes CCITT 
V.32his with V.42bi5. Supports I4.400bps Group III 
fax and transmits data at 14,400 with V.42/MNP 2- 
4 error control and V.42bls/MNP 5 tlaia compres- 
sion, for up to 57,600bp5. Send and receive faxes 
while tunnlngolhcr applications, send gioup and 
delayed faxes, and create petsonallccd Phonebooks 
'or quicker dialing. Compatible with most popiil 
ax and ccmmunlcallons software packages. 
Features a 5-year warranty 

USROBOTICS IBM #28307 


pulse bursls, spinners, smart missiles, proximity 
mines, cyberblasls and scatlersliotsl Escape through 
Itansportcr galcsl Submerge Into cybetspacel Tills 
Is not Just another game-il s another lealityl Mac 
CD version available, please call . 

IBM CD #34608 $38 


IBM RECREATION 



IBM CD-ROM RECREATION 

336R3 lO-ftar Anthology Classics 

32y031lttiHour 

36593 1830; Railroads 8 Robber Batons -.'r. 

34BBB 5 Foot 10 Pak Volume I .-. '•.V-'l 

36691 5 Foot 10 Pak Volume II 

37686 5 Came SuperPak 

29037 7111 Guest i . 

32855 ADaDDdrkSun:ShattcredLands 

35B78 AD8D Ddik Sun: Wake Ravager 

32925 ADflD Dungeon Hack 

34161 AOaD Genie's Curse 

36958 ADBDMenzobetratuan 

34165 AD8D RavcnlofuSltahds Posses 

36009 Absolulo Zero 

35254 Aces olihe Deep 

34717 Aces oMhe Pacific 

34719 Aces over tuiope 

36729 Acrossttie Rhine: 1944 

330)1 Aegis: Guardian olllie Fleet 

36278 Alt Combat: US Navy Rgtilers 

36757 Air Havoc Conlioller 

35157 Air Warrior II 

35365 Air Warrior Super 

35806 Allen Legacy 

34944 Allen Logic:Jotune 

35720 All-Pro loolball 

35527 All-StarSpnrtsCollectlon 

32513 Alone In me Dark 

37074 Alone in Ihe Dark II 

36006 America's Civil War 

36368 Anyone for Cards? 



$118 


garbled 

messages and a 
scienlific 

dalahasa. Point and click your way Ihroiigli puzzles, 
UFO chases, and top-secret Information. Mulliple 
game endings and non-linear game play make this 
one ol Ihc most exciting games ol die ycatl 


SUNSTAR IBM CD #3691! 


$32 



IBM CD-ROM RECREATION 

37SDG Arena Elder Scrolls 

3SB69 Aimoti'd Hst ■ 

37039 Awatil Winning Wat Games - 

35311 BabylonS CA 

36010 B.mdils 

37199 Bailie Chess Compilation i 

26439BatllcChess£nhanced : 

37205 Bditle Cruiser 3000AD z 

36042 Battle Isle 2200 

34448 Battlediomc 

32602 Beneath a Sled Sky • 

34422 Betrayal at Krondot 

34638 BioFoige Interactive Movie 

37597 Blake Slone Planet Strike ; 

35593 Blood tlowl 

32981 BlnodNcI f 

36939 Blown Away I 

3l5D6Ulueluice I 

37206 Boblile Fischer Teaches Chess 

34486 Brain Drain : 

33860 Buzz Aldtin s Race to Space 

375l7CadllldCs0Dinos.iuts 

37200 Gaesat s Woild of Gambling ' 

32963 Campaign ■ 

34279 Cannon fodder : 

35318 r.ipllol Punishment I 

34168 Castles U; .Siege 8 ConquesI ‘ 

35442 Celebtlly Poker 

3G9IU Cenltiil inlelllgence I 

35005 Cli.implonshipPlnbJll 

35420 ChessMastcr 4000 Hirbo 

34016 ColonlZJlIdti: Sid Meier's < 

1 33497 Comanche 0 Mission Disk #1 < 

,1:51031 ComniandSlaislilp 

'•■■19696 Command and Conquer ■ 

37.539-ramni,iiidet Blood . .• 

'"i33909Coinpanlotisof Xantli 

\S7357 Complete B.isketballMPCI.0 

. 39767 Conan file Cimmerian 

■'35D56Corridot7 1 

34659 Cowboy Casino 

' 36884 Creature Shock < 

35100 Clime Patrol I 

35224 Crime Patrol 2: Drug Wats .; 

35768 CybciJudas < 

32715 CyPc’tRdtc 

35736 Cyberspace ; 

36913 CybcfTbrol 

36477 Cybetla 

36043 Cyclemama 

36279 Cyclones • 

37701 Cyheiwji 

34973 D-Day: Operallon Overlord 

33235 D.icmonsgJte ; 

29904 Dagger ol Anion Ra: Laura Bow II ; 

36750 Diminesid CA 

33920DatlnglnFly i 

36302 Dark Forces r 

34163 Dark Legions I 

32713 D.itkSeiM < 

35738 Dawn Paitnl i 

30880 Dayollherentacle ; 

36044 De.ilhgate I 

36453 Della V • 

36746 Dlscworld • 

36G28 Digital Dreamwaic ; 

37044 Domlniis ; 

30320 Doom II- Hell on Iciith i 

36791 Doom II: Hliilhook 

31564 Dr.icuki Unleashed ‘ 

37020Diagoil loic:Chaplei I i 

31493 Dragons lair • 

35231 DragonsLalrll: Time Warp • 

33540 DtagonSphere I 

29450Dunc : 

57702 Dungeon Maslet 2 

34781 tSPN Baseball Catching ; 

34779 F.SPN Baseball: Dcfi'nslve Play 

34778 ESPN Baseball: Hilling I 

34780 ESPN Baseball. Pilchmg ; 

34786 ESPN Football Delensive B.Hk • 

34789 ESPN Football; Linemen ; 

34787 ESPN Football. Quarleibdck • 

34788 fSPNtcK)lb.ill Receiver I 

34783 ESPN Golf: full Swings Putting ‘ 

34782 ESPN Cdl: Shot Making i 

35808 FSPN: Lets Play Baseball ; 

Is PlayStKcer : 

sPlayHinnls ; 


35809 FSPN. 

35812 ESPN; 

36525 Elgin 
55361 Emplieiieiuxeiv 
31 115 Eric the Untcady 
31429 I'-IS Strike Fagle 
3673) rirAInleinnlloitnlSocci 

34740 falcon Cold 

35944 Family Feud 

36293 Fanlasy I'esl 


Edilic 



DRAGON LORE 




dragons roam 
ihG Earth and 

land. The dark 
KiilglilHaagen 
Voii Diakonov 
murdered your 

destroyed your 
castle. IS avenge 
your lather’s 
death, you must 
become a 
Dragon Knt^ll 
SolKgIns your 
dangerous journey in Dragon Lore. Tlie first in a 
Itilogy of (uUy iendered 3-0 role-playing adventures 
Ural look and feel like nothing you’ve ever played 
before. II s lire ulllmaletantasy graphic adventure! 


MINDSCAPE IBM CO #37020 


$46 





Last 
’ Minute 
Gift Ideas 


IBM CD-ROM RECREATION 


35219 Mad Dc^McCree II 

30053 Magic Carpel 

32595 Man Enough 

34559 Maniac Spoils MPC 

30082 Maniis Expoiinicnlal Flghlei 

375G7MdsierOl Magic 

33865 Medi Commander 

34l55MKhWditioill 

33310 Mega Race 

34865 Melaltech: Earth Siege 

34010 MictosoliBaschall 

34829 Miciosuft Coll Courses: Ptnehursl . . . . 

34741 Mig-2g Cold 

33217 Mlglu a Magic World of Xeen 

34796 Millennium Auclion 

36856 Mllleniilum Aucilon Private Colled . . 
37535 Miiidsc.ipc 10 Pack 





Mebrating \U year6!! 


Evi] Commander 
Borf lias now 
kidnapped 
Ace's girlfriend. 
Kimberly, and Is 
plotling to 
enslave Earth 
uaighis'lnfanlo 
Ray', a weapon 
that changes 
everyone Into a 
helpless babyl 
Armed with 


If yon enjoy 
playing Dooi 


' tW ‘ J find and destroy 

ffie Infanto Ray. 
rescue his 
beloved 

Kimberly, and save the planet from becoming one 
gigantic nursery. Features full-screen animation and 
crisp, |)owcrlul sound from Uie original laser disc 
arcade classic. Tills Is true arcade action at its most 
addicllvel Mac CD version available. _ 


direct your vision elsewhere while your weapon 
remains firmly f xed on your largvil It doesn't gel 
more virtually ica! than thisi 


IBM CD «3522S 


LUCAS ARTS IBM CD *36302 


KIDS/FAMILY/HOME 


IBM CD-ROM RECREATION 


IBM CD-ROM RECREATION 


36y60SoccerKld . . • 

25688 Space Quest IV..'. .'.,'.1. . 

37287 Spaceship Warlociy'. . i r . , 

39290 Spear of Destiny Super CD-Pak 

39608 Spectre VR 

33297 Spellcasting Parly Pak 


Hollywood 

got some Of the 
biggest movie 
stars waiting lor 
your call. You're 
responsible lot 
bringing 25 
niDvles to the 
"Sliver Screen'. 
Buy scripts and 
bestsellers, 
develop Ideas, 
or make sequels 


on Teaches Typing CD 
: Family HeuithCD.... 


35724 Star Crusader 


29366 Star Trek 25lh Entianceil , . . . 
34021 Star Trek: Collectibles Guide . . 
34393 Star Trek; DSN • The Hunt . . . . 
37193 StnrTlefcJudgmenlRites .... 
3427B Star Tick: Star Fleet Academy 
34350 Star Trek: TNCTbcIi Manual.. 
34568 Star Trek; TNC:AFlral unity . 

32547 Star Wars Chess 

25GBG Stellar 7 


35439 Zephyr 


36806 MusicTIme 2.0 WIN .... 
36G03 My Favorite Monster CD 
36090 One World Atlas CD ... . 


36366 Zorro 


MACINTOSH TITLES 


36828 Oregon' 


36538 People vs. OJ. Simpson CO 


33864 Alone In Ihe Dark . 
36312 Arc of Doom CD... 

35716 BteakTlituI 

29214 Clvlliiatlon 

37227 Dungeon Master 2 
29932 Eight Ball Deluxe Pi 


372H3 Street HghctI II Compilation . . 
32109 Strike Commander -t- Tactical . . 
36290 Strike Commander /Prrvateer . 


31527 Publisher 2.0WIN 


33928 Piitt-PuH Fun Pack CO 




37090 Subwar 2050 Plus 


36840 Quicken 4.0 WIN 


34425 Superhero: League of Hoboken 
35072 System Shock 


36838 Quicken 6.01 


36590 night Commander I 


26045 night Simulator 4.0 

34172 Gabriel Knight 

25497 Harpoon II 

30822 Iron Helix CD 

36298 Journeyman Project Turbo CD 

37022 King's Quest VII CO 

30705 Legend of Kytaiidla 

33398 LeisureSullUrry VI 

35257 Unks Pro w/ Hatbotlown Cou 

34450 Operation Crusader 

33824 PGA TbUI Coll II 

34174 PoIrceQue-st IV 

35135 Prlnceol Persian 

36705 Sensory Overload 

32616 SlmCity 2000 

35755 SimTown CD 

3l474SlarTrek 25IhAnnlvcrsaiy .. 
36830Star Tick; 25th Enhanced CD 
37192 Wollenslcin 3-D 


36B4I Quicken Deluxe4.0 CD 


33743 TFXiTaclIcal Fighter. 


aeaiOTVCuideCtossivords . 
35018Tennrnnlor: Rampage 
23148 Tetiorol the Deep 


33063 SATlSludywate 


36017SATISIudyivaie CD 

32960 SATNEW Personal Trainer 2.0 
3430B SAT NEW Personal Ttalner CO 


33320 Tours Cold Compilatior 


36377 Salcty Monkey CD 


34916 Tlicme Park. 


36496Top7enPack 


35823 Storybook Maker CD 

36595TllplePtayPlusl French CD .. 
36594 TriplePfayPlusi Spanish CD . 


36754 Tornado. 


36292 Total Dislortic 


36697 Toiw 


37416 Vivid. 


37565 Transport Tycoon 


36379 Welcome to Bodyland CD ... 
36337 What Is a Belly Button? CO .. 

21493 WrnFax Pro 4.0 WIN 

35647 Windows 95 4.0 

35648Wlndows95Upgrade4.0 ... 

^'diat Windows Upgrade 3.II 

SrSiH. Wings Over Europe WW II CD 


36885Ttlvla1 Pursurt 


30890 Trump Castle I 


27564 Ultima I -VI 


28732 Ultima Underworld /Wing Com. 

30925 UIttma Underworld tail 

15416 Ultima VIII; Pagan w/ Speech . . . 


KIDS/FAMILY/HpME 


35421 Ultimate Domain. 


■^Q^9>;whtld s Greatest Speeches 


35712 Ultimate Footba 


SECA/SNES/3DO 


35924 After Daik MPC 3.0 CD 

36987 Beavis 8 Buttliead Screen Saver 

33036 Creative Writer WIN 

33549 Design Your Own Landscape W 
32032 Disney Collection Screen Stiver 
35617 Dr.Ts SIng-A-Long- World CD . 
17177 Dr, Ts SIng-A-Long Kids CD ... . 

36174 EasyKeys CD 

3GB55 Encarta MPC Encyclopedia '95 1 

36895 GEDw/Clllf Notes 

35749 cm Maker WIN 

36463 HuckerChronlcIesllCD 


36045 Unnecessary Hougliness '95 

25500 Vegas Games Deluxe 

36499 VId Grid 

33989 Vlilcogame Solution 

34345 Vipet; Assault on theOutfrt . . 


’358y6ADaDSIaycr-3DO .... 
'■37198 Alone In Ihu Dark - 3DO 
37.363 Andretti Racing -SEGA . 
37208 Blacklhome- SEGA .... 


36875' 


37102 Dte.-lklhrul-SEGA 


36707 Voyeur 


37708 Vorlcx 

35708 WWII Right Sim Tool Kit 

36701 Warctall: Ores and Humans . . . . 
37385 Wntplancs: Modern Fighting . . . 
35400 Warren Miller'sSklIngSafarl . . . 

34202 Who Shot Johnny Rock? 

34573 Wild Blue Yonder: Episode One 
37085 Wild Blue Yonder: Volume 2 ... 


37467 Civlllratlon-SNES 


37421 Desert StrlF 


25550 Dragon's Lair -3DO 

33073 Escape from Monster Manor- 3DO 
33561 Eternal Champions -SEGA 


36072 Jetsi CD 

33359 Lenny's Music Toons CD , . . 
3G526 Lights Out Spoils - Baseball 
36530 Ughis Out Sports- Football 
36528 Ughts Out Sports • Hockey . 
35615UonKlngPrintSUrdioWIN . 

123 5 0 Upgrade WIN 


34004 Hardball l 


25850 Horde -3DO 

35352 Incredible Toons - SEGA CD 


35R74WrngCommander Armada ... 
36291 Wrng Commander I / II Deluxe 


361331 


33823 John Madden NFL '94 - 3DO 

32534 Jurassic Park-SECA 

37106 Knights of theSky-SEGA .... 

3459UKombat Cars-SECA 

35036 Leathal Enforcers - SEGA CO . 

3 3 0 74 Lemmings - 3DO 

33832 MLBPA Baseball • SNES 

33025 Mad Dog McCree - 3DO .... 
37424 Michael Jordon: Chaos - SNES 

33026 MotUlIKombal- SEGA 

35034 Mortal Kombat-SECACO .. 

32574 Mortal Kombal - SNES 

36306 Mortal Kombal II - SEGA 


Embaik on nn 
adveniure 
beyond your 
ImagInallonI 


and lieaded 
your way in this 
new Lemmings 
advenluiel Lead 
three Lemming 
Trlbes-EgypUan, 
Oassic and 
Shadow-as 
they attempt to 


aboard llic 
USS Enteipnse. 
The aew is all 
here to lake you 
ficxn the outposts 
ofFcdcraiion 
space, lluougli 
ticaclierous 
shlclds-up 
confrontations. 


31971 NBAJam-SEGA 
3S062N6AJam-SNES 
32051 NHL'94-SECA 
33829 Normys Beach - 


33070 Oceans Below - 3DO 


i World - 300 


homelands. You 
get 90 levels of 
gamplay. larger 
Lemmings in 


35397 Road Rash -3DO 


34667 Shadowtun- SEGA 

37378 Shaq-Fu- SEGA 

374 2 8 Shaq-Fu- SNES 

37485 Sonicand Knuckles - SNES 

33051 SonlclheHedgehog3-SEGA 

25909 Star Control II -3DO 

37226 Star Trek: Star Fleet Academy -SNES 

35096 Star Tick; TNG - Echoes - SEGA 

32578 Street Fighter II -SEGA 

32541 Street Flghler II -SNES 

33546 Super NBA Basketball -SEGA 

32576 Super Qff Road Baja -SNES 


and beyond I 


■ uncharted 


I dangers of a 
massive nebula 

'ou're In command 
istarfleet Is 
cm downi 


.Only by 


Features digimed CD-qualily mu 
effects with 3-D SVGA graphics, 
of Ihe Starship Enterprise und III 
depending on you so don't lei II 


out-nisiieuverlng him can you move to Ihe 
I cliallengc. Blown Away is two dozen ol the 
,1 Insidious, mind-blowing games ever Invented- 
n one explosive pdckagcl 


SPEaRUM ISM CO #34568 


SONY IMACESOFT IBM CD #36741 


IVIPUBLI5HINC 1BMCO #36939 


THE LEMMII4GS CHRONICLES 


NASCAR RAC 

iJIASCAR 

j'./"' 

Start your 
englnesl Drive 

700 horsepower 
monsters against 
lop NASCAR 
drivers, on 9 
different mcxlcScd 
NASCAR tracks. 

BWV'r.'i 

TV-Ilke 3-D 
teallsm-from 

to track-side 
nlllhoards. You 

custom-paint 

wall, and wham 

sparks shower 

and parts fly offi From speed to engine sel-up to 
track and tire condlllnns. It's so rcallsllc you'll swear 
you smell gasoline fumesl SVGA 3 5' vcrisoii also 
available. 

VIRGIN IBMCD #35818 $47 


i 

movie's finished, you still need to 
Box Office grosses roll In. ..or will y 
you ve got whal it lakes to make 
it's gonna lake everything you ve 

DEVUONOCAMES IBM 3.5 « 

J or on Ihe lot. 

Once your 
maikel III Will Ihe ! 
'oubQmn?ll i 

It in Hollywood. 

Boii- ; 

127109 $38 ' 





Free Air Shipping* 

^certain rcsiriclions apply 


Due lo the constant change of memoty prices 
please call for current pricing. 


'w way lo Introduce childien ages 3 
and uplo the wotta of computers. Tills rs definitely 
NOT your run-of-the-mill keyboard! Besides Its kid- 
filendly colors and design. kidBoard Is built extra- 
lough and durable. In lad. even Its audible click 
keys are stronger than convenilonal keyboard keysl 
if that weren't enougti, It comes complete 
K software games that make small fingcis 


SPEAKERS 



28425 Roland CS-10A Powered Speakers 36 

32101 Roland MA-I2CPPowerd Speakers 176 

36022 Sony CSS-BIOO Speaker System BD 



Yoursoul has 
been taken for 
safekeeping by 
a virtuous 
goddess. Now. 
yourquestto 


women arc 
coming toa 
calendar near 
you! Features 


Commander 1 
combines live 


stunning full- 
cotor photos 
on CD-ROM. 
The electronic 

makes It easy 


universeand 
regain your IKe 
beginsi Travel 


popular Wing 
Commander 
feellAsa 
talented pilot 
you ve won the 

including your 


dors of a ruined 
fortress through 
subterranean 
realms and 
beyond. Along 


organise all 
your 

Even display 
the Images as 
compuler 

wallpaper background! Package Includes 12 full- 
color 8 172' X ir gorgeous photographs. Create 
knock 'em dead calendars lor yourself or lo give as 
gifts! ASK FOR YOUR FREE T-SHIRT WHILE 
SUPPLIES LASTI 


encounter 


rho challenge your Intellect and 
Four quest climaxes In your ultimate 
■ trulhl 3-D. full-screen graphics add 
he terror. IBM 3.5‘ also available. 


emotions, 
moment 0 
realism to 


IBM CD #34276 


INTERPLAY IBM CD #36893 


SOFTKEY 


IBM CD #36803 


WING COMMANDER III 




Combined Arms In 
Chipland 

Winning Strategies For SSI’s PANZER GENERAL 

by Mark Walker 



hat is tile sum of one plus one, in com- 
bined arms waifare? 'Fwo, you say?/l?/ con- 
il is much more. Tanks plus 
inl'aiitiy, properly employed, equal a dev- 
astating (brce, and SSI's Fanzi-r GKNKRAt. 
can painlully demonstrate this point to 
the uninitiated. So, liere are some poini- 
ei's on bashing oui' silicon oi' water/jiro- 
tein-based opponents. First, as in most 
games, we must master (Don’t yott jtist 
love the sound ol that verb, llej'r Gener- 
al?) the variety of units included in the 
mix. Then, after touching bridly on the 
units, their capabilities, some employment 
tips, and some examples of combined 
arms combat, we will move on to some 
scenario exanijiles showing how to kick 
some heinie. 

Naturally, since it’s impoi’lanl to 
know iv'bat you arc fighting before you 
fight it, reconnaissance plays an im- 
poi'tant role in I’anzmr GrNCRAi.. Re- 
member that your recon units, while 
lightly armed, move 
[aster and see farther 
than you)' other 
forces. Always keep 
the recoil ele- 
ments out front, 
unless you 
w a n t y o u r 
troops to 
b 1 u 11 cl e r 
into hid- 
den ene- 
mies. With 
the recons’ 
1 remen do us 
sighting 
range, there is 
no need to 
risk other uni ts 
unnecessarily; a blind 
army is like a pig on the way 
to the xmml factory. 



Tanks are, of course, die mightiest and 
most coloiful of all your units. Do not, how- 
ever, be so blinded by their power that you 
use them for tasks for which they are ill- 
suited. G’se these enormous machines in 
open countiy, and don’t be so Ibolisli as to 
think they are capable of city-busting. Keeji 
them moving constantly — mobility is the 
key. When attacking, don’t lall back to re- 
group. Move ahead, bypassing strong 
points, and capture weakly defended towns 
behind eneniv lines, using them as staging 
areas lor reiiilorcements. Avoid entrenched 
mlautiT and anti-tank guns like the plague. 

With all due resjiect to the old Marlene 
Dietrich song. Artillery is everyone’s best 
friend. Iiifantiy always enjoys having the 
big guns around, because they soften de- 
fenders’ entrenched positions. So, on de- 
fense, place as many units adjacent to 
artilleiy as is tactically feasible. The guns 
will fire in support of any adjacent unit, 
and three or four well-jilaced artillery 
pieces will (regardless of gun caliber) cre- 
ate a protective umbrella of lire for any 
key clcfcnsive position. Of course, you 
might leel dillereutly should )’ou happen 
to be attacking a position that has artilleiy 
support. 

As slow as it is when unlimbei'ed, most 
artilleiy moves quite briskly when trans- 
ported by tiaick. Obviously, artillery 
should not be tied to the slow-moving in- 
fantry when you are on the offense. Let 
most pieces surge ahead with the mribile 
formations, sticking mainly to roads. 
Don’t forget to keep ligbter-interceptoi's 
and anti-aircraft neai'by, as artilleiy on the 
move makes for a veiy inviting target. 
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Aircral't excel ai Iasi moving, liard-liitting 
operations. Tactical bombers should be 
used as flying arlilleiy, \\'ith Jii87s particu- 
larly elleclive in this role. Level bombers 
can intei'dict. naval forces and suppress 
boinbei' units lor the turn’s duration, ren- 
dering them impotent. .Additionally, level 
l:)ombers driiin ammo and fuel from ene- 
my units and destroy j^restige points when 
they bomb enemy victory point areas, 
whether they do any damage or not. This 
terror bombing stralegs' will slow down the 
rush of enemy reinlbrcements, but re- 
member that it was insud’icieni to launch 
Seeloiin’ in real life. 



Fighters are best used to intercept an)- air- 
craft attacking acljacent .stiuadrons, so stay 
next to the vulnerable tactical bombers. If 
certain units (.such as artilleiy) need cover 
agiiinst enemy Ixtinbcrs, simply park them 
over a !()rmation and the bad guys will have 
to blow the lighters away before the unit ctin 
be attacked. If, however, you lind yourself 
playing on the short end ol'the ttir-superiori- 
ty stick, keep your valuable units in covering 
terrain. Don’t end minement under enem)- 
!)ombers or your opponent can bomb you 
twice in the coming turn. Be sure to watch 
your fuel consumption: it is unlikely that Go- 
ering will welcome you ixick should you lose 
a squad of MF.109s merely because there is- 
n't iinendly airbase open within range. 

Now is the lime for all good lienen to 
don their Admiral hats, since na\'al units 
often play a decisive role in Pa.\7J',r ChtN- 
i-:R/U.. Ih)r instance, the side Avith naval su- 
periority will be able to conduct Hanking 
amphibious maneuvers. I'he side with the 
bigger boats will afso shell any coastal for- 
mations ]nU) sjialzlc. With a range of five, 
the battleships are jtarlicuiarly effective in 
attacking what would (Jthenvise be hard- 
to-reach positions farther inland. 

The side without capital ships (general!)- 
the Germans) has little recourse against 
enemy coastal bombardment, unless he 
can bomb the vessels from the air, or em- 
ploy his submarines against them. In these 
situations, discretion dellnitely becomes 
the better part of valor. If possible, keep 
units ill covering terrain and away I'rom 
the coast. If a coastal city isn't an objective, 
then consider passing it by, rather than 
draining supplies and i-einforcements only 
to run a gauntlet of naval lire. 



Now. Merr Cleneral, it’s lime to discover 
h(«v the pir/zte pieces lit together. Consider 
first a genei'ic city assault. If the cit)- is de- 
fended by a lone, vet well entrenched, in- 
limliv unit, the job is liiirly sim])le. First, get 
your tanks out of the way! They would Idc 
dead meat in the city streets. Second, call 
for ail- support. In a perfect world, you 
woukl have air superiority, plenty of air 
support, and would have remembered to 
park a tactical hotnber .squadron on top of 
the city. Bomb the jiosition and move on. 

Next, bring in your level bombers to sup- 
j)ress most ol'the target's remaining strength 
points. Hopefully, you’ve jdaced artilleiy 
wiihin r.inge of the city’s defenses. Fire it! By 
now the delenders are getting weak and are 
ripe l(jr assault with vour adjacent infantiv. 
Suddenly, a hole appears in the enemy line, 
the perfect spot for the tanks we pulled back 
into re.seive. I ,ed by a recon unit, the)- will go 
on a sight-seeing tour as they exploit the en- 
emy rear areas. Is warliire always this simple? 
If it were, any (liiiiibkuj}f am\c\ be a militai-)' 
leader. Real dekaiscs veiy often have defen- 
sive artillery, which can ruin the best-laid 
plans of any Panzer Cleneral. 

The best method of dealing with oppos- 
ing artilleiy is bombing it into submission. 
You can attack with vour own artilleiy, but 


Strategies 

they told you in tactics school, and you 
may have to take a cit)’ or other fortified 
position the hard wa\'. Be resigned to the 
fact that it can and will gel bloody. If you 
must assault numerous, well-prej^ared de- 
fenders, use the best infantn' available — 
lots of them. Place the infantiw nvo deep, 
and throrv in an assault gun battalion and 
some artilleiy siqipoi't. You’ll just have to 
accept the counter-batteiy casualties. The 
first wave should attack, then fall back. 
The .second wave then moves Ibrward and 
assaults. While this ajiproach can be ex- 
pensive, .sometimes it's the only way to 
gain an important hex. 



How does this work in the gi-and scheme of 
ii scenario, mein General? For instance, 
1 lusky, the invasion of Italy, is a challenging 
defensive scenai'io when played from the 
German side. 'I'he top piioriiy is to evacuate 
as mail)’ German mechanized units as possi- 
ble. Use the (iermans already trapped, 
along with the Italian unii.s, to delay the Al- 
lied advance. Move the rest of your forces to 
Me.ssina and acro-ss to Regg-io. 

Use the Italian fleet, and combined Axis 
air power, to engage and defeat the Allied 
anijihibioiis task force headed for Naples. 
This done, itii'n \-our attention to the de- 
fense of the tip of the boot. Build lots of 



ON AN EVEN KEEL Level bombers not only reduce enemy fortifications, they also cause the enemy to 
lose prestige points by bombing victory point hexes, as this fiight of Do-1 7s demonstrates. 


unless you have a I'ange advantage, vour 
uiiits will take some casualties from 
counter-batteiy lire. But what if i-our oppo- 
nent has air superiorih’, or an anti-aircraft 
battalion bordering the artilleiT? Gall the 
Navy (yet another good reason to keep that 
.Admiral’s hat around, Hen- Cieneral). If the 
artilleiy you wish to attack is within range 
of your battleships or cruisers, then attack 
with impunity. 

: 

Sometimes it just doesn’t pan out the way 


air defense and anti-aircraft formations, 
riiis is the onlv way to keep Allied air 
power off )-our back, because an)’ .Axis air- 
craft which strav into southern Italy will be 
eliminated. As a result, you must try to 
keep your formations in covering terrain. 
This will mitigate the devastating effect of 
the Allies naval gunfire .support. 

If it rains, it will ground the aircraft and 
enable you to sortie to the south with the 
Italian licet, harassing Allied units at- 
tempting to force their way up the Italian 
jieninsula. You should counterattack the 
initial Allied crossing at Reggio, but tem- 
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per your aggression with proper judg- 
ineiiL. As Allied combat power on the 
peninsula builds, you ^vill have to eventu- 
ally withdraw. However, if you retreat 
slowly, consciwe your combat power and 
get some bad weather, you should retain 
the live cities needed for victory. 

The invasion of Norway has long been 
regarded as one of the models for modern, 
joint combined arms waifare. Many gener- 
als unfortuntiLcly find themselves short of 
needed prestige when at the shores of Nor- 
way. Even though resources are relatively 
scarce, you should invest in JU88s, Ijecause 
you need them to counter the British Ileet. 
Start the invasioji by taking Oslo and the 
nearby airfield with the south-eastern task 
force, supporting the attacks with one 
heavy cruiser. Sail the rest of the fleet 
northward. Send the motorized units of the 
south-western task-force up the Oslo- 
Trondheim coiridor. 

The pai'atroops, after assisting in the 
capture of Oslo, should be dropped in the 
vicinity ol' Lillehammer to pave the way 
for the mechanized units. Use foot sol- 
diers to capture the airfield at hex [18,24], 


JJ 


a 



11 


CHINK IN THE ARMOR This defense looks sound, but once the artillery support is 
nullified by air and ground assaults, the infantry will be easy pickings for a timely 
armored thrust. 


then embark and head up the western 
coast with escorting cruisers/destroyers. 
The northern fleet should land its units 
west of Trondheim as soon as possible and 
retreat west. These sailors will fight later. 
Harass the British hea\'y fleet units with 
your submarines, but be careful to avoid 
decisive engagements. You cannot hojx* to 
defeat the entire Britisli fleet before your 
forces concentrate. 

By midgame, the units that landed west 
of'Trondheim and the formations surging 
north from Oslo should combine to the 
southeast of Trondheim. The Ileet units 
will be groujjed west of the tip of tiie Nor- 
wegian land mass. Move the fleet east 
along the northern coast, accompanied by 
the JU88s, and engage the British fleet. 


Simtifianeously, launch the attack on 
'rrondheini. With luck, the Brits Avill be 
defeated in both battles. Re-deploy the re- 
maining troop transports and paratroops 
for a conclusive attack on Nasmos. This 
strategy should give the Ciermans five 
cities and the win. 'fhere never seems to 
he enough lime, but victory is possible for 
a pcrsevei'ing Panzer General. 

Another intei'esting variation on the fivc- 
and-out tlieme is Berlin West. To emei'ge 
victoi'ious, the Germans must retain five 
objectives in addition to Berlin. The futuix* 
.American imported beer kings may at- 
tenij)! the classic bi-oad-front-trip-wire- 
withdrawal defense or play a riskier game. 
In the formei' defense, the .Axis will ity to 
defend a continuous line from Amsiei'dam 
to Freibui'g, using his armoi'ed units to 
crHinterallack local penetrations (however 
slight). A real commander scoffs at that 
type of attitude — after all, what did it gain 
the German aiany in real life? Those with 
fire in their veins will countei'attack in the 
north; the 
Panzers will at- 
tempt to cap- 
ture Einhoven 
and .Aachen. 
Meanwhile, 
back on the 
s o u t h e r n 
ranch, Ger- 
man forces will 
strive to delay 
the American 
juggernaut. 

Here’s how: 
the German 

armor should 

side step to the north. This Avill, conceiv- 
ably, give them a significant advantage in 
the N’iciniiy of Aachen. Employ an airlift to 
join the three Berlin infantr)' tinits with 
this asstiull force. Use some precious pres- 
tige points to build a towed 105mm and 
Wespe unit and keep the rest to replenish 
the hitrting units. Place them in the vicinity 
of Muensler. Concentrate tiiose awesome 
fly-boys (Me-262 el al) to support this 
northern killer group. Far from a repeat of 
hisloiy. Hitler’s finest will rule the sky. 

The rest is simple. ..in concept. 'I'he 
killer kaiiipfgnippe should advance west 
then wheel south, capturing Einhoven and 
Aachen. In the south, use prestige points 
to buy the cheap W'ehrmacht infantiy to 
jjlug holes. Small, hard-hitting armored 




resen'es should counterattack Allied suc- 
cess stories. The Berlin Panther, 'I'iger 11, 
and JadgTiger should head towards 
Frankfurt to strike the inevitable Ameri- 
can puncture there. If you’re kicky, (and 
doesn’t luck favor the bold?) this should 
net you five cities and keep the Allies from 
even getting an)'where near Berlin. 



If you like playingwith a loaded deck, lead- 
ing the Allies in the D-Day scenario is for 
you. They have the aimed etjuivalent of a 
silver spoon: Naval gunfire sujjport, air 
power, and ovenvhelming ground forces. 
Unibrtunately, diey’re missing St Lo, Caen, 
and Cherbourg.. .which hajipen to be the 
objectives needed for victoiy. Take your 
time; with patience you can ciiish the Ger- 
mans. Divide the Americans in 60/40 fash- 
ion. ’Fhe larger contingent advances to St 
I.o, the other to Cherbourg. After the 
Yanks are safely ashore, the fleet, from ap- 
proximately Bayeux north, should steam to 
Cherbourg. They can help neutralize the 
ring of forts suiTOunding the city. 

Allied air power can be most lethal; and 
much to the delight of human-controlled 
Allied commanders, the computer doesn't 
know it. That’s right, the Nazis sally forth 
with their meager Fwl90s as if this was 
May 1940, and are ea.sy prey for the supe- 
rior numbers of Allied aircraft. After you 
have established your air superiority, use 
the B25/26 and A26 units to soften up 
strong points. The fighters should strafe 
units, particularly the guys from the 21st 
Panzei' (you know, the armor east of Ciaen). 
Be sure to capture French airfields t|uickly, 
as your squadrons’ worst enemy is re-sup- 
ply. It takes a long time to go back to Eng- 
land (evidently, silicon pilots s|3end a 
realistic amount of R&R lime in bars). 

Otheiwise, the D-Day scenario is jnetiy 
straightfonvard. Use the allied ireasuiy of 
j)restige points to bu)' artilleiy and armor. 
Barrage and bombard the cities before 
committing your grunts and don’t miss a 
chance to lake out weakened enemy units. 
Build some British Fireflies to handle the 
2 1 St Panzer and keep an eye on the calen- 
dar. With pi'actice, you should be able to 
capture all three objectives by turn eight. 
If you fiave any tactical understanding al 
all, this scenario is a lock. If you lo.se, it’s 
time lo start over with Poland. Pan/.kr 
GRNi-awi. is only mastered through repeal- 
ed play— so keep on blitzing until you see 
the Tower of London (or the ruins of 
Berlin) before you. 
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EXCUSES, EXCUSES. IT’S THE GAME OF GOLF. And nothing comes closer 
to this than new Microsoft® Golf 2.0. 

This is the ultimate golf experience — right on your PC. And since you’re playing in 
the Windows^ operating system, it’s as easy as it gets. You’re at the famous Firestone 
Country Club.There’s a stiff breeze blowing right to left. Choose your club, set your 
feet, take a few practice swings, breathe deeply and... whaoac/d Drive that ball down 
the fairway. Even the worst shot looks awesome with photorealistic trees, sparkling 
water, and luxury homes lining the course. On the green, a birdie brings enthusiastic 
cheers. Par, and all you’ll get is polite applause. (Don’t you just hate that). 


YOU CAN STILL 

BLAME 

THE CLUBS, THE LIE, 

BUNKERS, 

THE TREES, THE ROUGH, AND THE 

WATER. 


Sure, you could blame the course itself. But with Mauna Kea, Banff Springs, and 
Pinehurst® championship courses also available, you’ll have plenty of chances to 
redeem yourself. 


So see your retailer today, And please, remove 
your spikes before entering the store. 


Microsofi^ 


For more information about Microsoft products for your home PC. call (800) 228-6229. Dept. VAT. in Canada call (600) S63-9048. 

©199'! Microsoft Corporation. Ali rights reserved. 

©i992-i994 Access Software. Inc.Ali rights reserved. 

Microsoft and the Windows iogo are registered trademarks and Windows is a trademark of Microsoft Corporation. Pinehurst is a registered trademark of Resorts of Pinchurst.lnc. 

Circle Reader Service ^352 



far Trill offers you eveiything you've ieeii missing in a true fantasy 
role-playing experience... a ricli and intricate world... detailed 
characters... an epic quest fraught witli danger... 

The world of Mania returns with incredible sound, speecli and music, 

spectacular graphics... and an experience you won’t forget! 

TooTempting to Resist? 

• Graphically detailed automap with 
zoom, move and edit capabilities 

• Fully editable diary automaticolly 
records game events 

• Brilliant graphics, stunning 
cinematics, incredible sound effects 
end digital speech 

• Fully animated, phosed-time, 
isometric 3D combat with improved 
auto combat system 

“3D scrolling animations and massive improvements on both the graphics and sound 
fronts now complement a game engine which the designers hare redesigned in detail, 
responding to virtually every criticism levied against IBIade of Destiny j.” 

,,i,et - strategy Plus, Sepletaber 1994 

f tf I dfSir-trch ’s Realms o/Arkania series: Rejoicel” 

^ ~ thrlrtinictnlerlainmiit, September 1994 

To order visit year had reUdhr 
or adl l■800^447^1230 


Smooth-scrolling 3D movement 
Intelligent keyword dialogue system 

Print option for diary 
and character info 

JaSS 

2 levels of difficulty PmtKk 

provide a challenge 
for novice and 

experienced players WTOCT 


P.O. Bo* 245, Ogdenshorg, NY 13669 Tol.: 131 5) 393-6633 Fax: (315) 393-1525 


khu at Atliariti® Is a regiilared trademorli «f Sfr-taik Soflwort, Inc. Raiilms of Atkntda Is mnnufiKturad 
Mirtcd nadir ttcmse by Slr-tidi from Attic (nlertelitminl, Fonlniy ProductioBs ond Schmidt Splol * ftiiiilt. 
(“irrio Bfrafitsr tiarvim Ml] 2 


Surely You Jest! 



r ISN T on'EN 
H.-Vr ADVKNTURK 
CAMt;R.S GUT TO 
j)lay The Bad 
Guy. Usually 
they’re out bashing 
“Foozles” and righting 
all of the wrongs that game 
designers care to uTite. In fact, until now there 
has only been one adventure or role-playing 
game in which we had a chance to explore the 
“evil” side, Wizardry IV: Thk Rkturn Or WrRD- 
NA. In that Sir Tech oldie, we directed the evil 
wizard on his quest to retrieve the stolen amulet. 
However, at the end game, Werdna had the op- 
portunity to redeem himself 
Tliis is also the case for Malcom the mislit jester 
in Westwood Studio’s Kyrandia 3; MAi.t;OLM’s 
Revengp:. Kyig\ndia 3 picks uj) where the first 
game, the Legend or Kyiundia, left olf. Having 
been turned to stone by the gtime’s hero, Malcolm 
was left petrified, standing alone and forgotten in 
the castle junk heap. In the animated introduction 



RY SIGHT 


to the game, a stray lightning bolt hits the statue, 
returning Malcolm to life and mischief. 

As it turns out, Malcolm is just a poor, misun- 
derstood jester. WTile it’s tme that he did usurp 
the throne, steal an important magical doodad, 
and petrify most of Kyrandia’s leading citizens 
in the first game, no one seems to bear a grudge 
against him for the.se little peccadilloes. 

No, eveiyone is mad at him for killing (or 
supposedly killing) the king and queen of 
Kyrandia. Murder, after all, is serious business. 
Much too serious for a jester. Of all the nasty 
things that Malcolm did, this wasn’t one of 
them. Proving that to the citizemy, however, will 
prove dillicult for a guy with his track record. 

The game proper begins with Malcolm’s re- 
vival in the junkyard. From there he makes his 
way olT of Kyrandia (not a congenial place at the 
moment), adventures on the Isle of Cats, entices 
pirates to help him get revenge (which quickly 
turns sour), escapes banishment to the Ends Of 
The Earth, eludes the clutches of the tic-tac-toe- 
crazed Fish Queen of Limbo, pays a brief visit to 
the lieiy down-under, and fi- 
nally returns to Kyrandia 
for — we hope — his tri- 


MALCOLM THE 
TWISTED JESTER IS 
BACK IN KYRANDIA 3, 
BUT THIS TIME HE’S 
LAUGHING WITH YOU, 
NOT AT YOU. 


There must be some atmospheric interference in the old crystal ball. We’re 
getting so many mixed images from SSI's upcoming ThunderScape game 
that they just can't possibly fit together. There are some “steampunk” ele- 
ments to the fantasy role-playing system which allow for steam-driven ve- 
hicles like ThunderTrains and steam-powered flame throwers, but there is 
also the more traditional magic system. However, just when you think you 
have it all figured out, you discover that there is a magical metal that al- 
lows certain wizards to create gigantic metal golems. 

The monsters in ThunderScape are all being rendered on SGI machines 
and they have very unique looks. Not only that, but although the initial sto- 
ry is a simple “Kilt Foozle" romp, there is a rich background about how the 
diabolical evil that pervades the new gaming universe is incredibly foul 
and corrupt. You can definitely expect some dark and intriguing encoun- 
ters in this game. 


umphant vindication. All in 
all, quite a lot to do for 
someone who really wants 
nothing more than to take a 
peaceflil nap in his own bed. 

Game play is verj' simple; 
this is definitely a “no frills” 
interface. The main cursor is 
a small arrow. Clicking that 
on an object picks it up (if it 
can be taken), or “uses” it 
(pushes a button, moves an 
item, etc.). Moving the cur- 
sor to the edges of the 
screen will turn it into a 
large arrow, designating an 
exit from that location (if 
there is one). Moving the by Scorpia 
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OUT WITH THE RUBBISH Poor Malcolm, his petrified form left to rot in the 
kingdom’s trash heap. But there's hope for our jester: a burst of lightening will 
bring him to life and put him on the road to redemption. 


cursor elsewhere and clicking causes Mal- 
colm to walk to that spot if no obstacles 
are in the way. 

A drop screen is hidden at the bottom 
of the display; moving the cursor down to 
the bottom causes it to appear. This 
holds Malcolm’s inventory (maximum of 
10 items), the game controls (save, re- 
store, quit), and die mood meter (more 
on this shortly). 

Conversations ai'e equally simple; you 
just click the cursor on anyone in sight, 
and conversation begins automatically. 
There are no responses to choose; Mal- 
colm and eveiyone else decide for them- 
selves what they will say. How these little 
chats go dejtends on what mood Malcolm 
is in at the moment. 

The mood meter has three settings: 
nice, normal, and lying. In normal 
mode, Malcolm is mainly honest, but 
somewhat on the sarcastic and cynical 
side (his typical personality). In nice 
mode, he's, well, nice, or at least pre- 
tending to be that way. In lying mode, 
warm butter wouldn’t melt in his mouth. 

Deciding what mode to be in is the 
tricky part, as all three are necessaiy in 
different sections of the game. Starting 
a conversation in nice mode may not 
get you anywhere, while talking in lying 
mode might get you someplace you’d 
rather not be. It is usually a good idea 
to save the game before starling up a 
conversation tvith someone, Just in case. 

Malcolm doesn’t 
go it alone, either. 

For most of tlie 
game, he is accom- 
panied by Gunther, 
his “bad” con- 
science. As a youth, 

Malcolm also had 
Stewart, the “good” 
conscience, but 
Stewart was lost 
somewhere along 
the way, leaving 
only Gunther to egg 
Malcolm on to, 
ummm, politically 
incorrect activities. 

(There were times 
when I thought this 
wasn’t such a bad 
thing, after all; Stewart is such a goody 
two-shoes I wished I could punch him out 
on several occasions). Gunther pops up 
eveiy now and then with smart remarks, 
either snide comments when Malcolm 
messes up, or kudos when Malcolm pulls 


oil something good (or bad, dejjending on 
your viewpoint). 

However, Stewtnt is not gone forever. 
He makes a .stunning reappearance for the 
end game, at which point you (not Mal- 
colm) get to choose which of the nvo to 
keep around — or (if you’re really ni;tsochi.s- 
tic), you can opt to keep them both. 

This is not mere window dressing. 
What you decide here has an effect on 
the rest of the game. As you may have 
gues.sed, things will be a little easier if you 
have Stewart alone, a little harder if you 
lake both, and diflicuil should Gunther 
be the sole companion. Ghoo.se wisely. 


Like the second game in the Kyrandia 
series, Ttit: Hand or Fai I';, IG’randia 3 is a 
linear game. Malcolm jirogresses from 
tirea to area, each one having its own set of 
objects and locations. 'Fypicatly, items don't 
travel with him; upon an iving in a new sec- 


tion, Mal- 
colm’s invento- 
ry is usuitlly 
empty. 

This is not 
a cause for 
alarm. If an 
item is need- 
ed somewhere 
else along the 
line, Malcolm 
will keep it 
with him. 
Otherwise, 
cveiything 
necessary for 
solving the 
puzzles in a 
particular area 
will be found 
in that area. So you don’t have to woriy 
about leaving things behind, or that 
you’ll gel to the end game and Find you 
missed something important at the be- 
ginning. 

I played the GD version, which requires 
about 10 meg on the hard drive and has 
full voice sup])ort (all dialogue and re- 
marks are spoken). For those who may not 
want their computers talking to them, or 
who may not want speech late at night, 
there is an option to turn olf the voice and 
have text boxes instead. 'Fhe game also 
has interiiiil controls (()r adjusting the v(jI- 
ume of music and special effects. Happily 
for Gravis Ultrasound (and Max) 
owners, the Gravis cards are fully 
supported. 

Kvran'DIA 3 ran perfectly clean. 
The game never crashed, locked up, 
or exhibited any bizarre happen- 
ings. Only one minor bug surfaced 
in the game controls, and its not so 
tiuich a bug as an oversight. Mal- 
colm can walk at either a slow or fast 
pace; the default is “.saunter.” Like- 
wise, there is a “studio audience” 
(inane laugh track) that can be on or 
off; the default is on. If you change 
either or both of those settings, the 
software doesn’t remember them 
from session to session, and you 
have to change them again each 
time you hoot up the game. 

The music, special effects, and 
voices ai'e good, but nt)t cleanly recorded. 
A static hiss was always present to a lessei' 
or greater degree tliroughout the game. 
As a test, I booled a couple of other games 
that support native Gravis sound, and 
they did not have the background noise. 
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Within the City Limits^ 

Beyond the Boundaries of 

Desire. 


NOCTROPOLIS. It glitters before 
you, with menace and allure. Does the 
Succubus bend to you in tenderness or 
carnal rage? Will you escape the corrupt 
of the surgically 
sadistic Master Macabre? Can 
you keep the Sovereign of 
from the light? 

Come into the city. And enter 
itmare only consummate 


duvious and 
>t malgro audiences only'. 


NOdKOPOliy 


digitized 


dialog. 




Alt 


The City of Night 
An Adventure in Depravity 



Circle Reader Service #138 





FOR THE HALIBUT While strolling through Limbo, Malcolm stumbles upon a 
school ot fish (apparently, Ferris the Fish took the day off). This puzzle is 
one of the more obscure paths to the nether world. 


just remark that it’s hesL to explore the eii- 


MALCOLM'S 
MANY PATHS 

So how does Mal- 
colm’s Revenge 
work as an adven- 
ture? There’s ilie 
mb. Westwood took 
a lot of heat over 
the first two games 
being, for the most 
part, too simple 
and obvious. Deter- 
mined to do better, 
they swung ilie 
pendulum the otli- 
er way, and made 
much in tlie game 
rather obscure. 

Tliey also included 
multiple solutions for many of the game’s 
puzzles. 

On tlie one hand, that’s good, as you 
aren’t locked into the “only one way to do 
things’’ syndrome. On the other hand, 
matters can rapidly become confusing as 
solution paths cross each other and you 
aren’t sure what to do in the first place. 

This is especially true of the opening 
section. Malcolm’s objective is to get olT 
Kyrandia while avoiding such unpleasant 
stops as the Jail cell, the rock quai'i-)', the 
chain gang, and the slave galley (as I said 
earlier, Kyrandia isn’t a congenial place at 
the moment). That’s really all you need to 
do, but there are five or six ways of escap- 
ing, and it’s easy to become tangled uj) in 
them, or find a way off and woriy about 
all the stuff you left behind unfinished. 
Even worse, you might find jxirl of a solu- 
tion, and spend hours wandering around, 
lining to come up ^vith a use for a flask of 
cream or a handful of sesame seeds. 

The Isle of Cats, next stop on the lour, 
has its own problems. First is the non-logi- 
cal Jungle maze. Wliile it’s not very large, 
the Jungle does have to be mapped, which 
is tedious business requiring much pa- 
tience, especially since you have to chop 
your way through the underbrush in eacli 
scene (the stuff grows back as .soon as you 
leave). 

More serious is the cat altar. 'Fo do the 
right thing there, it is vital to get into the 
Hieroglyphics Room of the ruins at the 
Dog Fort. This requires light in the first 
room, and there’s only one way to get it. 
Some players will likely miss the solution, 
Just by going the “wrong” way first li'om 
the Dog Fort, letting themselves in for 
much fhistration. It is ditlicult to explain 
further without giving things away, so I’ll 


tire Jungle belore heading into the ruins. 

Another negative aspect is the need for 
repetitive actions. You find a lot of bones 
in the jungle, and it's |n'etty obvious you 
give them to the dog. The first time, he 
buries a bime and uncovers a gem. After 
that, things become monotonous. You 
need more than one gem (six, actually) 
and they are randomly distributed each 
game. So )'ou save the game, droj:) a bone 
in a new location, and .see what turns up. 
If there’s nothing, restore and tiy a dif- 


ferent location (othenvise, you must go 
into the Jungle and collect more bones). 
If a gem pops up, save and kecj) going. 
Only trial and error works here, as there 
is no piitterii to the positions ofthc gems. 

Similarly, in Limbo you need a partic- 
ular item to perform a Royal Seance. It 
can be obtained only from the junk 
heap, which is reached by riding the 


sluice. Unfortunately, you can only grab 
one item each visit, again determined 
randomly, and you don’t even know 
what it is you're looking for, which does 
not make things any easier. My experi- 
ence was, on average, four or five tries 
before the object turned up (it was 
much the same if the game was saved 
after arriving on the heap and before 
taking anything). 

There are other instances like this, as 
well. One you could live with, but niulti- 
j)le situations merely drag out the game 
while not adding anything to the pleasure 
of solving a j)uzzle. 

Still, Kykanoia 3 has several good 
things going for it. The game is funny, 
and Malcolm is a refreshingly different 
character to lead through an ad\’enture. 
Eric Randall, the voice of Malcolm, does 
an excellent job, having just the right 
sound and tone of voice. 

The designers took care that y{)u would- 
n’t come to ii dead end over missing some 
necessaiy item during earlier pla)’. This is 
an important consideration, especially in a 
linear gtime, where there is no going back 
cxcej)t via a .save position. 

At a time when most of the industry 
seems to have “gone Hollywood,” with 
eveiyone scrambling to gel “big names” 
for lull motion video and ^'oice-overs, and 
jjushing the 
edge for whiz- 
bang graphics 
and sound ef- 
fects, it is nice to 
see at least one 
company is con- 
cerned about 
content over 
gloss (not to say 
that the graph- 
ics aren’t pret- 
ty). Westwood 
may have erred 
a little on the 
obscure side of 
the puzzle-build- 
ing etjualion, 
but at least they 
were listening to 
the game players, and went for “toughing 
up” instead of “dumbing down.” 

Now if they can find the golden mean 
between the extremes, their next product 
should be really something. In the mean- 
time, MAt.cot.M's Revenge is a refreshing 
game in m;my ways, although frusti’ating 
in many others. Definitely not a game foi' 
the beginning or impatient player. 



AN UNREASONABLE REQUEST? The Voice of Reason, who resides in the town 
hall, has a thing for fish cream sandwiches made of eel cream and sesame 
seeds. Of course, you’ve got to hunt down the ingredients for his snack. 
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jk This is spaca combat 

at its very best — as oniy j 

CD-ROM can deliver! J 

V FASA?S RENEGADE, 

V \ LEGIONfiNTERCEPTOR* 

game sysiejii comes aiive with |l 

spectacular;|lliper-VGA graphics, j|| 

cinematics, digitized voices, music fl 

and sound etiemSs Jusi how hoi does it|j9 
look? The awesonieiartwprk yofsegl^S 
' is composed from actf|l;pme grdpfiTic^li'>> - 
Once you dogfight in sp/p/7enegarfe-¥tyle, 
you’ii know what it’s iike foVreaiiy sweat biittefs! 



GAME HINTS 


The Dark Sun 
Unshrouded 

Scorpia Offers Illumination on 
Dark Sun: Wake of the Ravager 



W V.IL, ni'lRi; vvi' ARK IN THE ITOL- 
IDAY SEASON AGAIN. ThE 

CiiRis'i‘M/VS Tree Monster is 
back in the corner, swishing 
its tinsel and blinking its 
lights, and Fred’s shrunken liead garland 
is on the wall. For all that, the mood 
around here isn’t very festive. It looks 
pretty much like ^ve’re in for another dis- 
mal gaming Christmas, with many expect- 
ed releases pushed back to January, 
Februaiy, or “sometime in ‘95.’’ Indeed, 
the prospects seem rather dark at the mo- 
ment, so you may as well take what com- 
fort you can from tips on another dark 
subject. Dark Sun: Wake of the 
ITw'ager. 

If you have a team saved oil from 
the first Dark Sun game, Sha'IITRED 
L/\nds, bring it over. The characters 
will transfer in with some of their 
good stuff intacl, such as El’s Drinker, 
Dark Flame, Fhrain’s Bow, the Living 
Cloak, Ring of Insight, etc. 

Armor doesn’t do quite as well, how- 
ever, and you’ll find much (ihough not 
all) of the better pieces missing. Re- 
gardless, you still come out ahead in 
that department as opposed to starting 
with a fresh team. In addition, levels 
aren’t lost in transfeiring charactei's, and 
that’s another plus. 

One word of warning when transfer- 
ring characters: don’t touch any of the 
money bags until the game has actually 
started at the gates of Tyr! Any money 
put into the pool before tlien is apt to be 
lost, and you’ll end up with only the de- 
fault amount of 5000 ceramic pieces. 

If you’re starting witli a brand new 
team, you want multi-class characters for 
the most part. I suggest at least two Fight- 
er/Preservers, ;ind a Fighter/Druid, with 
the l()urfh perliaps a Gladiator, or maybe 
another Figluer/Druid. 'fhieves don’t 


have much scope in this game. Clerics 
aren't as good as Druids, and 1 didn’t 
find Psionics all that useliil. 

Further, there appears to be a bug in 
regard to the Fighter/Psionicist mix. 
They all stopped gaining levels at 13/14, 
even though they had the necessaiy stats 
in both professions to go higher. All oth- 
er multi-class and single-class characters 
gained levels normally and maxed out at 
15, so it’s Just that particular combination 
that is not working right. 


You don’t want a single-class Druid or 
Preseiwer, because they can’t weai' armor, 
and that makes them exiremely vulnerable, 
llie same is line of the 'Iliri-Kreen; as be- 
fore, there is almost nothing they can wear, 
and this time around, it isn’t worth having 
one in the group (my transfei'red ’fhri- 
Kreen F/Druid took plenty of damage, i 
can tell you). The opjiosition in Wake oe 
'EHE Ravager is high-level and hits hard; 


yixi want all the protection you can get. 

That means, at character creation time, 
you should max out the stats of eveiyone 
in the party. You are going to need eveiy 
ounce of muscle, eveiy hit point you can 
muster u]j, and eveiy point of AC reduc- 
tion you can manage. 

My own experience was that a team 
composed of a Mul Gladiator, Mul 
F/Druid, and two Half-Elf F/Preser\’ers 
was a solid group. Half-Elves are slightly 
better than Elves because the half-breeds 
have better constitution and usually get 
more hit points than the pure Elf. Half- 
Giants make good gladiators, but their 
clex is poor. Then again, they have the 

most hit points of anyone, and can ab- 
sorb more damage than most. 

If you are playing with a transfer 
team, or a team composed of transfers 
and new characters, the deiiiult dillicul- 
ty will be set to “hideous.” A team of all 
brand new characters has a default ol' 
“balanced.” Note diat even if the team 
is all brand-new, the difliculty will go to 
“hideous” if you bring even one ti'ans- 
fer character into the part)’ lemporaril)’ 
during character creation. 

Difficulty level affects mainly hotv 
many hit points the opponents liave. 

'Fhe easier the level, the easier it is to 
kill off the monsters. Phyers who don’t 
want combats to drag on for too long may 
want to set this to “easy” or “balanced.” 
Rabid hack’n’slashers may prefer “hard” 
or “hideous.” 

Difficulty also affects the situation in 
the volcano when you’re alter the fire 
ruby. The higher the dill'iculty, the less 
time you have to get eveiything done. So 
before descending, you may want to 
make some adjustments. 

Notaku is back, still looking foi’ rare 
and exotic ingredients. As before, he’s an 
optional part of the game; you don’t have 
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presents 


The Lawnmower Man™ travels into the next dimension 
4 CD Product: 3 game CD's (1800 MByte game!) Plus a free, limited edition soundtrack CD. 
Includes 256 colors, ten different game styles and joypad option. 


This IS 


no game 

this is the declaration of 

cyberwar! 

For further information, call SCi toll-free at 1-800-CYBERWR. 

(Sales Cufve inietactive) Lta. The lawnmower Man is a traUemark of Allied MsioiVThe Big Red Trading Company. 
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10 take any ol'his quests, Howeve)', ac- 
cepting these little errands will net you 
experience points, money, and goodies; 
they are also subtle indications of where 
to go next in the game. Noiakii is also a 
got)d per.son to sell exce.ss e(|uipmenl to, 
as he will pay you lull price Idr the items. 

Play begins at the gales o!''lyr, uliere 
voiir party quickly becomes iin'olved with 
the N'eiled .Alliance, an underground 
group oi'mages working lor the ])reser\'a- 
lion and restoration ofAthas. It is best to 
slay in the city until after y<Hi'\’e returned 
from the pyramid; otiierwise, \'ou ma\’ 
become caught up in all sorts of side 
([uesis and lose track of whai’s going on. 

The Alliance has two errands for you in 
this seclion of the game: linding out what 
the Templars are up to, and what the 
Draxans are doing inside the pyramid. 
Neither of these is esjjecially dillicult, as 
voii get plenty of direction. It’s after 
you‘\e fmi.shed up the pyramid and sur- 
vived the attack on .Alliance HQ that mat- 
ters become more vague. Now you ha\’e 
to iind three elemental artifacts (the Al- 
liance has the fourth), and where to go 
and what to do is left pretty much up to 
you, and there aren’t many signposts. 


(ietting the artifacts can be done in 
any order; all three sections are stand- 
alone and don’t have an imjtaci on each 
other. 'I'hey are also static; there is no 
time limit, so you don't neerl to run oil' 
and finish them right away. You can lake 
some lime to explore around and chr 
some of the side quests (because ofsjjace 
limitations, the side {|uests ai'c not dis- 
cussed in this article). 

So. which item )'ou waul to tty for lirst 
is ujD to yf)u. 'fhe fire Ruby (juest nets you 
some hefty experience points, 'fhe I.yre 
()l''fhe Winds quest gets you some gcjod 
experience and one (oiiK' one) -f4 leather 
breast plate. The Ilammer of Promere 
pros’ides good experience and the veiy 
best armor in the game (three pieces, two 


of them +5 and one +-1)- 1 preferred to 
go after the l-lammer lirst niysell'; couldn't 
resist that neat armor! You mav look at it 
diO'erenily, but it doesn’t matter so long as 
you get all the artifacts, 

HAMMER OE PROMERE 

Yes, it’s in the mines, or ticlually, below 
them. You have to talk to the overseer by 
the N\\' gale to gel the mine key (a char- 
actei' with high chai'isma can beat down 
his price a bit). 

Not much happens on the enin’ level; 
vour job is to gel down to the lower tun- 
nels as c|uickly as you can via the elevator. 
This is where most people have some 
trouble, as they aren’t sure what to do 
down there. It's simple: you have to iind 
(and kill) the group of possessed miners 
before they wipe out everyone else. My 
experience is that they don’t show up un- 
til after you have reached I.uckout 'fun- 
nels. 'fiien ^•ou go back through the rest 
of the lower levels iind get them before 
too many peojtle die. 

It is onh' after they’re dead that the se- 
cret door in the Old Digs opens (ihei'e is 
no way to open it. yourself). NOTE: If you 
have the early relea.se of RWAOlilt, there is a 


bug that will keep vou from going through 
the secret door, even though it’s open. You 
must proceed direcik to Old Digs after 
killing the miners; under no circumstances 
should you go back up to the top level. 

'fhat brings you to the Underdark, 
where the Mind flayers hang out. As you 
probably guessed, they all have to be 
trashed. Unlorlunalcly, if you have the 
early release, you’re stuck with doing it 
the hard way. 

Cleaning the individual sections 
(kitchen, lab, arena) isn’t too tougli; it's 
the big battle in the room with the elder 
brain that’s the problem, 'fhere’s a flask 
of poison gas in the lab that works on 
flayers, but because of a l)ug in the game, 
you can't use it. Ouch. 


The best wa)’ to handle the fight is 
good itrejjaration beforehand, fust before 
entering, cast a haste spell on the parly. 
Stoneskin and Improved Invisibilil)’ 
should also be cast on everyone. During 
the light, get the flayers first, followed by 
Intellect Devourers, and leave the slaves 
for last. If )'(ai have El’s Drinkei', (his is a 
gTeai weajKm to use against the De\’our- 
ers, as the sword will leech their hit points 
e\'en though the hit does one |n)int of 
damage. He sure to destroy the Elder 
Hi'ain as soon as the figlil is o\'er, or more 
flayers will keep showing Uj). 

Beyond this room is the cave tvith the 
ilammer (and that neat armor); expect 
to have a couple of lights before you c;m 
lake it. You will also need the hammei' 
ec|iiip|Ded as a weapon to get out of the 
L'nderdark. 

LYRE OF THE WINDS 

This retjuii'es some advance work. The 
mangled tapestn’ in the secret room of 
Alliance I IQ has to be fixed, wliich can 
only be done by IJtella of the ]aim living 
in the desert, Once repaired, you can pul 
it back where you got it from, use a cei'- 
lain item (found nearby) to activate it, 
and step through to the Sill Sea ai'ea. 

Now you’re in the land ol the (moi'e or 
less) friendly Giants, tvho have some prob- 
lems of their own, .A coujile of them will be 
solved as you go after the Lyre. Look 
around l()r the liiree items you need to fix 
the skimmer, then use it to visit Reign. He 
isn't going to help much, so you mav as well 
kill him as soon as possible so you can |)ass 
through the tunnel to the mountains. 

Here you can ignore the Ciiaiitess and 
all that business about the llute. 'fhere 
are .switches all over the place that are 
supposed to turn off the traps: I never 
bothered with them. It's much simpler 
and liister to make a Preseirer the party 
leader, then have him or her cast Minor 
Globe of Invulnerability. After that, just 
waltz right up the path to the drakes. 

Slow down as you near the lop, and 
then slop as soon as you hear the click. 
Don’t move. Now shoot an an'ow at any 
convenient lai'gel, and tvatch as (foi' what- 
ever strange reason) all the other drakes 
gang u)) on and kill the one you just 
poked with an ai'i'ow. Keep this up. and 
s(K)n there wilt be only one drake to deal 
with (it is imporiani not to mo\'e anyone 
until only the single drake is left). 

'fhe ones down by the nest are smai'ier 
and won't fall for tliis trick. Multiple fire- 
balls ai'e belter to use here, followed by 
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A I7i3n conmiva, iv 
pivparod to ftijltl. 


\\'‘'i2ards and assassins plot lo kill ihc Diik 
-and i/ou iv keen sel-np lo lake ike fall. 


m 


f j kadows of Cairn is iiie story oia. '■■.r- 
1 young tkief named Quinn, wKo Kas : ■ 
a serious problem. He’s too konest 
to steal anytking. Wortkless to kis guild, kis 
own master kas set liim up to take tke klame 
lor tke murder of tke Duke of C aim. His 
only kope for sumval is to make sure tlie 
assassitration feils. 

In order to kelp Quinn save kimself, you’ll 
, kave to guide kim tkrougk slimy sewets, a trap 
filled dungeon, an evil wizard's tower, and a 
monster klled kedge maze (not to mention 
guards in tke streets and kuildings) to save tke 
l ^x , Duke in kis palace at tire top of tke city. 

Superior ^^(leo quality - supports 
all resolutions from 320 x 200 
up to 1024 X 768 at 256 colors. 

Full CD quality audio - Enjoy u 
CD quality sixteen kit audio tracks, 
stereo recorded at 44Hz. 

Rotoscoped character movement - 
sports kve rotoscoped ckaracter 
movements, animated cinematic 
sequences and a great story line. 

CD ROM 

Availakle for Windows & DOS 
Macintosh & Power Mneintosk 
native mode versions coming soon! 

800 - 765-4223 
303 - 290-9853 
1,\ 
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melee on vvhatever’s left after you run out 
of spells. Be sure to pick up one drake 
hide for the blacksmith, and one for No- 
taku. Then just do the business at the 
nest and you’re done here (and don’t for- 
get the Lyre!). 

FIRE RUBY 

You get here through the volcano tapes- 
try (there is something in the room that 
will activate it). After some fights with the 
Draxans, the Verini will let you into their 
temple (do remember to save Prosser be- 
fore entering). Before long, you'll be in- 
vestigating a murder. 

This can be tricky, since some clues are 
dead ends. You certainly want to read Sor- 
val’s notes (in his room), and examine 
carefully the statues in the south. Anything 
you find should be shown to Nortemus. 
After the temple has been sealed, have a 
cliat with Prosser (if for some reason you 
didn’t save Prosser, look for Winter in- 
stead). This u’ill set you on the right track. 

Ulbin won’t cooperate, lioivever much 
you tiT to manipulate the conversation. 
You’ll need Silvan’s (not Rhone’s) help 
here. Save before you go for the amulet. 
Once you have it, events will move veiy 


quickly, and before you know it, you’re 
down in the volcano core after the ruby. 

Plenty of Draxans are down here, too. 
Most of this section is just a matter of 
fighting, although there is the Stones 
Maze you have to ligure out. I suggest 
saving before you start on that, and mak- 
ing careful notes as you go along, espe- 
cially if you’re in one of the more 
cliOicult modes. Once you have the path 
worked out, restore and go through it 
again (remember, there IS a time limit 
here, and the volcano will blow if you 
aren’t last enough). 

EHD GAME 

In case you haven’t figured it our before 
now, the entrance to the Lord W^arrior’s 
lair is in the house with the two Golems, 
right next to Acar. You will of course have 
to open the door behind the tapesti^. Ele- 
mentaiy, my dear Watson <grin>. 

Kovar (the prisoner) can be helpful, in 
spite of his arrogance. He can especially 
help you with jumah, who is in charge of 
the Templars. It’s better to talk to Jumah 
than kill him. 

\Wien you make it to the Inner Sanc- 
tum, the Lord \Varrior teleports away. 


leaving you to ligure tuit how to activate 
the portal (after you’ve dealt with his un- 
dead minions). Well, there’s an interesting 
sai'cophagus on the left, and a room with 
four element-iype objects on the right, so 
it shouldn’t lake you too long. Since 
there’s no going back, you may want to 
save before stepping through the portal. 

Now you’re at the Tenij^le of The Cos- 
mos, where a Pyreen clues you in on 
what’s been happening there, and what 
you need to get into the temple. After 
that, it’s the big one, and I do mean BIG. 
You may want to lower the difriculty level 
a notch or two before entering. Good 
luck, you’ll need it. 

Whew! That lakes care of the tale for 
this month. In the meantime, if you need 
help with an adventure game, you can 
reach me in the following ways: 

On Delphi; Visit the GameSIG •(under 
the Groups and Clubs menu). 

On GEnie; Stop by the Games Round- 
Table (type: Scorpia). 

By US Mail (enclose a self-addressed, 
stamped envelope if you live in the Unit- 
ed States): Scoipia, PO Box 338, Gracie 
Station, New York, NY 10028. 

Until next time, happy advenittring! ^ 


No Mxe Hassle. 


Tired of fumbling wifh joysfick cables behind your 
computer? Are you spending more time changing 
joysticks than playing your 
favorite games? You need a 
hassle-free alternative: the 
Joyswilch™. At last you 
can jump from joystick to 
joystick, game to game, with 
the speed and ease of turning a 
switch. Connect up to tour devices (flight sticks, yokes 
steering wheels, game pads, etc. ) and two sets of foot 



controllers (rudder or gas / brake pedals) to your com- 
puter. Maximize your performance by switching to the 
"right" joystick for each game, 
instead of using whichever 
one happens to be connected 
to your computer. Get greater 
value from your expensive, 
specialized controllers. The 
Joyswitch works with most 
IBM PC compatible controllers. Joystick extension cable 


S To order call: (714) 362-8698 or 


Order on Check Six BBS 

(714) 362-8299 (8-N-1 1200-28.8kb) 


©1994 Lead Pursuit, Inc.. Joyswitcii is a Iraflemarkol Lead Pursuit, Inc. Formoreinlormationcallorwiilelo: Lead Pursuit, Inc., 27068 La Pa: Rd. /466, Laguna Niguel, CA 92656 Phone: (714)362-8698 FAX: (714)831-4334. 
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FORGET READING 



“Impressive, a must have for 
computer gamers” 


Steve Wartofsky, Editor 
Strategy Plus Magazine 




“IE can showcase product 
features like no printed 
publication can...” 


“The ideal way for gamers 
to get an in-depth look at 
what’s new.” 


Bob Bates 
Legend Entertainment 


~l 

INTERACTIVE 
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EHTERTAINMENT 


Interactive TV for your CD ROM 


1 2 episodes $59.95 1 episode $9.95 

800 283 3542 or 802 767 4622 

Source 95013 


Visa & Mastercard accepted. Make checks payable to: Interactive Entertainment PO Box 21 Hancock VT 05748. Fax: 802 767 3382 

© 1994 Chips & Bits, Inc. 


Circle Rcculor Ser\'icc ff.34 1 



REVIEW 


Moonstruck 



Access Software’s Four CD Extravagant, 
Under a Killing Moon 


by Charles Ardai 

M uch an'1'icii\-vi'i:i), much dis- 
cussed, EXTRAVAGANTLY TOUT- 
ED, AND RICHLY PRESOLD, 
Access Softu'are’s big Christ- 
mas title. Under a Killing 
Moon, is as much a disappointment as it 
is one of the year’s more remarkable 
achievements. It’s a virtuoso performance 
both cleseiving of and marred by the de- 
signers’ pride in their accomplishment. 
They know how good it is, but they seem 
not to know how good it isn’t. 

Killing Moon is served up on four 
CDs, because, by God, there’s too much 
game here to fit on just one or two. In the 
real world, the only tiling that comes on 
four CDs is a Puccini opera; in the world 
of computer games, what comes on four 
CDs is several hours of animation, audio, 
and video, a super-saturated feast for 
hungry' gamers to gorge themselves on. 

Almost every location in the game — 
and there are many — is a fully built-out, 
three-dimensional, photorealistic envi- 
ronment that the player can ex|ilore with 
complete freedom of movement. Every 
word of text in tlie game is spoken out 
loud, often by well-known movie actors. 
'Fo give you a clear picture of the lengths 


to which Access has gone to make 
Killing Moon the game to end all 
games, consider this: they hired no less 
than |ames Earl Jones as the narrator. 

Since Killing Moon uses one of the 
world’s most fa- 
mous voices for 
its incidental nar- 
ration, it’s obvious 
that no facet of 
the game which 
could be embroi- 
dered, gilded, 01 ' 
othenvise adorned 
has been over- 
looked. You know 
the little clock 
icon that man)' 
games put up on 
the screen while a 
new scene is being 
loaded from the 
disk? Here it’s a 
lovingly rendered, 
inch-high, wood- 
grain grandfather clock with a gold pen- 
dulum sivinging back and forth. 

It’s all terribly opulent, sumptuous al- 
most to the point of decadence. Thrill- 


seekers out to push tlieir hardware to the 
limit will go gaga over ihe visuals before 
they even leave die main character’s of- 
fice, where the game begins. From your 
first-jrerson perspective, you can turn in 
place or just turn your head or move in 
any direction, either by walking fonvard 
or by walking sideways. You can look up, 
you can look down, you can crouch or 
crawl on your belly or stand on tiptoe. 
You can look up or down while crouching 
or crawling or standing on tiptoe. It’s 
enough to make a player accustomed to 
the limited control offered by ordinary 
games delirious. 

But visuals are just visuals and controls 
are just controls. Once you’ve spent die 
half hour it takes to learn how to do ail the 
things the game permits you to do and 
maiweling at the luscious presentation that 
unfolds as a result, you’ll want to gel to the 
meat of the game. As a wise philosophei' 
once said, “Where’s the 1)001?” Alas, you’d 
have belter luck finding pork in Haifa 
than beef in this game. IvILLING Mggn is 
crammed lo the gills with the sort of talent 
you can buy, but all too obviously delicient 
in the sort you cannot. 

Actors can be had for the right price, 
even actors with marquee value and fa- 
miliar faces like Margot Kidder or Brian 
Kcidi. 'file price probably isn't even all 
that high, since Hollywood hasn’t exactly 
been throwing roles at eiiher of them for 
the last few years. Gorgeous 3-D graphics 
engines can be bought, too, and so can 
nifty user interfaces. 

What’s harder to 
come by is good 
acting, goofl direc- 
tion, good writing, 
and good game de- 
sign. 'fhese are 
w hat K 1 1 . L I N G 
Moon lacks, 'fo be 
sure, it also has 
some technical 
weaknessevs — for in- 
stance. ihe matte 
work that permits 
Access to superim- 
pose its actors on 
the computer gen- 
erated virtual sets is 
less seamless than 
in Origin’s Wing 
Gommander Hi 
(another four-CD extravaganza), but 
these pale before the much more sub- 
stantial weaknesses in the stoiy the game 
tells and the way it tells it. 


Under A Killing Moon 


Price: $99.95, 

DOS CD-ROM 
System 

Requirements: 

IBM compatible 
386-25Mhz, CD- 
ROM, 4MB RAM, 

2MB hard drive 
space, SVGA 
graphics, mouse; 
supports most 
major sound cards; recommended 486 with 
VESA local bus. 2X CD-ROM, 16MB RAM, 
10MB hard drive space. 

Protection: None 

Designers: Chris Jones, Aaron Connors 
Publisher: Access Software 
Salt Lake City, UT 
(800) 800-4880 
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CO-ROyp^ 

L HyperBole The Art of 
^ DiSitoi Storytellins" 
(u>ilh purehaie^ 


E MOVIE 


A \or{L’\ rut/cP urounJ you — daugcroiis. 
d?Ci';''ti'vc*, A /riqhleninij vrrti^o grabs your 
imuyhitil'ion us ( hi’ vortex puIJs you under. 

the Vortex taJies you ciceper into iJic story of 
Dr<nv Griffin, o youny soldier fiyhtiny for bis 
life on u dislunt v orJd. )''ou wiJI experience 
(his .slot-) through hi.s e)'ps and mind. A.= 

Drew, )OU ^vill discoxer the truth of the 
Quunturn Gate ond \anr choice.s * jIJ decide 
(he fair of two worlds As Drew, you will try 
to escape T/ic Vortex. 

It'!' Vail"! O.tstiUnG.ite II.Vr'l.r.iiriniioH anij Vourtii; Ihc Mavra aiB UaiJ.’rrar'is ot Kv'iBtBillB Siwl-i'r ' ■ IIISH Hyoi'iBolnSlaiiaj All olffifliailcmarkrt anil 



■ 3 CDs • MFC n CD-ROM 

• 16 BIT GRAPHICS AND AUDIO 

• DOZtNS OF ENDINGS. HUNDREDS OF PATHWAYS 

•ORIGINAL SOUNDTRACK BY D'CLICKOO. .- 

COMPOSED BY CANDICE PACHECO Q 

• OVER 6 HOURS OF DIGITAL VIDEO 

• EXPLORABLE i-D ENVIRONMENTS 
Fcr a (lenirr neareif .voii rail: 
r-Soo-M.v Dealer er 


uiea 
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THE MEH IN THE MOON 

Tex Murphy, ihc lough, liai'cl drinking, 
chain smoking private eye vvlio starred in 
this series’ first tvvo insiallinenls (Access’ 
MiiAN Strf.k’i'S and Martian Memoran- 
dum), returns in Kii.ling Moon to investi- 
gate and foil an altempi by a lunatic 
religious cult to destroy all life on Kaith. 
The cult has built a space station orbiting 
the moon, to which they plan to escape 
prior to loosing a genetically engineered 
virus into the Earth’s atmosphere. After a 
few hundred years on the station, they in- 
tend to return to a newly edenic Earth, 
cleansed of the moral and genetic impuri- 
ties that make Tex’s future San Francisco 
resemble the set for Blade Runner. Need- 
less to say, they’ve got to be slopped. 

.Along the way to cracking this big case, 
Tex has to solve a handful of smaller cas- 
es, each of which contains anytvhere up to 
a dozen puzzles of the sort you might ex- 
pect: getting past barriers, navigating 
conversations with other characters, even 
identifying a criminal using a database in 
the manner of a Carmen Sandiego game. 
(“He had bright gi'een eyes and a tattoo 
of an anchor,” one character tells fex. 
Back in his office, Tex turns on his com- 
puter and chooses “gi'een” from a list of 
possible eye colors and 
“anchor” from a list of 
possible tattoos.) 

The puzzles lend to be 
neither difficult nor 
clever; they are, for the 
most part, mechanical 
exercises in doing the 
obvious. A good example 
is the matter of Tex’s fax 
machine, which is bro- 
ken when the game 
starts. Replacing if re- 
quires one to find a pen- 
cil, a stamp, and a 
mailbox (all thi'ee are 
where you’d expect to 
find them); fill out and 
mail a form; Avait for the 
return mail; and then go 
to an electronics store, 
find a fax machine, and buy it. Anolher 
example, this lime from the end of the 
game: Tex is locked in a room wliei'c, if 
he looks around, he’ll find some dry 
leaves, a rake, a can of lighter fluid, a 
stone, a piece of flint, and a smoke alarm. 
Can you gue.ss what the solution is? There 
are a few puzzles that are more laxing 
than the above, but tvhai those puzzles tax 
is less your creativity than your patience. 


since they can only be soK’ctI by trial and 
ei't'or. ft would lake a liner casuist than 1 
to make the correct choice belwcen dia- 


and “Casualfy iiujuisiiivc.” .And 1 defy any 
phuer, however keen his intiiiiion, to 
soh'e on his first try either the dialogue 
about security st’siems with the electronics 
store ownei' or the resuscitation sequence 


.suspended animation. As liir as 1 Ciin tell, 
the only way to get through these se- 
quences is to systematically try every op- 
t.ion until you stumble across the 
combination that works. 

So the puzzles aren't much fun. What 
can yoit do? At least if the cases them- 
selves were ititereslitig, it might be possi- 
ble to overlook this shortcoming. But they 


aren’t. They’re off-the-rack, by-lhe-book 
stiilf. One involves the theft of a bracelet 
from a pawnshop in Tex’s neighborhood; 

another involves accusa- 
tions of infidelity; yet an- 
olher involves a fake 
countess who hires Tex 
to locale a missing stat- 
uette in the shape of a 
bird. There’s nothing 
here you haven't seen a 
hundred times before on 
the Late, Late Show. 

As for the bird stat- 
uette, it’s not your imagi- 
nation if this bit sounds 
even more familiar than 
the rest. It’s a not-veiy- 
siibtle tip of the fedora to 
The Mnlte.se Falcon. The 
game abounds with this 
sort of homage. (.Anoth- 
er: Tex’s office is on 
“Cihandler .Avenue.”) Un- 
fortunately, the main thing references like 
these accomplish is to remind players who 
are familiar with the tvorks being refeirccl 
to just how much worse Killing Moon is. 

It is the simplest thing in the world to 
plain references to classic hardboiled 
novels in a stoiy; tvhal is hard is writing a 
classic hardboiled stoiy of your own. .Au- 
thors Cdiris Jones and Aaron Connors 
never rise above the level of making gags 
and sly I'el'erences, though they show 
signs of wanting to. ^\'ilh the jDlot about 
ihe cult and the crusade for genetic puri- 
1)', ihc)’ appear to be Dying to tel! a seri- 
ous sioi')’, with serious threats and grim 
implications. Vet every time the story 
threatens lo go in an interesting direc- 
tion, they ciil it off at the knees b\' throw- 
ing in lame, inappropriate jokes and 
cheap slapstick, such as scenes that in- 
volve 'fex falling over in his chair or 
walking into walls or getting ca|)lui'ed by 
villains who do Three Stooges-style eye- 
poking schlick. 

This undisciplined willingness to sacri- 
fice the story in order to stick gags in 
where they don’t belong is typical of ania- 
leiir writers, and it is deeply unsatisfying. 
|ones and (ionnors seem to be hoping 
lhat they can make a single game be both 
a serious thi'iller and a goofy comedy, 
both CkiiNAi'owN and Dlad Men Dgn’'I 
Weak Fi.aid, and it just doesn’t work. 
They should have paid more attention to 
their sources: Hammett and Chandler 
were able lo make their books extremely 
funny without evei' undercutting their 



GUMSHOE GUIDE A helpful Travel option, overlaid on an actual 
satellite photo of San Francisco, lets you quickly select and travel to 
previously discovered locales. 


whei'e 'fex has to bi'ing a colleague otil of 



THE NOSE KNOWS Nuclear fallout has bred bizarre mutants, 
including Beek Nariz, whose elephantine schnozz is a none-too- 
subtle metaphor for his underworld knowledge. 


logiie options like “Casualfy imcsiigalive” 
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STATE-OF-THE-ART JUST BECAME HISTORY. 
NOlil-, EXPERIENCE THE FUTURE- 


HebsUssaulf uas pretty' Theltb Stiesf had fun puzzleS' Buti technology advances- Ganers denand lore and 
more- And the tine cones ehen even the best products arc noved aside to nakc uay for the future- That tine 
has cone and the future is Cyberia"' Featuring full-screeni full notion videoi digitized speechi synthetic 
actorsi nusic and sound effects by Thonas Dolby's Headspace and 11 of the nost unbelievable arcade sequences 
your eyes (and your conputer screen) have ever seen--- it's so stunning that tie're even Killing to put our 
noncy uherc our nouth is- If you oun Kebel Assault or The 7th Guesti send us the nanualcover fron either 
gene along with a Cybaria sales receipt and ue'll send you $1D-DD cash back- r i=g 
If you don't oun either of these titlcsi you've already saved a hundred bucks 
so stop tiaiting for a hand out-'-justgotoyour local software retailer to buy 
Gyberiaorcalll-flDD-'lti'l-GAnEtoorder direct- (offer expires a-i-is) 


(yteria™ GlTft Ketrix Entertainwiti 
All riefits reserved- Published end 
discriluted by Interplay froductiensi Inc- 
Rebel Assault is a tradetark of LucasArts 
DitertairaenC Co^iany- The 7ch &esc is a 
radeaark of Virgin Interactive Entertalment- 
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clKivaciers or ilieir stoi-}’lines. If it is too 
nuicl) to ask that the designers craR their 
stojy as well as the old masters, at least 
iliey could have listened to one of the 
lines they gave James Earl Jones, taken 
I'rom a stoiy b\' Edgar ,'\llan Poe: “There 
are matters of which no jest can be made.-’ 


MOON SHOT 

To go along with the bad writing — in 
whicli category I include botli the unin- 
spired ])lolting and the embarrassing dia- 
logue — Kii.i.iNO Moon offers an 
abundance of bad acting. I have never 
seen a prolessioital production, either on 
TV or in a movie or on stage, that 
brought togellier so many performers 
lacking in even the most rudimentar\’ 
command ol' their craft. 

Starling with tlie lead role of Tex Mur- 
ph)’, in wliich Chris Jones (yes, the game's 
designer) had the unmitigated chutzjxih 
to cast himself, the acting is on par with 
what you would find on public access tele- 
vision ())• in a high school play. Shanon In- 
gnian's performance as a Valley Girl 
hooker struck me as particularly awl'ul, 
though singling her out may unfairly sug- 
gest that she is worse 
than Sandy Jensen, who 
incompetently plays a 
crime boss, oi' Monique 
Lanier, who can barely 
get her lines out as the 
fake countess, or Doug 
\’andegrift, who does an 
annoying (ohn l.ovit/. 
imj)ression (which may 
be redundant) as an un- 
derworld sihtch. or Re- 
becca {.Tiy, who, when 
she starts talking, Just 
makes you close your 
eyes and pray f()r it to be 
over soon. 

What about the pros? 

Russell Means, who in 
happier times played 
the title character in TfiE L-vst or Tiir: 
Momk:.-\n.s, here is inert as can be, stand- 
ing like a luni|D with his hands at his 
sides and doing nothing to bring his 
character to lile. Brian Keith seems to 
tvish he were Brian Dennehy since he 
does Dennehy's patented gruff and 
weary routine, only not nearly as well. 
Margot Kidder comes and goes in what 
amounts to little more than a cameo, giv- 
ing a broad, swaggering performance 
that j)iays like an tiudition for Saturday 


Night Live. James Karl Jones is James 
Earl Jones — how can )'ou go wrong with 
a man who is iible to make phonebook 


commercials sound sexy? — but he is 
wasted on minor bits of narration. It’s 
like hiring Rembrandt to paint your 
house. There is one good actor in the 


hiin Lowell Percival, shines like a dia- 
mond in a coal bin. Mere, at last, is a 
man tvho knows how to dcli\'er lines! 
Would that he’d had better lines to deliv- 
er, hut at least vou don’t I’eel like turning 
the sound olf when he talks. 

One g(^od actor can't save the game, 
however, and within minutes of enjoying 
Bailey’s climaciic soliloquy the player 
finds himself at the game's absolute 
nadir as Tex runs down a corridor, ratty 
trenchcoal (lapping at his heels, only 


inches away from the lleiy explosion chat 
is about to engulf the .space station. Not 
only is the graphic of Lex in front of the 
fireball poorlv done, 
and not only is Chris 
Jones unable to con- 
vey the impression 
that he is actually 
running, but the dra- 
matic conception is 
screwy. It’s fine to 
have Indiana Jones 
running away from a 
huge boulder, as in 
Rdiders of (he Lost Ark, 
or to have the Millen- 
nium Falcon high- 
tailing it out of the 
Death Star just ahead 
of a reactor core ex- 
plosicm, as in Return 
of the Jedi, but you 
can’t mix the two. A 
guy running away 
from a nuclear exjdosion? No. Uh-tih. 
Back to the drawing board, kids. 

It’s too bad that one more trip to the 
drawing board is not an option, since 
Kii.i.inc Moon has much that would have 
been worth stilvaging. 'Khe game engine 
is terrific; if only tliere were better things 
to see and do, it might well command the 
jDlayer’s interest for more than the first 
lialf hour. Belter actors could have been 
hired, or a better director might have 
been able to coax less horrible perfor- 
mances out oi' these. A professional .script 
doctor could have worked wonders on 
the dialogue, even with only a week or 
two oi'woi'k. 

It would ha\'e been worth it. Now it’s 
loo late, and Undi'.r Kii.i.ing Moon is 
far less than it might have been. To 
which T can only say this: I hope this 
game sticks in people’s minds as a monu- 
ment to arrogant presumption. Heaven 
save tis from game designers so blinded 
by their ability to craft sj)ectacular tech- 
uolog)' that it makes them think they can 
write and act, loo. ^ 


THE EDtTORS SPEAK | 


UNDER A KILLING MOON 

RATING # 

PROS A I'evolutionaiy interface that 
puls you inside l he game world as no 
advenlure game ever has before. 
CONS The writing and the acting 
don’t measure up, by a long shot. 


bunch: Michail Bailey, who plays archvil- 



YOU AIN’T NO SUPERMAN Margot Kidder’s short but intoxicating role 
as a barmaid teaches Tex the difference between shrewd 
investigators and private dicks. 
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We have seen the future, and it's not very pretty. 

> No matter what you've done. No matter where you've been. 

No motter who you've crushed to get there. Nothing...(fln prepare you for th|s. 


No, not Iraqis. Rexxons. Relentless, Al-controlled olien mercenaries with military capabilities for greater than that of ten thousand Third World 
nations. And all of it — every bit of this deep space hell.— takes place in a brilliant, hyper-realistic 3D universe 500 million miles into the future. 
^ Inferno is here. Heed the worning. 



Superfast 3D graphics. Ultra- 
sophisticated virtuol worlds... 
Gameplay so advanced, we're no 
longer sure our programmers are 
from this earthi 


omorphoustobric of your ship — from 
the plosmo computer to the complex 
propulsion and weapons systemsi 



Over 700 scenarios take 


through four moons and seven 
plonets, each with its own climote, 
atmosphere, hobitat, geology end 
defense systems. 



Ocean of America, Inc. 

P I, I 1870 little Orchard Street ©l994(}(eon(ilAniet![o.O<eoiisar<glslereillrodeinatl(elO(e(inS(iftmueliniiled.DHigncdand 

*• S *■ San Jose, CA 95125 devel^td by D|ilol Image DMijn Lid. * 


REVIEW 


My Ship And 
Welcome To It 

Gain Privdegcd Access To The Enterprise 



€> Pictures 


In The STAR TrEK INTERACTIVE TECHNICAL MANUAL 


by Allen L. Greenberg 




F OLI.OWKRS of the ORiGlNAl. S'I'AR 
'I'rek series may remember the 
1967 EiMSODE “Tomorrow is 
Yesterday” as the occasion when a 
20tli centiny U.S. Air Force Pilot 
not only stepped aboard the Starsliip F.n- 
lerpi'ise, but was also given a first-class 
lour of its workings and facilities by Cap- 
tain |anies T. Kirk and his command 
crew. Most Star Trek fanatics would, of 
course, gladly slice 
off their pointed 
ears in order to be 
oHered a similar op- 
portunity, Taking 
advantage of 20th 
century computer 
teclinology and mul- 
timedia presenta- 
tion. Simon and 
Schuster attempts to 
provide an interac- 
tive version of that 
lour in their CD 
ROM, Star Trek: 

The Next Gener.-\.- 

1 ION INTER.-VCT1VE 

Technical M.^^nual. 

Star Trek technical manuals Inive, of 
course, been available for many years. 
Aside from providing conveniion-goers 
with accurate schematics for their fully 
lliiiciioning costume paraphernalia, they 
liax’c generally seiwed as reference books 
which prove tliat the pseudo-science and 
techno-babble featured in eveiy Star Trek 
episode actually enjoys some cohesive 
and internally consistent structure. As the 
Next Generation lias grown in scope and 
complexity, so has its fictional technolog)' 


made staggering scientific advancements, 
so that one trade paperback can bai'ely 
contain it all. Appropriately, the inlerac- 
live CD ROM version is filled to its shiny- 
silver brim with panortimic scenes, 
computer animations, photos, schematic 
drawings, movies, text and spoken nari'a- 
tion. 

The manual is not a game, and game 
players may, at first, feel slightly frnstrai- 
t^d by the ]iro- 



(800) 983-5333 


gram’s slow pace 
when comjiared 
to an action ad- 
venture. Youi' 
trek kicks off with 
an 1 1 -iniiuite 
tour through the 
sliip, narrated by 
Jonathan Frakes 
speaking as First 
Officer William 
T. Riker. Less 
than a t|uarier of 
the screen is used 
to display actual 
footage of the 
Enterprise, while 
ihe remainder is reseiwed i'or technical 
informalion and the standard Next Gen- 
eralion computer-screen gi-aphic display. 
Riker's tour provides some personal ob- 
sen'ations by the first olFicer, and brielly 
lotiches on each of the main sets available 
foi' your inspection. Once Riker disap- 
peai's, you’re left alone with the Enter- 
prise and your babv-boomer buddy, tlie 
computer. 

It is to the exterior hull of the 1 70 ID 
that the program will first take you. 


Price: $69.95, 

Windows CD- 
: ROM, Mac CD- 
' ROM 
System 

. Requirements: 

IBM compatible 
386-33Mhz or 
better, SMB 
' RAM, VGA 
graphics, Windows 3.1, double speed CD- 
ROM. 

Protection: None 

Publisher: Simon & Schuster Interactive 
New York. NY 


Mere, you can see a wondei'ftil, eye- 
pleasing model of the ship at any angle. 
While you can do so only from a lixed 
distance, extensive menus and sub- 
menus allow you to see close-up views of 
certain key features. Schematic diagrams 
are also used to display some compo- 
nents that are not easily seen on the 
ship’s exterior. Like much of the infor- 
mation that appears throughout the Star 
Trek Technical Manuals, it is impossible 
to tell if each item was lifted from one of 
the many Star Trek ej)isodes, or if it was 
composed specifically lor the trivia-hiin- 
gry minds of inquiring Trekkers who 
have purchased the manual. Mowever, 
certain “behind the scene” pieces of in- 
foi'ination serve to remind us thai we are 
still talking about a'lA'' show. 

The Enterprise’s bridge, the captain’s 
ready room, engineering, the trans- 
porter room, sickbay, Fen Fonvard, the 
obseiwation lounge conference area, and 
I he holodeck are all available for detailed 
study. Using the holodeck, you will be 
able to examine the interior of a shuttle- 
craft, but most users will be magnetically 
cli'aivn to the living quarters of Captain 
Picard, Lieutenant Commander Data, 
Counselor Troy and Security OITicer 
Worf. F,ach room is home to several loca- 
tions into which you can stick your ply- 
ing nose. In Data’s room, you can jieruse 
his art work; in Troy’s quarters, you can 
free associate while staring at her medi- 
tation candle; and in \VoiTs room, you 
can browse his spiritual icons. Each loca- 
tion can be slowly panned all the way 
around, as well as 45 degrees up or 
down. You may also zoom in or out, so 
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RI_AY ANYTHING ELSE AND YOU’RE 




SHAREWARE 


Drop straight down into the most mind-bending, btdmach-dhurning action game ever. In 
Descent!” you’ll enter a true SSD'’ 3-d environment — Move up, move down, move everywhere 
AS YOU PLUMMET DOWN NEVER-ENDING TUNNELS BLASTING MECHANICAL HORDES. TOP BECOMES BOTTOM, 
UP BECOMES DOWN AND YOUR SENSES TURN INSIDE OUT. ..AND THIS IS JUST THE FIRST 7 LEVELS. 

Experience the shareware version of Descent at your local retailer, or call (□□□) 969-6AME 

TD ORDER THE FIRST 7 LEVELS OF THIS INCREDIBLE 30-LEVEL GAME. MODEM OWNERS CAN DOWNLOAD 
THE SHAREWARE VERSION OF DESCENT FROM THE INTERPLAY BBS AT (714) 252-2S22 OR ANY 
MAJOR BBS, INCLUDING COMPUSERVE AND AMERICA DN-LINE. 

Descend alone or with your friends with B-player simultaneous network or 2-player 
HEAD-TO-HEAD MODEM SUPPORT. 

Start your descent today, or be doomed to a less exciting future. 



17922 FITCH AVE., IRVINE, CA 92714 • 1 -8 Ca-B 6 9-GAM E 

©1 994 INTERPLAY PRODUCTIONS. ALL RIGHTS RESERVED. ALL TRADEMARKS ARE PROPERTY OF INTERPLAY PRODUCTIONS. 




that near!)' eveiy conlrol panel and \X‘n- 
tiitilion duct, no matter how- tiny, can l)c 
inspected with a full-screen, 'flic video is 
generally cjuite good, and there are 
some great sounds to be Ibund, such as 
liie business-as-usual bleeps and clicks 
heard on the bridge, and the familiar, 
deep vibration of tlie massive machinery 
down in engineering. 

Each technical area contains its own 
system of menued and sub-menued in- 
formation wliich relate to tlie sliip’s sys- 
tems. The subjects are cross-indexed so 
that those systems which relate to moi'e 
titan one area of the ship may be fol- 
lowed from one control center lo tlie 
next, 'file information is often present- 
ed as schematic diagrams or as panels 
ol' hyper-text. Higlilighis from the text 
are read aloud by iVIajel Barrett Rod- 
denberry in what has arguably become 
the most recognizable ol' her many- 
faceted Star Trek roles, the voice of the 
NCC1701D computer. Often, illustra- 
tive video clips of the ship in action are 
hidden amongst the text and drawings. 
As you might expect, the various living 
t|uarlers contain 
far less technical 
chita, but the com- 
puter still offers 
descriptions or ex- 
planations of what- 
ever itersonal items 
you might find 
(here. 

I'he key to fully 
enjoying the Inter- 
active Technical 
Manual is to seek 
out and explore its 
“hot sjiots.” These 
are areas on the 
graphic screen 
which, when select- 
ed, will provide an 
opportunity to study 
that area in more 
detail, or bring up a list of sub-headings 
and related topics. Some \ eiy special hoi 
spots, generally located on one ol'ihe En- 
terprise’s many control panels, react as 
though you had actually pressed one of 
the ship’s more important buttons. You 
will be able to fire photon torpedoes as 
well as set off a near-disastei‘ down in en- 
gineering. These Fedei'alion Easiei' eggs 
are discovered by slowly moving the 
mouse-driven cursor over the graphic 
screen until the cursor transforms into a 
dil'fereni shape. Unfortunatelv. these 


transformations can be sligluly erratic, 
leaving you to wonder wliether some oth- 
eivvorlcllv being might not be testing your 
intelligence, if not ) ()ur ]);ilience. 

Many of the Enterprise’s control pan- 
els can be isolated and enlarged for close 


STAR TREK ON TOUR Explore the Enterprise on your own, or take a tour 
narrated by “Number One” himself, Commander Will Riker. 


LASER LIGHT SHOW A number of Quicktime video clips illustrate various 
tactical systems, including the Phasers and Photon torpedoes. 


inspection. Because man\’ ol these 
screens made onh the briefest of cameo 
appearances during 'I'bc Next Genera- 
tion’s seven year run, many of the sltow’s 
followers will enjoy tliis chance to get to 
know them better. Instruments and 
eiiuipmenl in sickbay, while possibly 
somewliat iniimickiting, ai'c also particu- 
larly fascinating. Many objects, (broiigh 
some veiy impi'essive ilu'ee dimensional 
modeling ieciniic]ues. iiuiy actiialh’ be 
picked up and examined from any angle. 
These include haiid-hcld phasers and 


some of those Mat data-screens that the 
crew is always reading and liandiiig 
around to one another. You may also dis- 
cover what an insignia communicator pin 
looks like li'om behind. 

'file Interactive Technical Manual is 
very sensitive lo 
processor speed. 
Originally pro- 
grammed for the 
Apple Macintosh, 
it uses Apple’s 
QuickTime 2.0 
video playback 
software in the 
Windotvs version, 
and the new 
QuickTime VR 
for the Mac. Al- 
though it will mn 
on a 386 proces- 
sor, owners of 486 
or Pentium-based 
computers will 
certainly be in for 
a smoother ride. 
In any case, you 
should Idc prepared for at least some slow 
transitions between screens. 

More than anything else, this program 
has the feel of a giant, computeriz.ed cof- 
fee-table book. While it is difficult to 
imagine that Stai- 'fi'ck followers will be 
able to resist the idea ol' a close-up tour 
of the Enterpi'ise, some may find that 
tlie scope of' the jM'ojecl was so ambitious 
that no execution could possibly mea- 
sure up to it. Others may liiid it a hollow 
ex|)erience without the characters ivlio 
normally populate tlie beloved starsliip. 
It is unlikely, liowever, that any of us will 
receive an invitation to stare out from 
Captain Picai'd’s window, or up at the 
star-filled ceiling from Counselor Troy’s 
bed. 'fherc is certainly quite ;i bit here 
that we .won’t ever liiid in any other Star 
Trek collectible. ^ 


I, 


STAR TREK INTERACTIVE 
TECHNICAL MANUAL 

RATING it 2ft # 


i Contains a wealth oTSiar 
'frek trivia delivered in bigli quality 
jMciures and videos. 

CONS Moves slowly on most sys- 
tems, and tlie interlace has its strange 
moments, 'fhe Enterprise can also be 
a little lonely wiiliout its crew. 
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Vour Kids WHI^i siatfer/Hlto lc Universe 
As They Helji $|>ace Kids look Fbir 4rand|i^. 


Introduce your children to all the wonder and 
excitement of computers with SpaceKids: Where's 
Grandpa? Follow lovable Zeedle and Deet as they 
travel through outer space looking for their 
Grandpa. The many fun-filled adventures will 
entertain your children for hours. 

SpaceKids has richly detailed graphics, full- 
screen animation, music and sound effects, 

® 1994 MicroProse All Rights Reserved. 


making it as tun to watch as it is to play. 

The challenging interactive cartoon lets 
children see and hear the outcome of their choic- 
es. It's a game they’ll want to play again and again. 
FREE SCREENIE! 

Every Spacekids package includes a special 
offer for a free Screenie"' removable computer 
screenframe and lots of SpaceKids stickers. 


_HK^SPROSE 

Anything is possible 

1 -800-879-PLAY. For IBM-PC & Compatibles on CD-ROM. 
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REVIEW 




S OME GAMES ARE CiREAT BECAUSE OE 
THEIR STRENGTHS, OTHERS IN Si'ITE 
OE THEIR WEAKNESSES. RELENTLESS 
is a fine example oi' llie latter. 
Starting with an inappropriate title, 
which describes neither the game’s sto- 
ryline nor its gameplay, and a peculiar 
surfeit of subtitles (tvhere most games 
have none, this one has two; “Twinsen’s 
Adventure” and “Little Big Adventure”), 
Relentless is a game with whicli no one 
will have difficulty finding fault. The 
slanted overhead perspective makes it 
hard to maneu- 
ver your charac- 
ter around 
obstacles. The 
game lacks a se- 
rious save-game 
function, mean- 
ing that you 
have to replay 
most scenes nu- 
merous times 
bel'ore reaching 
an unspecified 
milestone point. 

T h e music 
sounds like 
something lifted 
from a T\'^ west- 
ern. The graph- 
ics make it look 
like you're wandering around a planet 
built by Fisher-Brice: rectangular plastic 
blocks, conical plastic trees, siill-jointed 
plastic people. 

fhe stoiyiine is a bizari'e blend of trea- 


cly kiddie-book pap and police slate sci- 
ence-fiction — “The Spheros, the Rabbi- 
bunnies, the Quetches and the 
Grobos...all lived in harmony until a 
tyratu named Dr. FuiiFrock reared his 
ugly head...” There are elephants who 
blast you with tennis balls shot I'roni their 
trtinks and giant 
deer that talk iti tip- 
s)' Roger Rabbit voic- 
es, but there are also 
hooded, sadistic 
bullyboys who back- 
hand you across the 
face if they catch you 
breaking out of 
prison and bayonet- 
brandishing guards 
who will run yoit 
through if given half 
a chance. 

It’s confusing, all 
right. The cutesy 
graphics will make 
serious gamers roll 
their eyes, while the 
game’s nasty streak 
will make cautious parents think twice 
before buying Relentless for little 
|ohnny or Maiv Sue. Putt-Putt Goes To 
Mars is ain’t; it’s more like Putt-Putt 
Cioes Fo Sing-Sing, with just enough 


System 

recommended), 

SVGA graphics, 

11MB hard drive space, CD-ROM (double 
speed rec.): supports Sound Blaster and 
compatible sound cards. 

Protection: None 
Designers: Adeline Software 
Publisher: Electronic Arts 
San Mateo, CA 
( 800 ) 245-4525 


PlayskoolMsions 
And Psychedelic 
Dreams 


Fisher-Price Meets Surrealism 
in Electronic Arts’ RELENTLESS 


by Charles Ardai 


Pittt-Putt to Irighten away some gamers 
and enough Sing-Sing to scare off the 
rest. Even the brave experimenters who 
remain may take a look at the odd key- 
board control scheme they have to learn 
(<F3> puls you in “Aggressive” mode, 
<F2> in “Athletic”) and bail while the 
bailing is good. 

Who’s left? Reviewers, who have to see 
these things through to the end. It’s a 
lucky thing, too, since we’re the ones who 
can let you know that in this case first im- 
pressions are deceptive: once you famil- 
iarize yourself with the controls and the 
milieu, RELE>ri'LE.ss is a teri-ific game. 

ALOHE IN THE LIGHT 

Gamers who have played I-Motion’s 
Alone In The Dark will probably be 
among the first to find Relen'I'LESS famil- 
iar. On the surface the two games may 
appear to have little in common — ^Alone 
is a Gothic horror game derived from the 
works of H.P. Lovecrafi, featuring dy- 
namically shifting camera angles and 
01 ‘igami-style graphics constructed out of 
large polygons, wliile RiCLEN iTtcss is a col- 
orful fantasy featuring credibly three-di- 
mensional gra|)hics and only a single, 
over-the-shoulder camei'a angle. In prac- 
tice, though, starling with the non-trivial 
fact that both titles are of European oi'i- 
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Award of Excellence 
and Gold Medal, Best 
Animation and Graphics 


Interactive fiction doesn t 
get any better than this.” ^ 

NewMedia 

A challenging, take- 
no-prisoners game.” 

Computer Gaming World 

The most innovative science | 
fiction game we’ve seen on any 
system.” 

Dragon Magazine y 

It rivals the most exciting > 
movie or the most detailed 
strategy game.” |j 


Mac Computing - 
Editor’s Choice Award 


SVM Mac - 
Best Entertainment 
Title of the Year 


Available on CD-ROM for MFC and Macintosh 
For upgrade info or the name of a dealer near you call 


Gets 

Better! 


The Journeyman Project Turbo \s 
making history! Now the epic 
time travel adventure game 
is more than 300% 
faster than the 
original, and requires 
as little as 4 MB of RAM! 
So the heart-thumping, hair- 
raising, sweaty-paims speed of 
traveiiing through time won’t age 
you a bit. With more than 30 
minutes of digitai video, an originai 
soundtrack, and a non-iinear story. 
The Journeyman Project Turbo 
wiii take you on a chiiiing ride 
from the prehistoric past to the 
distant future, faster than ever before! 

Aiso inciuded on the disk 
is a sneak preview of the 
sequei “Buried in Time” 
and “The Journey,” a 
digitai movie 
about the 
making of The 
Journeyman 
Project Turbo. 


800 - 943-3664 


©1994 Sanctuary Woods Multimedia, Inc. All rights reserved, l-entertainment is a trademark 
and Sanctuary Woods is a registered trademark ol Sanctuary Woods Multimedia Corporation. 
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gin, they ha\e a number of similarities. 

Keyboard control is surely one ofilic 
most significant. You can jjui away your 
mf)use and joystick Tor this one; the cur- 
sor keys are all you’ll need, left and 
right to turn your character in place, 
Coward and back to gel him walking. 
Shift activates your inventory while 
pressing the space bar initiates whatever 
action is appropriate to the situation 
and mode you are in. 

There are four of these “modes" for 
you to choose from, including “Normal” 
(in which you can walk quickly and 
search through things like chests, bar- 
rels, and lockers), “Athletic” (in which 
you can make great leaps), “Aggressive" 
(in which you can lash out at friend tmd 
foe alike with vicious punches and 
kicks), and “Discreet" (in which you can 


ferry that can help 
him fill in the 
blanks on his 
hologlobe. 

Now that we’ve 
got Twinsen skulk- 
ing about in clank 
cellars and digging 
up artifacts of an- 
cient, unholy reli- 
gions, the 

resemblance to 
Alonl In Tiil Dark 
is probably easier to 
see. To make it still 
easier, a trij) to the 
“Advanced Options” 
menu allows you to 
turn down the 
graphic detail a 



BAR BIZARRE The strange but marvelous graphics are on full display in 
this local pub. Twinsen must question the patroners about the 
whereabouts of his sweetie, who's been captured by the authorities. 




crouch and crawl 
and creep about 
and generally 
make a great un- 
noticed spectacle 
of yourself). “Ag- 
gressive” mode 
comes in two fla- 
vors, “Auto” and 
“Manual,” but 
since it’s hard 
enough to get your 
character, a bob- 
tailed Quetch 
named Twinsen, 
lined up on the 
correct angle with 
his opponents to 
land a punch, 1 
recommend steer- 


notch and — voila! — 
there are Alonk’s 
polygons, only much 
.smaller and in 
greater abundance, 
'fhat Twinsen, with 
his flopping ponytail 
and hippit)'-hop gait, 
is made out of the 
same origami 
voodoo tliat brought 
us I-Motioii’s stiff 
French detective and 
triangular hell- 
hounds is perhaps 
Rt'.t.KNTLESS’s greatest 
accomplishment. 

Indeed, the graph- 
ics in Rei.en'I'I.kss 
are, if anything, 


over-polished, with that waxy gloss that 
super-refined computer graphics can 
sometimes get, I'hey are also weird: llu- 
id animation makes up for a lot, but I 
was reminded ol nothing so much as the 
dated slop-motion jtuppetiy of spe- 
cials like “Saiitti Claus Is Coming To 
Town” and “Rudolph The Red-Nosed 
Reindeer.” On the whole, though, the 
effect is an apj:)ealing one: you’re 
plopped down in a graphically rich envi- 
ronment, sujtpleinented here and there 
by full-lenglii animated sequences show- 
ing us the \’arious characters in close-up, 
and the sense of being inside an alien 
world is convincing. 

Sound eflecls are undertaken with an 
equal measure of vigor but considerably 
less success. Twinsen’s I'ootsieps echo 


OH, CRATE, A PUZZLE Twinsen's IQ will be put to the test with puzzles like 
this one. He must figure out how to push crates through a maze In order 
to line them up on the “Xs". 


ATTITUDE ADJUSTMENT Twinsen can take four different attitudes toward his 
world: Normal, Aggressive, Athletic, and Discreet. 


“Manual” option. 

Twinsen starts out imprisoned in an 
Asylum on Citadel Island, one of the 
primary land masses of an alien planer 
called, for tlie sake of fun her confu- 
sion, “'I'winsun.” If Twinsen knocks out 
his guards and scurries up lo the sec- 
ond level, he can trade his prisoner’s 
stripes for warder’s garb, recover his 
ID card and hologlobe (a nifty map- 
jjing device that allows you lo survey 
the entire planet at a keystroke), and 
sneak back to the outside world. Stow- 
ing away in a load ol' garbage will gel 
Twinsen carried past the trigger-haj)py 
front gale guards. More sneaking will 
get liim to his home, a secret network 
of interconnected sewers, a buried 
treasure linking Twinsen to a forl)id- 
den form of goddess ^vorship, and a 
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The evil Commander Borf has^Wj’ 
kidnapped Ace’s girlfriend, the ^ 
beautiful Kimberly, and is plotting > 
to enslave the Earth by means of i 
his dreaded "Infanto Ray", a v/eapon 
that changes everyone it blasts 
into a helpless baby. j 


Armed only with a laser gun, Ace 
must seek out and destroy the 
Infanto Ray, rescue Kimberly and 
save the Earth. All in a day’s work 
for a superhero, right? 


REALma^ 

■ ■■laaeTiaf hbkb ' — ' 


Featuring full scr&n animation and crisp, 
powerful sound from the original laser 
disc arcade classic. Space Ace plungesj 
you into intense, non-stop actiptw^BB 

The fate of Earth is in your 

hands. JiU y Ns 


.iea]pySq;p'1' 


P.O. BOX 234 Rochester, VT 05767 
Call: 800-699-4263 Int’l 802-767-3033 
Fax:802-767-3382 Source 10172 
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CAVERN OF MYSTERIES Twinsen’s quest will take him into the 
underground, where an ancient goddess religion is struggling to be 
reborn. 


that ii won’t be the last. There is prolta- 


like coconut shells clunked together to 
make horse sounds. His grunts and 
groans while engaged in any strenuous 
activity (such as walking with his fists 
raised) sound dyspeptic. His voice 
makes him sound like as much of a 
doped-up Zen surfer dude as his bitchin’ 
‘do and his Zippy the Pinhead features 
make him look. Meanwhile the other 
characters all sound like amateurs ti 7 ing 
to do cartoon voices. 

To build up suspense, the sound effects 
man occasionally smashes cymbals in 
your ear or plucks a bass string loudly. 
The technique is, shall we say, somewhat 
less successful at setting a mood than 
Alone In the Dark’s similarly used wolf 
howls and creaking floorboards were. 

One nice side to the soundtrack is that 
if the English voices displease you, you 
can re-install the game so that it speaks 
French or German instead. Just wait till 
you hear the rabbibunnies squeaking at 
you en Francais. If the game wasn’t surreal 
enough before... 

THE TWINSUN ALSO RISES 

Successfully navigate the game’s half- 
do7.en-or-so islands, some of which con- 
tain large, Ultima-worthy towns and 


others of which are 
no more than a few 
yards across, plus 
the snouy Hamalayi 
fortress and a merci- 
fully brief slay amid 
the blasted vegeta- 
tion of the White 
Leaf Desert, and you 
can save Twinsun 
from its threatened 
subjugation and/or 
destruction. Fail, 
and. ..well, you really 
can’t fail, since the 
game kindly restarts 
itself any time you 
perish or get caught. 

The fact that each 
time this happens 
you get kicked back 
to an earlier point in 
the story and have to fight your way 
through scenes you’ve already beaten 
and really don’t want to go through 
again is more than mildly annoying, but 
less than unbearably so. Relentless is 
not the first excellent game to make this 
mistake — Broderbund’s Prince oe Per- 
sia comes to mind — and I don’t doubt 


bly a good technical reason why design- 
ers design games this way, though this is 
small comfoi't when you’re banging your 
head against the monitor and praying 
that you’ve gone through’ the Temple of 
Bn lor the last time. Suggestion for Re- 
LEN'i'LLSS II: let the player save the game 
anywhere he wants to, even if it means 
making sacrifices in other areas. 

Oh, and ditch the title. A game like 
this ought not to be saddled with either 
the D(JOM-like overtones of “Relentless” 
or the thumb-sucking sweetness of 
“Twinsen's Adventure.” Relentless is 
neither sweet nor relentless. It’s tough 
and tricky, expansive and intrigtiing, 
confusing and infuriating, not to men- 
tion addictive as ail get-out. Electi'onic 
Arts could choose one of those adjec- 
tives, or all of them if they prefer — it’s 
worth it, il' it helps snag players’ curiosity 
long enough for them to realize that 
tliey are jjlaying one of the most enjoy- 
able games ol the season. ^ 


THE EDITORS SPEAK I 


RELENTLESS 

RATING 

PROS Though it’s suireal as can be, 
the world looks great and Feels real, 
and you end lijt caring about your 
poor little Quetch. 

CONS I'here’s only so much surreal- 
ism a person can stomacli — and 
more user-friendly gameplay might 
have been nice. 
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Were Men 
And Dragons 
Were Dragons 


Medieval Fantasy Opulence In The ^D-Studio World Of Dragon LORE 


by Peter Olafson 

H igh art and high gameplay do 

NOT SUITER EACH OTHER GLADLY. 

They .are no'e friends so much as 
acquaintances who share a ride 
to work. Oh, the one may some- 
times spring for the morning coffee. And 
the other may occasionally hand over the 
sports section without having read it first. 
Biu when they get to the office, the cof- 
fee drunk and the paper read, one’s the 
boss and one’s the drone and never the 
twain shall meet (except perhaps after 
hoLirs in Doom). 

Mindscape’s Dragon Lore is at once 
a demonstration of the new-found 
promise of, and the enduring limita- 
tions to, the al- 
liance of game and 
glamour. This 
high-gloss fantasy 
adventure, created 
by French develop- 
er Cryo and Mind- 
scape’s English 
division, couples a 
richly-appointed 
environment to a 
deceptively simple 
point-and-click ad- 
venture. It is a 
good game — 

though not, 1 
think, a great 
one — whose basic puzzles and techno- 
logical exoticism should please begin- 
ners and whose open-endedness may 
draw in more seasoned gamers. 

And yet, like so many CD-ROM 


games, Dragon Lore is also something 
of an empty suit. It’s great girth con- 
tains better than 1.2 gigabytes of data 
spread across two CDs. Filled with deep 
and affecting beauty, it has a certain or- 
nate, mystical charm. But it lacks the 
detail, and the level of interactivity, for 
complete satisfaction. It’s rather like 
visiting a veiy large historical mansion: 
Please follow the yellow line on the 
floor, and stay behind the velvet ropes. 

THE RITES on SUCCES5IOH 

As Werner Von Wallenrod, you become an 
IS-year-old farmer-in-the-making with a 
gi'eat shock of red hair, something of an 
attitude and an 
outlit that a]3pears 
to have been 
made from a 
tablecloth. Like so 
many heroic 
young men in 
computer games, 
Werner is not 
quite what lie 
seems: Me is in 
line to become a 
Dragon Knight. 
This is an exclu- 
sive club, with 
only 12 living 
members; and 
while the prospective knight doesn’t re- 
quire a sponsor (W^erner’s natural father 
being a Dragon Knight and all), the mem- 
bership will pul his admis.sion to a vote. 

The vote is an especially nice touch. 


It echoes Masters of Orion (with 
which Dragon Lore otherwise has 
nothing in common) in that it keeps 
your eyes constantly on the end and on 
the Big Picture, rather than simply 
whatever coloiTul puzzle is before you. 
Adventures often aim for an epic 
sweep, but wind up existing in fits and 
starts, and anything that encourages a 
world view should be embraced. 

Essentially, what you’re doing in Diu\G- 
ON Lore, the first in a planned series of 
games, is making a case for yourself and 
influencing people by your actions, 'nie 
knights watch your progress and judge 
your suitability on a scale ranging from 
violence (you solve problems at sword 
point) to wisdom (you work through 
them inventively using youi' inventoiy). 
You may view the scale at any time to 
judge your progress, and the puzzles 
build in pleasant fashion. If Werner suc- 
ceeds, he joins this elite fraternity, buys 
some proper clothes, and we all get 
around to the business of waiting for 
Dicagon Lore II. If he fails.,, well, it’s not 
quite clear, but it involves flames and 
falling, and it doesn’t look like fun. 

You’ll quickly begin to get a sense of 
where the balance of knightly opinion 
lies, for you will occasionally cross paths 
with odier Dragon Knights. Tliey appear 
to wander about idly at Fixed locations, 
but evidently are keeping tabs on you 
nevertheless. The knights are a varied 
lot — ranging from samurai wan'iors, to a 
Kate Moss look-alike, to a blue woman 
with Grace Jones eyebrows and KISS 


Price: $89.95 
System 

Requirements: 

IBM compatible 
486-33 DX or 
better, 4M8 
RAM, double- 
speed CD, 
mouse; 

supports Sound 
Blaster 

compatible sound cards. 
Protection: None 
Designers: Cryo 
Publisher: Mindscape 
Novato, CA 
(800) 234-3088 
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THE MEDIEVAL MISS MANNERS APPROPRIATE BEHAVIOR SCALE V/ith his 
punk hairdo and leather garb, Werner certainly looks tough enough. But 
the Dragon Knights are always watching, and if our hero plays too rough, 
the game’s ending is far less satisfying. 


drive shivers liriellv. ilie screen tele- 


inakciip. to a drag- 
on rider — but most 
.seem sociable 
enoLigli. You can 
speak to them after 
a fasliion — it’s a 
one-way street — 
and they’ll respond 
in slow, sonorous 
(ones and tell you 
.something of their 
orientation on the 
X'ioience-Wisdom 
axis. (Disconcert- 
ingly, when the)' 
finish speaking, 

(heir lips continue 
to move — rather in 
the (ashion of old- 
fashitaied comput- 
er-baseball outfielders whose legs 
continue to c')'cle against the wall after a 
home mn). 

Now, this will seem j)leasani but pre- 
dictable until you come upon a handful 
of enjoyable complications. One is that, 
along with the rights to the litle, you’ve 
iuheriied your father’s feuds. ('I'here is 
one Dragon Knight, Diakoiiov, that 
does not love a Von W^allenrod either vi- 
olent or wise.) And if you find the ring 
()f a dead knight, Fujitomo, you can cast 
its accompanying proxy in your favor. 

Finally, as with the puzzles, all is not set 
in stone. Once you learn who’s for vou 
and against you, you can effect the vole's 
outcome by selectively killing olf those 
likely to oppo.se you — an cthic;ill)-,susj}ect 
but ne\’ertheless inspired touch designed 
to encourage replays. The designers have 
gi\en the player some lire-breathing 
room in Dr.-\go.\ Lore, and that’s more 
than can be said for many of its do-it-this- 
way-or-not-at-all predecessors. 

So. iifter errands to retrieve a bowl 
tind cow for your adopted father (and 
familiarizing yourself with the game’s 
basic mechanisms), you’re off into a 
wide 31) Studio world. Movement withiti 
a given area is handled in increments, 
rather in the fashion of Xh'.s'r. 'J'his isn't 
click-and-wait; these splendid!)’ ren- 
dered scenes dash by almost as c|uickly 
;is sou can click the mouse, and since 
you’re svithin an ens’ironment (rather 
than Just looking at pictures ofiin envi- 
ronment), it’s often enjoyal.ile to look 
around you before moving on. 

Witen Werner moves between re- 
gions (or simply throttgh ti jjcn’tal), 
you’re in for another treat. The hard 


scopes to about two-thirds of its normal 
size and olf you go, whipjnng along to 
the next area in a lirst-jjerson free 
scroll at positively gleeful speed. 

Tf the house in 'fi ik 7 )11 Guest had a 
particularly expansive garden, it might 
be a bit like this. The fh'-by is a seam- 
less and utterly beguiling experience — 
if an Litterl)’ non-inieritclive one — ;uid 
ma)- well be what sells Dracion Lore to 
novice gamers. .-\.nd eveti an experi- 
enced gamer may take decided plea- 
sure in being allowed to so travel. If the 
whole game was like this, we might be- 
gin to wonder who was actually playing 
here — us or the computer — but these 
bits are sensibly interctit with player- 
controlled moveitienl. Besides, as we’ll 
see the game is relatively sj^artan in 
terms of obscure objects of desire, so 
it’s not like you’re missing much. 


Beaut)' is not at issue here. Dr.-u.on 
Lore is gorgeous; a virtual art galleiy. 
Tlie Hal countiyside is ringed in inacces- 
sible gray-green mountains, Mist always 
seems to hang in the middle distance (a 
shrewd move that allows the game to 
maintain attnosphere without jjreseiT- 
ing great depth of field) and the sky al- 
ways promises a storm. Fhere is an 
abundant sense of being in a dilfereni 
world, ;md a vague )'et imminent sense 
of dread hangs over the jiroceedings. 

But beauty is, as they say, only skin 
deep, and once you get under Dr,\(;on' 
Lore’s skin, you’ll find it docs not give 
you much room to simjjly explore or 
much to find when it does. Anything 
)'ou don't strictly need isn’t given the 
lime of day here, and hence the sceneiy 
is to a great extent non-interactive. 

Ihat mav be in some measure a liinc- 
lion olThe labor-intensi\'e cjualit)' of the 
game's graphics — the more elaborate 
the look, the more time it takes to gen- 
erate extra material — but it ttlso makes 
DR/\(.;on Lore something of a tease. 'Ihe 
books on the shelves up iu that high 
riverside tower? Out of bounds. The 
contents of the barrels in that ^vitchy 
treehouse? Mind your own business. 
Fhose interesting green beakers and 
arts)' furniture in the sjjrite’s woody 
home? Not available to you, sir. 

Smnetimes you can’t even touch the 
ground. Ciharacters have a tendency to 
look as though they are gliding over 
surfaces rather than walking on them. 
'I'his is especially notable in third-per- 
son perspective tvhen Werner’s fleeing a 
gi;mi stone ball (oh, please, can some- 
one please invent a new dungeon trap 
for comj)uter games to rip ofl?) or j)i- 
loting a barge 
across a lake. 

And most of the 
Dragon Knights’ 
abundant history 
is in the documen- 
tation, rather than 
in the game. As 
Alone in riiE 
Dark showed, it’s 
possible to create 
a fast-moving ad- 
venture and in- 
clude all sorts of 
extraneous but in- 
teresting material. 
At limes, the 
game seems al- 
most uninhabited. 



MY BROWN EYES BLUE As if the dark skies and harsh landscape aren’t 
surreal enough, your all-blue opponent would make even Grace Jones look 
tame. Some of the visuals in Drason Lore will have you wondering just who 
was smoking parts of those mushroom trees. 
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THE ROAD NOT TAKEN 

Dragon Lore can aLst) be irriiaiingly 
fussy about where il allows you to walk. 
You’re rarely pei'iiiiuecl rn take more 
than one or two siep.s oifthe beaten j)at!i 
without a clear purpose in sight, and of- 
ten even those two steps lead nowhere. 
Other times, the way Ijclbre you ma)’ ap- 
pear clear, but you’ll often need to detour 
anyway to conlbrm to the game's internal 
map. This becomes downright confound- 
ing in places like the sprite village, where 
you can appear to walk throtigh build- 
ings, but sometimes not through appar- 
ently clear terrain. 

Consider the .Stt)nehenge-like arcliwa)’ 
you'll find early in the game. It is 
Ijlocked by a spider’s web. In tbe real 
world, you’d just walk artnind it, since it’s 
out in the middle of nowhere. Well, you 
can’t iiere. The game won’t let you, even 
though there’s plenty of space around 
the sides. Evidently, they really, really 
want vou to solve this puzzle. But then 
why not jjosition the archway at a narrow 
pass, or at least conjure some magical 
Ijairier as an excuse (()r having to use it? 

Dilliculties aside, movement and com- 
mands are handled \'eiy nicely via the 


mouse and a drag- 
on-shaped cursor. 

I ft he dragon beck- 
ons in a particular 
direction, then you 
can turn that way. 

.A right click on a 
|)erson starts a 
one-sided chat, 
tvhile one in the 
iijjper-left corner 
opens a graphic in- 
ventoiy. One draw- 
back: The same 
right-click com- 
mand used to 
strike up a chat is 
also used to strike a 

blow if you have a weapon readied. 
Keeping a weapon at the retidy is pretty 
much SOB for gamers, and more tlum 
t)nce I found m\’self inadvertently redis- 
tributing brains 1 just wanted to pick. 

'i'oLi can attack anybody — nice guys 
included — and sometimes, of course, 
\’iolence is called for. (If you need an 
item in a monster’s inventory, you’re 
going to gel it only over said monster's 
deaci body.) Much like movement. 


I’VE GOT YOU UNDER MY SKIN The interface is non-intrusive and easy to 
use, with all objects clearly labeled— if incredibly stylized. 


combat here is scripted (the tactic de- 
peiidingwhere yon click on the screen), 
but there are enough moves that it 
doesn’t feel limiting. 

The monsters themseh'es are a mixed 
lot. I'he dogs look like btilfalo. Tlie scor- 
pion resembles a lobster. The Dragon 
Knights look rather like the mannequins 
(hat museums often use to display his- 
torical costumes. But they get better, 
and you’ll set those opinions aside once 
you fight a raspy, halberd-wielding 
skeleton that goes down with a wonder- 
ful clatter of bones and armor. A giant 
X'enns fly trap comes to horrifying, lung- 
ing life when attacked, and so vigorousl)’ 
does il defend itself, that il may take a 
while to sort out that lighting’s not the 
wa)' to go here. 

DR-AGON Lork is certainly a step for- 
ward for CD-ROM adventure games. 
There really is a game in here, and a 
lovely-looking game, at that. But it’s a 
step taken while following the yello^v 
line on the lloor. The velvet ropes are 
still in place; but now, at least, they’re 
.swinging. ^ 


DRAGON LORE 

RATING 

PROS 'fo go along with the 
ti'emendoLis grajjhics, the design- 
ers have tried to go one step be- 
yond the current state of 
“multimedia” stoiytelling by cre- 
ating a richer world with more 
meaningful game options. 

CONS Unfortunately, one step is 
not enough. The world is still a bit 
too empty and non-interactive. 


Hi! I’m Girlfriend Maria. 


May I come live in your computer^ 


You won't believe your eyes (or ears) when 
this new Girlfrieiu! takes up re.sidence in your 
PC! She's cute, she loves talking to you. ami 
she actually learns! Peek in on her ;ls she goes 
about her daily activities, eating, playing the 
piano, watching TV or reading. And .she's 
really interactive: no archaic, limited mouse 
menus - she responds to anything’ you say! 


This is the revolutionary artificial inrellifieiict 

game everyone’s talking about, so get your 
copy now! Rated G. so it’s safe for the 
too!S49.95. Voice output kit S29, 95. / 
postage. Other personalities 
I'lir adult titles circle ^260! 

Credit Card Order Line: 

(800) 324-AIVR 


709 Ijiii;co #106, De/ii CC50I. Rirlumhim. TX 750SI USA f2N)2J5-l<JW 
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Rock 'Em, 
Sock 'Em, 
Robots 

Metaltech: Earth Siege Puts 
The Earth On The Line 

by Jeff James 



N ic\rlv a iDw:yU)E AGO, FASA Cor- 
poration RELEASED BaT- 
l l.E'ri.xili, A FUTURISTIC PEN AND 
paper game based on the niega- 
mclulowns to be seen in 
Japajiinie's cyburgian cataclysms ajid rti- 
boiic ragnai'f)ks. Bati leTi:c:h immediate- 
ly established a loyal and ardent 
following of jdayers. 'the FASA game pil- 
led pla)'ers against each other iji small 
squads of piloted war machines, skii'- 
niishing on the wai- 
ravaged batllelields oi' 
the liiinre for enough 
leri'injiT to assure eacli 
“house” of a lejiiaiive 
peace and snfllcient 
salvageable ]jarts to 
keep iheir ami()uaLed 
BaitleMecbs iTinning. 

In ilieWest, the idea 
of anlhropomorphic 
“walking tanks” has 
been given credibility 
by a number of 
movies, most notably 
the huge Imperial 
walkers in The Empire 
Sirilies Back and the 
malfunclioning ED- 
209 1 ‘obot in the Roho- 
(iop films. Several 
attempts have already been made at 
ti'anslaling this sub-genre of science llc- 
tioji into a computer game, with Activi- 
sion's Meciiwarrior and Infocoin’s 
BAri-i,]';'rE(:ii: 'ri-iE Crescent I-I.-\wk's In- 


CEI'I'ION being two of ihe most notable re- 
leases. Will) the juajor delay of Activi- 
sion's nuich-anlicipared and oft-delayed 
Meciiwarrior II. Dynamix’ new Meeal- 
TECti; EartiiSiege emerges as the front 
riinnej- in a .soon to be competitive held. 

A “TERMINATED" PLOT 

'Ehe stoiT of Ear'EM.Siege takes place a 
few hundred years in the future, after 
humanity has perfected coniputei‘-con- 
trolled fight- 
ing machines: 
Cybrids. Due 
to ilie advance 
of Cybrid 
teclinology, a 
new arms race 
ensues, even- 
tually result- 
ing in a global 
nuclear holo- 
caust. Even 
before the ra- 
dioactive ash 
begins to set- 
tle, the Cy- 
brids decide 
that they’d be 
better ofl 
without hu- 
mans, so they 
turn on iheii' creators and begin system- 
alically desij-oying liie scattered rem- 
nants ol'ihe human I'ace. As a member 
of the human resislatice, you must 
struggle to win back control of the 


Earih from the machines. Astute read- 
ers will immediately recognize this story 
as a netti' carbon-copy of (he Termina- 
tor films, wiih giant computer-con- 
trolled fighting machines (Cybrids) 
taking the place of human-sized com- 
puter-controlled fighting machines 
(Terminators). The setting works for 
the game, but delinitely doesn’t win any 
points for inventiveness or originality. 

CYBRID’BASHINC 101 

EAR'tTi.SiEGK is broken down into two 
main modes of play: single mission and 
career. ()b\'iously, it's a wise idea to get 
plenty of jiractice playing single missions 
before pulling your MERCULAN 
(MERC) lighting machine at I'isk in the 
clangerfjus career game. 'Ehe single mis- 
sion games allow you to practice a wide 
variety of mission types, ranging from 
fast recon missions to bold assaults on 
heavily-del'endecl Cybi'id bases. You’re 
given free reign as to what MERCs you 
caji lake on your missions, and you’re 
also i)rovided with a wealth of program 
options to tailor the dilliculty of single 
mission games to match your skill level. 
In the career mode, you’re given com- 
mand of a small, four-person squad of 
HERCs. Cajiisisling oi' 4o interconnected 
missions, your uliimiite goal in this mode 
is to defeat the Cybrids and retui'ii con- 
trol ol the Earth to the htiman race. 

Regardless of whether you choose the 
career or the single mission play option, 
all the action begins at your base, with 


Metaltech: EAirra Siege 


Price: $59.95 
DOS CD-ROM 
and 3.5” floppy 
System 

Requirements: 

IBM compatible 
386-33Mhz 
(486 

recommended), 

4 MB RAM 
(8MB rec.), VGA 
graphics, 23 MB hard drive space and MS- 
DOS 5.0; supports PAS, Sound Blaster, 
and General MIDI compatible sound cards.; 
supports Thrustmaster WCS, PCS. and 
rudder pedals. 

Protection: None 

Designers: David Selle, Mark Crowe 
Publisher; Sierra/Dynamix 
Bellevue, WA 
(800) 757-7707 
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First there was DOOMI 
Now comes HERETIC"! 







CHEATED BY PUBLISHED BY 


Heretic and 
Raven areltademarts of Raven 
Software, Inc. DOOM and Id arc 
trademarks of id Sollware, Inc. 
@t6B4ld Sollware, Inc. 
AlIrlDtili reserved. 


jSOFTWARej 


iRAVeNi 


A SWORD & SORCERY BATTLEFEST SO AWESOME, 

prom the publisher FT’S UNBELIEVABLEI eeatohes 

X of the shareware 
megahltDOOM 
comes a virtual 
world of medieval 
fantasy. The 
advanced 3-D 
graphics are so 
real and everything 
moves with such 
smoothness - 
you are there ] 

In HERETIC, 
you’ll cast 
eldritch spells 
from the Tomes 
of Power. 

Wield fentastic 
weapons such 
as the Firemace 
and Hellstaff. 

All to destroy 
the undead 
and bestial 
horrors that 
slaughtered 
your race. 

By the spirits 
of your 
Elders, the 
Heretic must 
have his 
vengeance! 


♦ Supports up to 4 
players via network, 
2 by modem. 
Cooperate with your 
buddies or massacre 
them in a bloody 
dealhmatchl 

♦ State-of-the-art 
3-D, 360° smooth 

scrolling in real 
time for the fastest, 
deadliest combatl 

♦ Walk, run, flyl 
Look all around, 

even up and downi 

♦ Choose from 7 
weapons and a 
host of magical 
artifacts to cast 
mystical spells. 

Order HERETIC 
^oday and become 
a believer: 
SOO'IDGAMES 

($40 pins $5 S&H) 

On CD-ROiy|ror. 
3.5” disks for your 
IBMeC/ Compatible. 


1 



SHH...BE VERY, VERY QUIET Although this mech has maneuvered 
right on top of the enemy, the graphics still offer a great deal 
of detail. 


I'rieiKlly HERCs to lieljD achieve each ob- 


your rotund HERC techni- 
I cian prominently in vie\v. At 
the base, you can choose 
from tlie differenl HERC 
types available. In the single 
mission games, you can 
; choose any of the nine avail- 
able HERCs with which to 
take on your mission. In ca- 
reer mode, only a few light 
i-IERCs are avaihible at the 
outset, with more powerful 
HERC types being added as 
the game progresses. Some 
HERCs are ideally suited for 
fast recoil missions (such as 
the Roadrunner and the 
Outlaw), while others excel in defensive 
(Patriot) and heavy strike (Samson, 
Colossus) roles. Matching the correct 
HERCs to your mission goals is an essen- 
tial element of success and equipping the 
right HERC with the correct iveapomy is 
also vital. Fortunately, a panoply of hi- 
tech armaments are available, ranging 
from the lowly (but ellective) aulocannon 
to the deadly electron Ilux cannon, which 
sprays your target with holts of lightning. 

ROCK 'EM, SOCK 'EM, ROBOTS 

Once you’ve started a mission, your view- 
! point shifts to the cockpit of your selected 
! HERC. Here, a battery of keybo.ird, 

I mouse or joystick commands allows you 
I to accelerate, arm weapons, track targets, 

: and view a detailed report on the status 
"l of your system. Dejiending on the model 
of your HERC, you can have up to nine 
iveapons ai ailable at once. Since your ve- 
hicle has a limited supply of energ)’ in its 
“master energ)' pool,” you’ll have to ef- 
fectively manage your weaponiy to niaxi- 
' mize your chances for success. Crucial to 
this endeavor is the concept of “firing 
chains.” Instead of firing all yotii' 
weapons at once, thereby depleting yottr 
energ)' reserves, you can assign certain 
weapons to lire together in a sequence, 
j For example, you could have your missile 
; launchers in one chain for long-distance 
. combat, while your autocannons and 
I lasers are on another chain designed Ibr 
I close-in combat, 

! You’ll have plenty of opportunities to 
I tiy out your tactics, as the Cybrids Held 
j an impressive number of fast and deadly 
! units. From flying landskimmers to 
' gi'ound-pounding Cybrids, they are cer- 
tainly the etiual of your own HERCs, 
'Ehat’s one reason you don’t operate solo. 
You operate with up to three other 


jective. So, by using a brief list ol com- 
nutnds, you can order your comrades lo 
patrol designated waypoints, attack cer- 
tain targets, protect you when you’re un- 
der fire, etc. 

.although )’our fellow HERC-drivers 
will usually follow your orders to the let- 
ter, don't expect any miracles. Most 
charge blindly into cbmhar regardless of 
ihe pilot’s skill level, gleefully marching 
into their doom via a concentrated hail of 
enemy fire within the first few minutes of 
a mission. They frequentl)' run benveen 
vou and the Cybrid you’re shooting at or 
expend all their ordnance (missiles and 


cannon shells) within ihe first few min- 
utes of a mission. Needless to say, keep- 
ing constant tabs on what your cohorts 
are doing is of vital imjiortance. 

To make matters worse, effecti^■ely 
controlling your own HERC requires an 
excessive amount of practice. Even the 
fastest HERCs seem a bit on the pokey 
side, making most bailies deteriorate into 
Loe-to-toe slugging matches where the 


last HERC standing becomes the default 
victor, 'flying to keep an eye on the tacti- 
cal situation while keeping your HERC 
moving, shields up, firing chains in or- 
der, and enough evasive action to avoid 
sudden death at the hands of the Cybrids 
(who don’t have to woriy about things 
like hand-eye-coordination) will keep 
even an expei't gamei''s hands full. 
Throw in the added burden of shepherd- 
ing your dimwitted compatriots, and 
you’re destined to get blasted into a 
smoking pile of HERC drojqoings. Mouse 
and joystick controls alleviate this to 
.some extent, but not much. Some gamers 
may relish the real-time challenge (as I 
did), while others will be simply over- 
whelmed by information o\’erload. 

PRETTY PICTURES 

Even if you are having trouble staying 
alive in the EARi'iiSitxU'; gameworld, the 
stunning graphics and animation will at 
least make you enjoy ihe sceneiy during 
your brief stay there. Each HERC and 
Cybrid vehicle is wrapped in a detailed 
texture-mapped skin, replete with in- 
signia and the patchwork-effect of over- 
lapping armor plates. E-AR'I'IiSiege uses 
a modified version of the same game 
engine employed in AcR-S or thk P.acii’- 
ic and Aces Over Ki'RQI’i:, featuring 
very impressive animaiion and graphic 
detail. A variety of terrain 
and weather effects are im- 
plemented with flair, such 
as units gradually appear- 
ing out of thick curtains of 
fog and moon-lit battle- 
fields during night-time 
missions. The eerie walk- 
ing motion of all the 
HERCs is a joy to behold, 
iVom the ostrich-like gait 
of the Roadrunner to the 
methodical plodding of 
the Colossus. Music and 
sound effects are used ef- 
fectively throughout the 
game, including a satisfy- 
ing elephantine stomp 
when your EIERC’s heavy footpad slams 
into the ground. The game worked line 
when used with a Sound Blaster 1(5 
sound card, although I did have some 
trouble getting it to work with a Cre- 
ative Labs A^VE32 using general MIDI. 
D)’nannx reports that a jxitch is in the 
works which will fix these and other 
problems, and should be available as 
you I'ead this. 



LASER LIGHT SHOW Although it doesn’t pack the greatest punch, 
the lowly laser can severely damage a slow-moving mech, 
especially when you pack a laser cannon in each arm. 
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HERCULEAN HEADACHES 

Gorgeous graphics aside, EARTiiSitOK 
sufTers from a number ol' problems. 'I'lie 
single biggest problem is the difficulty of 
the career missions. Unlike single mis- 
sions, which offer a host of playability 
and configtiration options, the career op- 
tion is limited to one difficulty setting; 
hard. About half of the mis- 
sions are of average diffi- 
culty, while the other half 
will even give experienced 
gamers a chance to experi- 
ence considerable amounts 
offrtistration. The problem 
is two-fold. First, some mis- 
sions are impossible to 
complete without losing 
several HERCs to enemy 
fire. This leaves the player 
with an ever-dwindling 
supply of units to face ever- 
more difficult missions, re- 
sulting in the player 
experiencing yet more fail- 
ure and frustration. Sec- 
ondly, the game seems to take little heed 
of failed missions. In its current state, 
gamers can play through the entire 45- 
mission career game by aborting roughly 
two-thirds of the missions. The only time 
players may need to engage in combat is 
for salvage (in order to build new l-IERCs 


and repair damaged ones) and to com- 
plete the paltty few “must-win” missions. 
At worst, players who adopt this strateg}' 
will receive a tongue-lashing by their CO 
and will obtain new HERCs and weapon 
types a mission or nvo later than normal. 
This combination of overly difficult mis- 
sions and consequence-free mission fail- 


ures results in players skipping missions 
in an effort to get an “easy” one, bypass- 
ing large portions of the career game in 
the process. Any game which rewards 
players for not playing has serious playa- 
bility problems. 

In addition to the career playability 


problems, E,-\r'I'hSiege is saddled with a 
liost of tiny, but irritating, glitches and 
questionable design decisions. The turn- 
ing radius and firing arc of most HERC 
models is appalling, making an already 
difficult game even more so. During the 
career game one of your pilots may get 
killed in action, only to be eventually res- 
urrected, given a minor name cliange 
(i.e., “Braxton” becomes “Braxton 1") 
and inserted back into your squad. 
You’re also given the ability to change 
the FIERCs your pilots drive, but you 
can’t change the pilots available for each 
mission. For example, in a mission in- 
volving two HERCs the game selects the 
other pilot for you, preventing you from 
choosing him yourself. As is, rookie pilots 
remain unskilled and expert pilots are 
more likely to get killed in combat. 

JUDGMENT DAY 

Despite the aforementioned shortcom- 
ings, Ear'I'hSiege emerges as the best at- 
tempt yet at creating a futuristic 
simulation of giant armored combat; of 
course, it’s also the only game of its kind 
to come out in the last few years. The 
stunning graphics and animation are 
clearly a large step forward in the genre, 
and the design team’s attempt at making 
the HERCs as believable as possible is 
clearly evident. A program patch is in the 
works, and additional Battlesets will be- 
come available, hopefully alleviating the 
chronic difficulty problems. E.AR'mSiF-GE 
has the potential to become a great 
game, a potential unfortunately thwarted 
by poor career-mode playability and a 
number of other problems. Die-hard fans 
of the genre may be able to overlook the 
design flaws, although less-interested 
gamers would be well-advised to wait for 
the arrival of the promised program up- 
dates before buying. ^ 
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METALTECH: EARTHSIEGE 

RATING 1/2 

PROS Eye-popping graphics and 
plenty of hi-tech ‘mech hardware 
make Metaltech: EarthSiege the 
biggest ‘bot on the block. 

CONS Of course, it’s currently the 
only ‘bot on the block. The stoiyline 
is not only derivative, but not at all 
developed in the game. Overly diffi- 
cult career missions (without difficul- 
ty settings) and a host of in'itating 
design details. 
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WANDERING WINGMAN Unlike many action games, your 
companions do foilow orders— aimost to a fault; be careful what 
you ask of them, as they may not be capable of performing. 








The Box, the Book and Story 

The packaging is every bit as cool as the game. 
Shipping in a special tombstone-shaped, hologram box, 
the package starts you on your quest "through dark cor- 
ridors, treacherous 
sewers and subter- 
ranean realms of 
faeries, magick 
and the living 
dead." (We had 
to throw a bit of 
marketing hype in 
here somewhere.) Along with the skeleton hologram 
cover, you also get a limited edition, hard-bound 
Stonekeep novella by Steve Jackson and David Pulver. 


This one you won't 
wont to miss. 


shots for yourself). 
We used a combination of live actors and computer 
generated creatures with Silicon Graphics environments 
and magical effects which were painstakingly rendered 
down to the finest crack, doorway and magical 
lightning storm. 


It's been nearly three years in the making with a budget 
we won't even talk about. It employed a team of over a 
hundred people, including programmers, artists, musi- 
cians and writers as well as Hollywood make-up and 
special effects houses (we liked the flames in Backdraff^ 
so we hired the movie's special effects house to bring in 
a little heat). As the creators of Wasteland’" and The 
Bard's Tale’", our goal was to produce a game every bit 
as innovative and unique. We think you'll like the results. 


Art and Stuff 

Graphically, the 
game is state-of- 
the-art stunning 
(we're a little 
biased but check 
out the screen- 


The Game's 
the Thing 

A combination of 
traditional role 
playing and 
interactive story- 
telling, Stonekeep 
mixes a detailed 
storyline and character interaction with puzzle-solving, 
magic systems, character attributes and combat. It all 
comes together in a system that allows for qualify story- 
telling combined 
with a powerful, 
yet easy-to-use 
control system 
(intuitive without 
being watered 
down). 

© 1994 Inlefplay Produitions. Stonekeep is a trademark of Interploy Productions. Ail Rights Reserved. 

The Bord's Tole ond Wastelond ore trademarks of Electronic Arts. 




"By Gamers. For Gamers.""' is 
Interplay's slogan and 
Stonekeep is the kind of game 
we've always wanted to play. 

It looks cool, sounds great and 
tells a good story. It's one 
of those games you'll 
stay up playing until 
three in the morning 
on a work night. 

Basically, it's just a lot 
of fun. 




A CD-ROM, Role-Playing 
Experience for IBM and Compatibles. 


Circle Reader Service #175 







REVIEW 




P C G/ViMERS U'HO ENJOY COIN- 
OP FIGHTING GAMES HAVEN’T HAD A 
WHOLE LOT TO QUENCH THEIR 
thirst for hand-to-h^md vio- 
lence. Tlie PC conversion 
of Street Figh'itr II was pret- 
ty rotten, and that of MOR- 
T/\l Kombat was fairly decent, 
but there hasn't yet been a game this side 
of cartridge systems that has landed a sol- 
id punch and a creative round-house 
kick. 

It’s no surprise, then, that Rise of ’itie 
Robots has been eagerly awaited by fans 
of the fight. Promising 3-D graphics that 
would put most arcade games to shame, 
there was no doubt that this Street 
Fighter clone would look good, and 
from preliminary indications, the 
promised game play 
would be cool too. 

After much hype 
and anticipation, 

Time Warner’s fu- 
turistic side-view 
fighter is finally 
here. Frankly, I 
couldn’t wait to 
wade into the fray, 
metal limbs a-flyin’. 

In the setup story 
of Rise of the Ro- 
bots we find that 
things are amiss at 
the completely self- 
sufficient Electro- 
corp manufacturing 
complex in Metrop- 
olis 4. Somehow the 

head robot, known simply as “I'he Super- 
visor,” has been infected with the wicked 


Rise op the Robots 


Price: $49.95, 

DOS CD 
System 

Requirements: 

IBM compatible 
486DX-33, 

4MB RAM, 

SVGA graphics 
{512K RAM or 
greater, VESA 
compatible), 

CD-ROM; supports Sound Blaster 
compatible sound cards 
Protection; None 

# of Players: 1-2 (same computer) 
Designer: Sean Griffiths 
Publisher: Time Warner Interactive 
Milpitas, CA 
(800) 482-7366 


Ego vims. Her behav- 
ioral programming has 
become completely restructured so that 
she derives a great deal of joy from de- 
stroying things. As a consequence, she 
has shut down the factoiy and has begun 
to reprogram all the other robot workers 
with her own Destructioii/Joy program. 

That’s the storyline, such as it is. As the 
ECO 35-2, a unique bio-mechanical cy- 
borg with a human brain, you’ll be facing 
five of The Su- 
pervisoi'’s most 
powerful mecha- 
nized mates. De- 
feat the five of 
them, and you’ll 
face the Supervi- 
sor herself in a 
winner-take-all 
showdown. 


LOOKS 
GREAT, LESS 
SILLIHC 

Breaking with 
tradition. Rise of 
the Robots’ 
high-resolution 
graphics and ani- 
mation look just 
as good during game play as during the 
cinematic splash screens. The robots 


Metal Kombat 

Time Warner Takes On Arcade 
All Comers In RISE OF THE Robots 


by George Jones 


rendered 

using 3-D Studio, so all of them exist in 
a true three-dimensional environment 
and can be rotated or lit from virtually 
any angle. This means that each of the 
six deadly enemies move smoothly and 
realistically as they try to turn the little 
Cyborg into a tin can. It also means that 
computer gamers can use this game to 
quiet cartridge game devotees, who ar- 
gue that the PC will never be as good an 
arcade platform because it can’t combine 
fast action, large, attractive gi'aphics, and 
entertaining game play. Well. ..two out of 
three ain’t bad. 

Action enthusiasts jazzed by the sharp 
look of Rise of the Robots may be dis- 
appointed once they actually start play- 
ing the game. For some reason, the 
designers decided to completely turn 
their backs on the successful formula 
used by legendaiy games such as Mortal 
Kombat, Street Fighter, and even 
ICutATE Champ. Wliile you have some of 
the usual range of motions, moving left 
and right, jumping, and ducking, fighters 
can’t Hip over each other, and can per- 
form only 6 kinds of atlacks. So, not only 
must you fight the whole time from one 
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entire room with your cerebellum. And the good news? ^ Gray matter doesn't stain. PhilipS MGCHS 
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C'lWSimo'iBoSMell. Alltighlsieseived eiJMPtiili; 


loaded a particularly repugnant little cyber-virus called “Burn;Gycle" into your skull. You have exactly two hours to find 





YOUR MOTHER WAS A CIVILIAN While not as powerful as most of your other 
enemies, The Military will drill your ECO 35 android into oblivion in double- 
quick time. 


BUILDER AND DESTROYER The Builder, a powerful robot designed for 
construction, may not be very bright, but his punches land with the force 
of a wrecking ball. 

ol'llvt: rohols (The Supen'isor is oiriiniiis 


I side ()!' Uie screen, hul. yon have a miiii- 
j nial re|)erL()ire of ways lo inllici jiain 
I ujjon your opponenis. The I'acl that ihere 
! is only one attack button is to l^laine liere. 

It’s too had thill 'I'iine VViirner didn’t use 
j the arcade sliindard: one button for 
' piincli and one button for kick, with 
blocking accotnplished l)y moving the 
joystick away I'rom your o|}ponent. 

I Wliile tlie one-l)uii()it system does ; 

I make the game easier to play 
I when using the ke\’boiU(l. it's un- % 
j necessarih’ Ihisiraiing l()r players ex- 
I j)ecting reiti coin-op action to go with 
! the coin-op style graphics. 

! Ri.si-: or I ill'. Koitois does have some 
1 line moments. Kach robotic oi)po- 
j netii has a unicpie war-ciy, and the 
I sounds in general are well-done. 

■ 'fhe rich ray-traced einironment 
is filled with spai'ks and metal 
Hakes Hying from each blow, 
and the screen jolts with 
every leap olThe lighters. 

Youi' various enemies 
even seem lo possess 
suflicient ai'tilici 
j telligence to ligure out 
i your fighting strategies, and tailor their 
I own strategies accordingi)'. Which livings 
i nte to another of my complaints: the 
! special mo\'es of citch I'obot are entirely 
1 loo difiicull to ligure out. 'fhe gtmie 
I manual lists which billions to press, but 
[ gives no indication of the liming neces- 
I sary. After gelling m\ bolls loosened a 
I few limes, I ligured out that the ke\' is lo 
1 perform ihe I'etpiirecl ticiioiis in each se- 
quence (iiiickl)’. Now, I'm all foi' a good 
I challenge, but the docs sliould at least 
I ])repare you properly f(>r the rellex-in- 
! tensive task at hand. 


I, ROBOT 

Even after you ligure out fhe interface 
controls, the enemies in Rt.si; oi'' till': Ro- 
iiiTfStvill provide you with worth)’ compe- 
tition. With the exception ofH'he Loader, 
a converted foi'klift, expect a few losses 
before yon to learn how lo beat )’om' oth- 
er four adversaries on your wa\ to the 
top. The fighting ai'ena is so small (the 
tvidlh of one screen), and the enem\’ ro- 
bots so big, that it is reallv hard to 
l)eat tinheaps with long retiches 
like I'he Cirusher. 'fhe special 
moves are key dui'ing these 
lights — if you ciin’l peiT'orm 
them, \’ou'i'e not going to 
beat anyone. .After losing 
to 'fhe Triisher 1 j or !2() 
times in a row, you'll be 
templed lo perform your 
own special attack: ihi' eii- 
i raged head-butt to the monitor 
I maneuvei'. 

/ When you Hntilly delciil the 
( Fearsome Five, then you'll letilly 
know futility at the hands of'I'he 
Supervisor. This nightmare is 
able to morph into various shapes, 
guaranteed to htive you howling 
in agon\’ lime after time after 
time. There doesn’t seem to be 
any simple way to defeat this 
Termhntlor 2 clone, so v'on just 
keej) bashing awii)'. When I 
was finitlly successiiil, it was one 
of the hap|nesl moments in my 
gaming life, ranking right up there 
with tvhen 1 fmalh' betil Jordan Mech- 
ner’s K.-'lR.-vi'EIvV. 

'fhe other game play options include 
ti'aining and iwo-phner modes, 'fhe lat- 
ter is the most fun, since )’ou c;in pick any 


lo humans), ;ind duke it out with a 
friend, 'i'he training mode is also a fun 
way to blow off some quick steam, al- 
though a little frustrating in that if you 
don't choose The Cyborg as your fighter, 
you have to fight against him. This 
means that )'ou can never fight as The 
Militarv versus a comjHiter controlled 
Senliy. However, there is one veiy good 
thing about the training mode: vou'll feel 
;i whole lot belter about \<)ur hand-eve 
coordination tiller you unmercilessiy 
thrash the Ct'l.ioi'g with the lowliest robot 
of all. 'fhe l.oader. 

[ reallv want to like Rise oi- ihe Ro- 
Hois. despite its Haws. With its graphics, 
it could luive easily become the kind of 
game thtii rivals other gtimes in its class. 
Hut there are just too many limiting as- 
pects to this game liir it to hold gamers’ 
attention for verv long, the saving grace 
being the two-player mode (hut that, of 
course, requii'ing a friend willing lo play). 
Although Ri.sf. oe the Rohot.s is gor- 
geous, very gorgeous, it doesn't have 
<|uite the riveting arcade action needed 
to stiiiid in the same ring as others in the 
genre. ^ 

RISE OF THE ROBOTS 

RATING it it it 2ft 1/2 

PROS i lot graphics that would 
wai'in even the heart of a robot. 
CONS Limited moves, limited space 
in which lo light — just plain limited in 
its gamepla\’. Fans of lighting games 
will only be impressed with the 
graphics for so long. 
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Lean Down 
On Your Steel 
Knees And Play 

Accolade’s CrCLEMANIA 

Takes A i6oniph Turn Toward Digitie^cd Raceways 



by Gordon Goble | 

I' 

I 


“Gel your motor runniu\ 
head mil on the highway, 
loohin ’for adventure 
and whatever cows come my way. ” 

H aw'G tr[via 'I'imk: Name the 

WRI I'ER OF THAT CLASSIC 60s BIKER 
ANTHEM, “BcRN 'I'o BE WILD." Il- 
\'ou said Mars Bonlh-e (yes, that’s 
really his name), you are correct, 
and you spend entirel)' loo much time 
reading record cov- 
ei's. So drop that old 
vinyl and grab your 
leathers, because one 
gi'eat American insti- 
lulion, the computer, 
lias liopped on that 
other great .American 
institution, the mo- 
torcycle. in Acco- 
lade’s CVCLEMANIA. 

Anti, yes, cows (hors- 
es, loo, for that mal- 
lei') are fair game. 

While Cyci.emania 
won'l let you flash a 
digital, one-fingered, 

Dennis Hopper 
salute while perched 
cockily aboard )’our 
chojiper, it will let voii pilot a VC 17 fast 
racing bike against a number oi' comput- 
er opponents over a variety of highway 
courses. There are a bunch of intriguing 
elements to this CD-based, semi-simula- 


tion ol' motorcycle racing, and while 
some woi'k belter than oihei'S, sui'ely the 
highlighi of the package must be the 
courses themselves. 

In a move that is sure to have reper- 
cussions ihroughout the race sim com- 
munity, Accolade has created in 
Cycle, MANIA one of ihe first products of 
this naiure to use real-life background 
video footage within the gaming experi- 
ence. fast-moving film crew collected 
video footage 
from five dis- 
tinctly dilfercnt 
areas of Amei'i- 
can I'oadway — 
from desert to 
forest — and 
that footage was 
used to build 
the game. So 
much emphasis 
has been placed 
on the actual 
racing environ- 
ment that Cy- 
ci.emania’s CD 
foi'inai became 
a necessity, not 
merely a matter 
of convenience. 
W'hile ettch track isn’t particularly 
lengihy, nor are there hundreds from 
which to choose, they arc real, even if 
the motorcycles and obstacles (ftii'm ani- 
mals, ciii's. trucks and low-flying aircraft) 


Price: $59.95, DOS CD-ROM 
System 

Requirements: 

IBM compatible 
386DX-33Mh2 
or better, 4MB 
RAM, 1.5MB 
hard drive 
space, 2X or 
faster CD-ROM, 

SVGA graphics; 
supports Pro Audio Spectrum 16, AudioTrix 
Pro, and SoundBlaster compatible sound 
cards. 

Protection: None 
Designer: Ronnie Yaron 
Publisher: Accolade, Inc. 

San Jose, CA 
(800) 245-7744 



are animated. In the case of 
C'i'CLEMANiA, more storage space is ! • 
usurped by race tracks than is available | 
on a typical hard drive. 

MECA BIKES 
ON MEGABYTES 

So what does -JOO megabytes of cligi- 
lized roads and sceneiy do for a game? 

Well, it must first be noted that the ac- 
tion does not ily by in what is common- 
ly termed “high resolution.’’ That 
means a pixelaicd, mushy look to the 
road and background; in other words, 
don’t expect to find yourself in the 
middle of a finely detailed movie. But ' 
at the same lime, the veiy idea and in- , ■ 

elusion of real footage versus an artist’s ' 
rendition is an innovation that lends a 
certain sense of credibility, and overall 
il feels and looks pretty cool. Cyclem.a- 
NlA does not approach the clarity of, 
say, the high-res version of NASCAR, 
yet it is the next natural step in the 
evolution of vehicle .sims and may send 
a bevy of racing software designers in 
search of the nearest camera crew for 
their next project. 

In actual gameplay, Cyclem.ania is a 
curious mix of racing simulation and 
arcade-type free-for-all, and stands i 
somewhere in between, not quite sure i 
of where to go. Certainly, dodging 
assorted hazards such as static cows, 
galloping horses, and Sunday drivers 
while traveling in excess of 150 mph is 
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an amusing and liaii'- 
raising pastime. Yet wliile 
oil spills may throw a little 
wobble into your day, and 
inappropriate contact with 
other obstacles will launch 
yon viciously from your 
bike to the ground, cows 
don’t explode, cars don’t 
veer tragically off the road, 
cops don’t attempt to halt 
your progress, and 
generally all that good stuff 
one might expect from a 
si am -bang arcade-type 
affair just aren’t there. At 
the same time, while ride 
and bike mechanics are 
quite good, the wacky 
nature of the program and 
lack of serious attention to realism 
squashes any long-term interest foi 
fervent simulation devotees. One can’t 
help but feel that with a little more 
work in one direction or the other, 
CycU'Mania could have been cither a 
superb cross-country, sm;ish-em-iip 
adventure, or a great full-bore 
simulation. As it is, Cvci.iiMANiA blends 
a strong sensation of two-wheeled speed 
and knee-scraping intensity with the 
wacky, joystick Jamming action of a 
coin-op arcade machine. 

The player’s view of the j)roceedings 
is interesting. Although cockpit controls 
mold across the bottom olTlie screen in 
atithentic fashion, the view is not first- 
person. The gameplayer’s digital per- 
sona is seen from behind, merely as one 


of the half-dozen competitors that show 
up for each event. Therefore, the entire 
screen does not tilt from side to side as 
you wind through hairy left-right 
switchbacks, although your on-screen 
representation does. Furthermore, this 
behind-the-racer point of vieiv brings 
something to Ch'Ci.i'AtANiA that real rac- 
ers never experience — their own image 
being blocked by trailing riders, and 
that can be tmnoying during its rare oc- 
currences. 

WHEN THE RUBBER 
LEAVES THE ROAO 

As pre\'iously mentioned, five tracks 
make up the CIvci.kmania world, each 
different in its topography and de- 
mands. The tighter the track, the 
tighter the 
racing, and 
the tougher it 
is to scoot 
around those 
slow-mo\'ing 
debutantes in 
their \AV con- 
vertible, or 
Harry in his 
moving truck, 
loo much 
speed through 
a tight corner, 
and you’ll be 
first skidding 
cross-road, 
then picking 
yourself off 
the roadside 
marbles. Al- 
though crash- 


es are never initially i'atal. 
each time you go head- 
over-heels your oN'erall 
health will Ire ach’ersely 
affected, and too matiy 
accidents will bring the 
body bag boys — your day 
is over. Yet, some bump- 
ing is not only ctmdoned. 
but encouraged. Nudging 
an opjroneiU just hard 
enough to .sencl them Ih’- 
ing off their trusty steed 
will actually score big 
bonus points. But 
|)rospective Cycletnaniacs 
ecstasy 

of victory without learn- 
ing the (juick way to the 
finish line, and that in- 
volves deprogramming from traditional 
four-wheeled conveyances. 

.•\s any Hell's Angel rvill tell you. rid- 
ing a motorcycle is not the stune as dri- 
ving a car. .\cceler;ition and 
deceleration is instantaneous, can-ing a 
corner involves an entirely diflerent ap- 
proach, iind bikes can fit places cars 
won’t. All this translates well to the Clv- 
(a.KMAMA environment, and an attentive 
pupil will end up with both an im- 
jiroved technique and better times, 'i'op 
I'inishers score more points and win 
more money, and this permits one to 
purchase various high-performance 
ecjuipinent such as racing slicks, im- 
proved exhaust systems, and more pow- 
erful powerplaiits lor use in future 
races, The more you win, the more stuff 
you can get, and the more stulft’ou get. 
the more you can win — and that’s im- 
liorlani in the full Cvct.E.M.WiA sea.son of 
live races. 

Finding victoiT in the beginner’s level 
ol' (h ta.KMAXiA is at first difftcuh. but 
becomes ijititc commonplace with a lit- 
tle llimiliiirity. Fortunately, the skill lev- 
el of opponents can be raised, as wt;ll as 
the amount of realism injected into 
one’s own ride. Racing the fast crowd 
with a more realistic machine is not a 
wtilk in the park (choosing a manual 
iranny, for instance, not only in\’ol\’es 
constant gear selecticjn but the ju'obtt- 
bilil}’ of overheating). Unfortunately. ;i 
season cliampionship, e\eii at extreme 
levels of diffictdiy, rates no on-screen 
celebration other than a dull standings 
board with a “#1” beside your name, 
and (lull will undoubted!)’ be seen by 
some as an ovei'sighi. 



EVERYBODY NEEDS PERFORMANCE Win enough races and you can head to the 
Cyclemania Shop for bolt-on upgrades or a shift-hot engine. 
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TRUE WAVETABLE SYNTHESIS • 16-BIT RECORD & PLAYBACK • 3 CD-ROM INTERFACES • 32 VOICE POLYPHONY/MULTI-TIMBRAL 


L/LTRASOUND 


/li>l()(,l/AI’lll(. SdllND 


EXPERIENCE THE POWER 

Of AoviNCtD WivtrABLt Sound TfCHNOiOGy 


Experience Hie power of studio>quality music and hearhpounding special effects from your PC games and music programs with UltraSound MAX™. 

The newest wovetable PC sound card from Advanced Gravis, UltraSound MAX comes with over 5.6 megabytes of real instrument recordings to produce 
32 voices of incredibly realisric music— light yeors from the Hnny sound pumped out by FM cards. Hear the difference right owoy wirii DOOM™ and Epic 
Pinball™ (both includ^}. Enjoy sensarional wovetable and digital sound with hundreds of popular applications that oiready support UltraSound. The MAX 
will also give you great sound with most games and applicaHons >vritten for Sound Blaster™, MT-32, General MIDI, and Windows™. 

Record or playback In 16-bit stereo at 48kHz (suipossing CD quality). Explore over 15 megabytes of bonus soflwore. Offering you the greatest flexibility, 
the MAX uses a unique, RAM-based wovetable system. Imogine creating new instruments bounded only by your imagination. With MAX it's for real. 

UltraSound MAX is the most complete, powerful, and affordable sound card you can buy. 

For more information, or to find out how to obtain the UltraSound Experience CD-ROM demo, 

call (800)663-8558, (604)431-5020 or fax (604)431-5155. ^ ^ . 

‘ ' Mi \ I Reader Seivice 0283 


Advanced 

CMWIS 


SPEED-COMPENSATINfi GAME PORT • SUPPORTS WINDOWS™ 3 1 /MPC7. OENERAL MIDI. MT-M. AND SOUND BLASTER™ APPLICATIONS 





WIIIIPEOUT! Obstacles like these tires will flip you road-rash over tea 
kettle. It takes several wipeouts before you're dead meat, so get back in 
that race! 


ANIMATION, CARNAGE 
AND OTHER CHROME 

Off the irack, Cvci.emania excels, with 
beauiiful 3-D animations lending sup- 
port to the otherwise mundane chores 
of track selection, bike selection {a C^IBR 
900RR, FZR 1000, or GSXR 1100), 
parts purchases at the “Cyclemania 
Shop,” and menuiiig. Accolade has even 
ihoughtrully included footage of several 
horrific real-life racing accidents to get 


the player in the 
mood for the up- 
coming carnage. 
Audio is effective 
both on and off 
the track, complete 
with funky musical 
score. The sound- 
track also includes 
sampled motorcy- 
cle roars and 
squeeling tires, 
which lend audio 
realism to the rac- 
ing. The sound is 
definitely a winner. 

On a losing 
note, Cyclemania 
does not permit re- 
plays, and believe me, when you emerge 
unscathed from some up close-and-per- 
sonal action involving a half dozen 
bikes, two trucks, a car, a cow, and a 
frigging tower of tires someone dumped 
on the roadside, you’ll wish you could 
see it again and again. Nor does Cyci.e- 
MANIA support printing of any kind 
(there’ll be no hard copy gloating here), 
or head-to-head competition, which 
w'ould have made a hot option in this 


particular game, Being CD-based, Cv- 
CLKMANIA involves the usual lengthy 
game loading process (even on the 
mandatoiy double-speed drive), yet the 
action flowed almost seamlessly on my 
486-33 testing machine. 

Cvci.emania offers a smart depiction 
of the racing bike experience in a semi- 
realistic and enjoyable arena. For a 
quick thrill, it excels, and certainly the 
inclusion of real video is one giant leaj) 
foivvard. But depending on the individ- 
ual, the game jday may (juickly wear 
thin, like Taiwanese brake pads, and Cy- 
ci.emania may slide off the hard drive 
like a fast squid on black ice. ir 


THE EDITORS SPEAK 


CYCLEMANIA 

RATING # 

PROS Use of video footage for the 
courses is a unique approach. Hot ac- 
tion at high speeds (or the action fan. 
CONS Not a simulaiion and not the 
greatest action game, and so may not 
rev ihe engines of some gamers. Lim- 
ited life on the replay w'arraniy. 



FREe CATALOG INCLUDING WINDOWS, BUSINESS, UTILITIES, EDUCATION, GRAPHICS 


you Can Have Your Own GIRLFRIEND ... .... 

... a sensuous woman living in your computer.' 

GIRlFmEND k the lirsi VIRIUAL WOMAN. You (an wouh her, lolk to her, ark her queslions end r^ole lo ner. Over 10Q oduol VGA 
phaloqroohs allow you to see ycut girlfriend os you ask her to weot dillersnt oullits, and guide her inlo different octivilies. As u true 

..i:r;,;.i 515,(5 y,|(|, 5 3000 word votubulory end oduolly grows the more you use il. She will remember 

' iAOULI VERSION lonlaining 

■ ■ Kit $29. 


orlifidol intelligence progrom CIRIFRIEND starts with a 3000 word votubuiory ond actually grows the mere you us 

ffi lonle, your biriridoy, and your likes and dislikes. GIRLFRIEND leguires 7-10 MB of free space. We offer the ADi 
erent girls, USAcndSUZYolaspeciol price of only $69. (teg, price S120.I NEW! Vole 


Stimulating Games from Europe! - tmporfed exclusively by S Software 

PETRIS is Ihe sophisticated version oi ihe popular block gome. You reveal stimulating piclutcs and movies while cantiolling Ihe 
lolling blocks. ORDER SG4 

PrkPIPE is Iho sophisticated version ol ibe Windows hit • Pipo lor Windows - bul you don't neod Windows to run II - you oltempi to 
build a pipeline while enpesing picluros ond movies - MANY EYCIIIIIG LEVELS. ORDER SG5 
MOZAIK ollows you to reossemble ihe most exciting women on eorih - over 45 celebrities in this super jigsaw game • uso mouse or 
keyboard. ORDER SG6 

Price! S3S each or order our SUPER GAME PACK ot S89 for oil 3 


(3nfO-fiOM;N£t/fiODANCfRS-lnleto(live movie and geme-novigole through the NeutoNET in search ol the NUERODANCERS. ORDER (D86 
Or; CD-ROM; 3D DRtAMGIRLS • See 3D Imoges of the lop glomour modols - ZOOM and PAN feature - Includes model stolislics end 
(onlocl infomraiion. ORDER CD 59 

On CD-ROM; SCISSORS AND STONES • Inleroclive movie ond high slokos gome of chonco. ORDER CD 89 

CD-ROM PRICES: $59 Each or SUPER BUNDLE: 3 for $149 
Our FREE CATALOG includes many mare ADULT games, movies and pictures on both DISKS and CD-ROM 


ADD $4 5/H* 3.5' Of FOREIGN ORDERS ADD S2/D15K • INPAAODIAX • MUST STATEA6E OVER 21 YURS. 

VISA/MC Orders Only: 800-243- 15 15 Ext. 600UG/24 HRS / 7 DAYS 

FAX (215) 997-2571 • Or CK/MO toiSeXXy Soflwore, P.O.Box 220, Dept 600UG, Hoirield, PA 19440 


FREE CD 


Games, Utilities, Fonts, 
Applications, Gifs 


Shareware for Windows & Dos 
Suitable for all family members 



lOO's of games including Doom and over 15 from Apogee 
(Mystic Towers, Rise of the Triads, Hocus Focus, 
Wolfenstein 3D, Raptor, Duke Nukem 11, Monster Bash, 
Blake Stone, etc.) 


600 -h Megs of the best shareware available on one CD. It's 
your’s FREE. All you pay is $6.95 non refundable shipping 
& handling. Please mail your request to the address below. 
Send your Check, Money Order, (payable to SOME Inc.) 
Visa or Mastercard Number including the Expiry date. 
Please enclose your signature for credit card orders. Please 
include a description of your computer hardware. 

Sorry no phone orders or CODs. Allow 6-8 weeks deliver 


SOME Inc., Dept. CGW, 

P.O. Box 1858, Ferndale, WA 98248-1858 


Circle Reader Service #297 
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CHIPS&BITSin,. 

Call 800-699-4263 Fax 802-767-3382 Int'l 802-767-3033 Source 10186 


PO BOX 234 DEPT 10186 ROCHESTER VT 05767 

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under S200 
same as cash. COD S8. Defectives replaced with same product. Most items shipped 
same day. Shipping limes may vary. Prlce/avellabllity may change. Call for details. 
OVERMQHT SHIPPING in US $4 per order. Mall to Canada. PR, Ml, AK, APO, 
FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. 
Hardware orders may require additional shipping charges. All sales final. 


■SHARP ELEC- 
TRONIC ORGA- 
NIZER YO-620' 
The smallest elec- 
tronic organizer 
with terminal capa- 
bilities. Offers Cal- 
endar. Anniversary 
and Scheduler, 
customizable Tele- 
phone lists, Outline 
function, Memo 
function, 1 0 digit calculator, clip & paste, daily alarms 
(7), and many other features. You can connect to on- 
line services to send or receive E-Mail, check stock 
prices and make travel arrangements. S279 



‘FRANKLIN DIGITAL BOOK SYSTEM DBS-2' The 
revolutionary new way to access a world of informa- 
tion. Stores up to 2 digital books, each containing up 
to 20 megabytes of compressed information, S1 49 


•SHARP ELEC- 
TRONIC ORGA- 
NIZER YO-110’ 

This revolutionary 
electronic orga- 
nizer has created a 
whole new cat- 
egory of informa- 
tion management- 
The Sharp YO-1 10 
offers extraordi- 
nary value and 
practicality. Includes Telephone, Calendar, Schedule, 
Memo and Expense functions keep your business and 
personal information at your fingertips. The YO-1 1 0 
is small enough to fit into your shirt pocket. S59 





■SHARP WIZARD 
OZ-9520’ is a 
Pocket Communi- 
cator that is light- 
weight, compact 
and has built-in fax 
software. Offers in- 
tegrated Filing, a 
Telephone func- 
tion, a Calendar, a 
Notebook, a 
Scrapbook. De- 
signed with a Graphical User Interface with a touch 
sensitive display, it makes entering and accessing data 
easy. Features connectivity to E-Mail and printing to 
astandard PC printer using infrared technology. S439 



•FRANKLIN LANGUAGE MASTER DICTIONARY 
LM-2200’ Contains over 274,000 definitions. Provides 
over 496,000 synonyms for 40,000 words. Includes 
an SAT word list to help practice for the exam. S79 


Sharp Wiz OZ 9500 S339 
Sharp Wiz OZ 9520 S439 
Shrp W OZ 9520 fx S539 
Sharp YO 100 Orgn S49 
Sharp YO 110 Orgn S59 
Sharp YO 300 Orgn S89 
Sharp YO 310 Orgn S99 
Sharp YO 600 Orgn SI 89 
Sharp YO 610 Orgn S229 
Sharp YO 620 Orgn S279 



ShrpCE 390 PC Lk Sft/ 
Cbl (Y0300,Y0310) S89 
Sharp OZ 892 IBM 
Organizer Link S109 

Sharp OZ 895 Macintsh 
Organizer Link S109 

Sharp 02 990D PC Link 
Software DOS S74 

Sharp OZ 990W PC Unk 
Software WIN S74 

Sharp OZ 993 Macintsh 
Link Software S74 


MEMORY CARDS 


Shrp OZ 780 M,32K S54 
Sharp OZ 781 Memory 
Card 64K S79 

Sharp OZ 782 Memory 
Card 128K (8000) SI 09 
Sharp OZ 783 Memory 
Crd 256K (8600) SI 39 

Sharp OZ 784 Memory 
Card 51 2K (9600) S209 



Voice Organiz 5200 SI 59 
Voice Org Ex. 5500 S179 
VCR Voice Programr S69 



Sharp OZ 701ATime 
Management Card S99 
Sharp OZ8B01 
Spreadsheet Card SI 69 
Sharp OZ8B02 Fax 
Modem Card S409 
Sharp OZ 8D01A Amer 
Heritge Dictionry CrdS169 
Sharp OZ 902 Basic 
Prgrm Crd (9000 srs)S229 


SHARP ACCESSORY 


Sharp CE132T Level 
Converter S79 

Sharp CE 137T LvI 
Converter PC/MacLnk/Fax 
Modem S64 

Sharp CE 220T Cable ZQ/ 
EL Transfer S34 

Sharp CE 300L Dubbing 
Cable S24 

Sharp CE 315L Dubbing 
Cable Organizers S69 
Sharp CE 350X Organizer 
Modem SI 49 

Shrp CE SOP Prntr SI 29 
ShrpCE76BCBtPk S29 
Shrp CE IR1 Wriss Printr 
Interface (9000 srs) S119 
Sharp CE IR2 Wireless 


SHARP ACCESSORY 


Interface IBMPC 389 

Sharp EA 1 1 E AC Adaptor 
(9600 senes) S5 

Sharp OZ 899CC Leather 
Case (8000 series) S29 
Sharp OZ A90A1 Leather 
Case (9000 series) S34 



Franklin French Professor 
FP-650 Sf09 

Franklin Language Master 
+ Math LM-2020 S04 

Frankln Lg, LM-2200 S79 
Franklin Language Master 
LM-3500 S1 19 

Franklin Pocket French 
Professor FP-615 S79 

Franklin Pocket Spanish 
MasterDBE-110 S64 
Franklin Pocket Spanish 
Master SM-515 S79 

Franklin Spanish Master 
SM-550 S119 

Franklin Speaking French 
ProfessorFP-610 S209 
Franklin Speak German 
Professor GP-620 S209 
Franklin Speak Language 
Master LM-4200 S149 

Franklin Speak Language 
Master LM-6000 S229 

Franklin Spkng Language 
MsIrSp LM-6000SE $499 
Franklin Speak Spanish 
Master SM-1000 S149 



Franklin Desktop WrdMstr 
WM-1055 $56 

Franklin Nx C Pckt Rgt's 
Thesaurus NCT-102 S36 
Franklin Pckt Language 
Master LM-201 5 S56 

Franklin Pocket WrdMster 
WM-1015 S44 


FRANKLIN BIBLE 


Franklin International 
Version Bible NIV-30 S94 
Franklin King James 
Version Bible KJ-31 S94 


FRANKLINSPELUNG 


Franklin Elementary 
Spelling Ace ES-90 S44 
Franklin Webstr's Pocket 
Spell CrrctNCS-1 01 S29 
Franklin Pocket Spelling 
AceS-100 S36 

Franklin Spelling Ace Plus 
BP-105 $39 

Frnkin Spll Ace SA-98$36 



Franklin Bartender's 
Guide BTG-400 $64 

Franklin Big Leag. Bsball 
Encyclopedia HR-94 S56 
Franklin Crossword 
Puzzle Solver CW-50 S54 
Franklin Scrabble Players 
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‘SHARP ELEC- 
TRONIC ORGA- 
NIZER YO-31 O’ is 
the smallest Sharp 
Organizerwiththe 
capability to link to 
an IBM PC. So 
compact, it can 
slip right into your 
shirt pocket. It pro- 
vides valuable 
functions like To 


Do and Expense Tracking. Features Time Manage- 
ment, Data Base Management, and Note Taking. Al- 
lows you to edit and manage your data on a com- 
puter while providing backup for security. S99 


FRANKUNLANGUAGE 

MASTER 




Dictionary SCR-30 S54 

Franklin Parker's Wine 
Guide WNG-400 S74 

Franklin Betty Crocker’s 
Cookbook BCC-400 S64 

Franklin Pckt Crossword 
Puzzle Solver CW-40 S46 
Franklin Pocket 
Horoscopes AST-110 S44 
Franklin Pocket Movie 
GuideFLX-110 S44 

Franklin Pocket Word 
Games WG-15 S36 



Franklin Digital Book 
System 2 DBS-2-1 SI 99 
Franklin Digital Book 
System 2D DBS-2D S169 
Franklin Digital Book 
System DBS-2 Si 49 

Franklin All-Time Baseball 
Manager DBS IC-110S29 
Franklin Bartender's 
Guide DBS IC-130 S49 

Franklin Big Lg. Baseball 
Encycl. DBS IC-129 S49 
Franklin Columbia 
Encyclpd DBS IC-1 1 4 S74 
Franklin Game Gallery 
DBS IC-1 15 S29 

Franklin Harrison's 
Principles of Internal 
Medicine DBS 1C-113S99 
Franklin Int'l Version Bible 
DBS IC-1 21 S56 


Franklin King James Ver. 
BibleDBSIC-119 S56 
Franklin Medical Digital Bk 
System 2 DBS-2-3 SI 79 
Franklin Medical Digital Bk 
System 3 D8S-2-4 $179 
Franklin Medical Digital Bk 
System 4 D8S-2-5 $179 
Franklin Medical Digital Bk 
System DBS-2-2 $199 

Franklin Medical Letter 
Handbook Adverse Drug 
Intracins DBS IC-104 S99 
Franklin Merck Manual 
DBSIC-118 S129 

Franklin Merriam-Webster 
Advanced Dictionary DBS 
IC-1 16 S74 

Franklin Merriam-Webster 
Dictnry-t- DBS IC-101 $49 
Franklin Official ScrbI Plyr 
DictnaryOBS IC-109 S44 
Franklin Wine Buyer’s Gd 
DBS IC-1 20 S56 

Franklin Personal 
Organizr DBS IC-1 07 S99 
Franklin Speaking French 
ProfessrDBS IC-1 23 S59 
Franklin Speak German 
ProfessrDBS IC-124 S59 
Franklin Speak Spanish 
Master DBS IC-122 S59 
Franklin Video Companion 
DBSIC-102 S59 

Franklin Washington Univ. 
Man. Medical Therpeutics 
DBS IC-105 S99 
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P lay with thousands of gamers on the 
Information Super Highway and lose 
yourself in the graphic adventures 
and traditional games offered on the 
Multi-Player Games Network. 

MPG-NET gives you something you just 
can’t find on a floppy disk. . .another 
human mind. Whether you like fantasy 
role-playing, 3D action, war simulation or 
card games, MPG-NET offers games 
24 hours a day, seven days a week with 
players from all over the globe. 


PUY Games 

WORLDWIDE On 





> > 1994 MPG-NET, Inc. Multi-player 
Games Network and MPQ-NET are 
service marks of MPQ-NET, Inc. The 
Kingdom ol Orakkar Is a trademark of 
Orakkar Corp. Empire Builder Is a 
trademark of Mayfair Games, Inc. 
Operation Market-Garden and Star 
Cruiser are trademarks ot GDW 
Games, Inc. Flefquost and Warlords 
ot the Apocalypse are trademarks of 
the Dreamers Guild. All other brand 
and product names are trademarks or 
registered trademarks of their 
respective holders. 


• More games than you’ve ever seen 
beforel 

MPG-NET can be accessed with a local 
phone call from over 600 cities in the 
USA and 40 nations worldwide. All you 
need is a modem, a phone line and a 
computer to join the fun! Call our 800 
number from 9am to 8pm Eastern time 
on weekdays to receive our free starter kit. 

MPG-NET-twenty four hours a day, 
seven days a week, bringing you games 
that will take you out of this world! 

Call now: 1 -800-GET-GAME. 


In December 1994, MPG-NET goes 
all graphic! No more text menus. No 
headaches trying to log on. It’s never 
been easier to be on-line! 

Here’s what else you’ll find: 

• Electronic Bulletin Beards filled 
with the latest adventure reports and 
discussions by gamers from all over 
the world! 

• Electronic Mall-send and receive 

messages with all your friends and 
plan when to meet and play your 
favorite gamel ; u ’ 

■ MPG-Net r 


• Download flies from our database 
and read the latest in gaming news, 
updates and stories from other 
members. It’s as easy as visiting 
your hometown libraryl 

• The Persona Creation Room-lets you 
generate a face to match your on-line 
personality! 

• Conference Rooms-have real-time 
conversations with people all over the 
world and see more than just their 
words, you'll get a chance to see what 
they look like! 
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Your Multi-Player Games Network^ 

1 -800-GET-GAME 


REVIEW 


Fighting For The 
Prince’s Crown 

Interplay’s Swashbuckling Bl.ACKTHORNE 
Challenges PRINCE Oe PERSIA’ s Rule 


by Charles Ardai 

J ORDAN M E C; H N E R ’ S S V 1’ E R L A'l ' I \ ’ E 

Fringe ok Persia games erom 
Broderbund have iLU.) a lot or IMI- 
lacors but have never yer been im- 
proved upon. The best ol' tlie 
imitators, such as Disney’s Al\ddin or 
SSI's Flashb-UIK, at least oiler imaginative 
settings and top-notch animation; tlie 
I worst seem to think that merely having a 
j character leaping, climbing, and lighting 
his way across a multi-screen playing held 
is enough to make a game a best-seller. 

What both the better and worse pre- 
tenders to the throne overlook is that it is 
not the basic game type that makes 
Prince ok Persia so 
good — after all, the 
format dates back 
at least to Activi- 
sion’s PiTK.ALL 11 on 
the Atari VCS — nor 
even the incredibly 
fluid and lifelike 
animation, though 
this has deseiA'edly 
won kudos from 
one and all. (In- 
credibly nuid and 
lifelike animation 
was not enough to 
save Epyx’ Impossi- 
ble Mission 2 from 
the bargain tables. 

On the other hand, 
its absence didn’t hurt the sales of classics 
like JUMPMAN and LODERUNNER.) 

No, what really makes Prince ok Per- 
sia stand out is that [ordan Mechner is a 
diabolically clever puzzle conslruciorwho 
builds liis castles, caverns, and dungeons 
the way a master watchmaker makes 


watches, placing eveiy tiny gear jusi so. 
and then setting eveiyihing in motion in 
.such a way lliai not a movement is wasted 
and not a spring, wire, or screw is out of 
jdace. Ever)’ screen in Prince ok Persia 
(and even more so in its .setjuel) is a devi- 
ous trap, whose clutches the player must 
e.scai3e by being as resourceful and inge- 
nious as the author. 'I'here is no way lo 
go through Prince ok Peilsia “on auto- 
matic.” It is a demanding — and eminent- 
ly satisfying — game. 

Interplay’s Black'KIIORNE is the latest 
pi'eiender to come along. How saiislying 
is this one? How demanding? 

Well, on the 
surface it seems to 
have a lot of the 
right elements. 
The grtiphics are 
a liilie crude, but 
that beiits the ul- 
tra-modern, ulira- 
violent setting 
Interplay has cho- 
sen Ibr the story. 
The animation is 
just short of “in- 
credibly Iluid and 
lifelike,” but it’s 
certainly mn bad. 
Your character 
climbs ladders the 
way a person 
would; he runs with a convincing, loping 
gait; and when he unholsters his gun 
and [ires it backhanded at foes behind 
him he does it as well as Arnie did in T2. 

'fhe sellings are a bit odd, with four 
levels 10 go through in each of an under- 
ground mine, a ireelop dwelling, a sand 


Price: No SRP 
System 

Requirements: 

IBM compatible 
386SX or higher, 

2MB RAM, VGA 
graphics; 
supports Ad Lib 
Gold, Sound 
Blaster Pro and 
compatibles, 

Roland MT-32/SCC-1 and Pro-Audio 
Spectrum sound cards 
Protection: None 
Designer: Ronald Miller 
Publisher: Interplay Productions 
Irvine, CA 
(800) 969-GAME 




fortress, and the castle of the demonic 
Sarlac, but the settings in Prince oe Per- 
sia were ratlier odd, too. The ojjcning 
animation is a bit stiff and the stoiyline is 
oveiwroughi — but so are the ojjeiiing an- 
imation and storyline of I’rince oe 
Persia. Youv character in Riackthorne is 
even a prince. 

rile uliimale clincher would seem to 
be the gameplay, which is smooth, fast, 
and brutal. Maybe occasionally loo bru- 
tal — such as when you discover that you 
not only can shoot the chained prisoners 
you have come to save but sometimes 
must do so to gel them out of your way — 
but seldom olfensiv’cly so. 

All ill all. a promising beginning. 

.So how satisfying is Bi.ACK'iiiORNE? 
How demanding? In a word, not. 

Wlial makes Blaiikti iorne .so dearly, so 
obviously, so definitively a lesser game 
than Prince ok Persia? !i has no imagina- 
tion. No arlisliy. No panache. If Prince oe 
Per.sia is a Porsche on ilic .Autobahn, 
Blac-KI'IIORNE is a Tinkertoy car putt- 
putting around in somebody’s living room. 

THORNE IN YOUR SIDE 

BtAc:K'iTiORNE is a videogame, plain and 
simple, file first dead giveaway you come 
across is tliai it contains no way for you lo 
save your games. Instead, you can jump 
lo any level yon want by enteihig, at the 
start of a game, the four-letter jiassword 
entrusted lo yon when yon eomjileied the 
preceding level. There is nothing inher- 
ently terrible about this ai'rangement, but 
when 1 siiw llial Biacik'KHORNE used it, it 
felt like a slaj) in tlie face, ‘fhis is the sort 
of thing you expect to see in a Nintendo 
cartridge game, not a PC title (i'om a top 
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Watch for WitdSiiake, 
j our next new puzzle game! 


Visit your local retailer or call 24 hours: 
1'800-695-GAME (USA and Canada). 

Circle Reader Service #224 


Just when you tl^ught ^ 
you were over letns, 

Alexey 

Pajitnov 

dares 


Hie Russian master who created Tetris now introduces 
BreakThru-Hine of a series of great new puzzle games. 
Think fast! Constantly cascading bricks keep you on 
as you tear down wall after wall. Bombs fall 
your way and huge sections of the wall blow apart. 
But watch out! Pesky spiders, annoying soda 
cans and obnoxious boulders are out to make 
life rough. lOtock them out of action so you can 
break through to the next wall. 

Race to beat the clock, raising your score as 
you raze the walls. Test your skill in six cities, 
each with Hs own music and scenery. Challenging 
two-player options prove your prowess against 
friends. Four different skill levels and time limits mean 
the entire family can play. 

BreakThru: so much fun you might not want to stop 
playing— or you may never be able to! 


Available on Macintosh, Windows, 
Super NES'j Game Boy”, 
Game Geai^' & 
Sega" Genesis". 


^ [ Spectrum 
W ^ HoloByte 

" THE PUZZLE PEOPLE 






Ql' 


firm like Interplay. 

Tlie second dead giveaway is the level of 
violence in the game. Sure, Doom is blood- 
ier tlian any title Nintendo will ever allow’ 
on its platlbnii, but by and large wiien you 
find a game that asks you to spend more 
than half your time shooting bad guys \vho 
pop up across the screen and start blasting 
away at you, you know' you are in a 
videogame, not a computer game. 

Prince oi« Per.sia, lor all its sw'ashbuck- 
ling battles, permitted and rewarded mo- 
ments of quiet coniemi^lation. Mechner 
forced you to wrack yf)ur brain. Bl-\ck- 
'n-iORNE, on the other hand, doesn’t jxir- 
ticularly require you to ha\’e a brain, just 
a trigger linger and enough common 
sense to know’ that wlien you see a key- 
hole on one screen and a key on tlie 
next, they probably go together. 

That brings us to the third and most 
significant oi' the dead giveaways: the 
maze of interconnected levels in Rlack- 
TtiORNE, linked by all the usual ledges, 
ladders, elevators, cliasms, doors, and 
hidden passagew'ays, is hardly a maze at 
all. For the first several levels, it is literally 
not a maze: there is only 
one patli the player can 
possibly follow' and if he 
survives all the combat 
encounters along this 
patli, he w’ins. But even in 
subsequent levels, w'here 
die map of possible paths 
diverges somewhat, it is 
simple to test out all the 
paths, choose the right 
one, and reach the goal. 

Most importantly, even 
the more complex levels 
don’t have any particular 
cleverness to them. The 
paths are just paths, lead- 
ing this way and that; there is no evi- 
dence that they w'ere constructed to give 
the player the greatest possible didiculty 
in getting through to the goal. In fact, 
there is a good deal of evidence to the 
contraiy. 

This is not to say that the game is etisy, 
but W’here it is hai'cl it is hard only be- 
cause of combat. Initially, you have to 
fight a cadre oi' pig-headed soldiers w'ho 
look like the Ganiorrean guards from 
Jabba the Hint’s lair in Return ofthe jedi. 
They are reiativel)’ easy to take out since 
they always pause after shooting oil a 
round or two, giving you a chance to 
come out of concealment and plant a 
shotgun blast betw’een their eyes, Soon 


thereafter, though, you come across di- 
nosauroid slavemaslers with long, deadly 
w'hips W’ho can only be killed by a bomb 
blast; human assassins w’ho, like you, 
have unlimited ammunition and never 


enemies. In the end, vou have to go toe- 
lo-toe w’ith Sarlac, a demon who can not 
only shoot liglitniiig bolts at you but also 
teleport from one side of the screen to 


the other, so that you can neither hit him 
nor escape him easily. 

So, the game is not sim|)le, and there 
are |)lenty of players who will have a hard 
time making it to the end .simply because 
their shoot-’em-up skills are rusty, atro- 
phied, or otherwise inadecjuate. But the 
game is also not veiy mentally challenging. 

Even those bits in the game that 
hrielly look as though they might require 
some cleverness don’t. For instance, 
when I saw waterfalls on ii couple of the 
mine screens, it occurred to me that one 
of these might conceal ii passageway. Be- 
fore I could test this hypothesis, a help- 
ful prisoner I ptissed w'hispered 
something like, “('.heck out the w’ater- 


falls. They often hide secret passage- 
w'ays.’’ Later, 1 thought to iiy re-using a 
key for one bridge in anothei' bridge's 
keyhole; sure enough, before I had the 
chance, a heipfui prisoner passed me the 
lip that anv bridge could 
be opertited by any key. 1 
shot him. 

A MAN FOR 
NO SEASONS 

I have nothing against 
hints, you understand, 
but for heaven’s sake, 
there is such a thing as 
subtlety. I'he designers of 
Bi.,'\(:ki'H()R\e evidently 
have so little confidence 
in the abilities of their au- 
dience that they leel com- 
pelled to offer the 
solutions to their puz- 
zle.s — such as they are — on a silver platter. 

WTat they accomplish, ironicallv, is to 
make their game less appealing rathei' 
than more so, exce|jt possibly to novice 
gamers w'ho want a primer to prepare 
them for the tougher challenges other 
gjimes w'ill offer, or maybe |)uzzle-shy 
gainers w'ho really just w'ant to splatter 
some gore across their monitors. !‘m not 
even sure about those: the Ibrmer would 
end up hapjner with Prince ok Persi.a 
and the excellent hint book available 
from Prima Publishing, tlie latter with 
Doom or Woi.KENS't'EiN S-D or some oth- 
er title of that ilk. 

So who is Bl.ack'I'IIORNE going to 
please? I’d put my money on “nobody,” 
not because it is unspeakably horrible — it 
isn’t — but because it is weak enough to be 
ovei'-looked, particularly when better 
choices are so readily available. 

One of these days. I’m sure .someone is 
going to top Mechner at his game.. .but 
not this time, not w’ith this game. ^ 


THE EDITORS SPEAK I 


BLACKTHORNE 

RUTIMC 

PROS It's big, it’s Loiigli, it's loud, 
it’s violent, anrl it’s easy — if that’s 
what you’re looking for. 

CONS It has the brawn, but it does- 
n’t have much brains. Might impress 
those with cartridge game sensibili- 
ties, but it will send most PC gamers 
on a quest for moi'e interesting chal- 
lenges. 




A BACK-HANDED SPLAT Prince Blackthorn has got some pretty 
smooth moves. Here, he's wasted a bad guy without even looking. 


pause to reload; and other, even deadlier 
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SOME 


DREAM 


OF A 


PERFECT 


GAME. 




THE REST 


OF US 


JUST 



BUY IT. 



So. you want a perfect game. Get Hardball 4. Get cutting-edge graphics that are incredibly real. 
We're talking about weke-the-neighbors-and-call-your-friends kind of real. Get star compilation 
that would make any sports bureau envious. Get all SB stadiums with different altitude, field, and 


wind conditions. Throw in an add-on disk with over 70D major league players. And you've got a 
masterful gem that compelled Computer Entertainment News to label it One of "IBBA's Ten Best 
Games. Now. to get a perfect game you don't have to be in the zone. Just the right software store. 



HartiBlH is airademark of Accolade. Inc. i1994. Accolade is ST office! licensee of cite Major League Baseball Players Associackin. £MLBRAMSA The Sport Accolade logo and Sport Accolade are trademaits of Accoletfe. Inc. All rights reser/ed. 
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REVIEW 


Fortress 
Of Sfflytude 

Battling Goof-Ball Characters (and Came Mechanics) 
In The Fortress of Dr. Radiaki 


by Mark Clarkson 

T he date is May 8, 1968, and 'iiik 

WORLn IS TEETERING ON 'l l IE BRINK. 
A MANIAC IS 'niRL-VITNING “NLTIRTAR 
dcsdiiction” on a gl()l)al scale un- 
less jjaid SI billion in cash. 'I'he 
ransom Holes are anonymous, but all 
signs point to Dr. 

Nikko Radiaki, 
household appliance 
magnate and dab- 
bler in nuclear 
physics. Radioactive 
waste has been de- 
tected leaking from 
his private island. 

And whai about his 
name: Dr. Radiaki? 

Radia-lion. Radia-ki. 

Need I say more? 

Unable lo come 
up with the cash in a 
timely fashion, the 
U.N. turns to you; 

Special Agent Mack 
Banner. You must 
inlilti'ate Dr. Riidiaki’s 
island foi'tress, con- 
front the diabolical 
doctor himself, and destroy his world- 
wrecking machine by any means neces- 
sar)'. 

You turn down the UN Secretaiy C.en- 
eral’s olfer ol' a captured alien spacecraft 
to deliver you to the island, ojning in- 
stead to be greased u]? and shot naked 
from the torpedo tube of a submarine, 
armed with onlv a corked baseball bat. 
.And your wits. 

You are ready to enter 'I'liE Fortress 
OF Dr. Radiaki, the new I'irst person 
shooter from Merit Software. Unlike 


most of tlie procession of W'oll'enDoom 
3D clones, Dr. Radiaki promises you a 
few laughs as you hack, bash, and blast 
your way ihi'ough the game. (Well, okay, 
that splalter sound in Doom always 
makes me cliuckle, but thi.s is different.) 

Dr. Radiaki 
gets off to a good 
start, 'fhere’s a 
wacky story, a 
wacky villain 
(hori'ibly de- 
formed :i.s the re- 
sult of his slo])py 
nucleai' science), 
wacky monsters, 
and a brave but 
wacky hero who 
lives in a belfry 
and licks himself 
clean between 
levels. 

But a good 
.siait isn’i enough. 
It’s relatively easy 
to make people 
laugh for a little 
tvhile. It's much 
harder to keep them laughing l()r a dozen 
or nioi'e levels of play. 

THE CAST or CHARACTERS 

Most of Dr. Radiaki’s humor comes 
from its characters. In keeping with the 
times, tlie first foes you encounter aren’t 
Nazis or space aliens, they’re cigar 
smoking, I'aligue-clad, pistol-firing Cas- 
tro-ites who ciy “-Ay! -Mi cabeza!” (Owl 
My head!) as you bludgeon them to 
death with your bat. 

Make your wa)’ through the Cubans, 



and soon you'll face mutaiu rat-men, nin- 
jas, siorm troopers, killer tanks, toaster- 
headed I'obols and more — if there’s a 
theme here, it eludes me. You never 
know what’s going to sliow up around the 
next corner. And that's OK. 

Fach character has a tagline or nvo to 
throw out when you kill them or tliey kill 
you: a whiny “Ouwvwww!” or some fa- 
mous last words {“Rosebud....’’). Defeated 
ninjas, lamenting their shame, fall on 
their own swords. Mucli of this dialogue 
is in Spanish, Japanese or Russian. Wdhle 
this is entirely in character, I'm afraid it 
means the jokes, if any, are lost on me. 

NO JOY 

IN THE PORTRESS TONIGHT 

You move through The K()RTRE.ss of Dr. 
Radiaki using either your keyboard or 
your mouse — it doesn’t sujipori a jo)'- 
stick. Keylxiard movement uses the arrow- 
keys and a few- others (the scheme is an- 
noyingly different from the Doom key 
commands). You don’t have sidew'ays 
“strafing’’ movement, wiiich makes pop- 
ping out from behind walls a bit tricky. 

I ofien found it impossible to aim a 
w-eapon precisely using the keyboard. 
The increments of movement were just 
loo large; the gun would .sw'ing between 
live degrees too far left and live degrees 
too fat- right. 

Dr. Radiaki also oft'ers a unique mouse 
inlerface. 'fo move, you hold down a 
mouse billion and jjush tlie mouse a little 
ways in tlie direction you want to ti-avel. 
You will continue moving in the same di- 
reciion, at the same sjjeed, vvilhoiit any 
fui-ther mouse movemeni. To slop, let up 
on the mouse button. You can run down 


The Portress Op Dr. Radiaki 


Price: $59.95 
CD-ROM and 
3.5" floppy 
System 

Requirements; 

IBM compatible 
386-33Mhz 
(486-33 or 
faster 

recommended), 

8 MB RAM, CD- 
ROM, 1 MB hard drive space, VGA 
graphics, mouse recommended: supports 
Sound Blaster, AWE 32, Pro Audio 
Spectrum 16, Roland Sound Canvas and 
other sound cards 
Protection: None 

Designer: G.P. Austin, Edwin Herrell, and 

Joel Manners 

Publisher; Merit Studios 

Dallas, TX 

(800) 238-4277 
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SEEING STARS Agent Mack Banner squares off with one of Dr. Radiaki's 
eclectic disciples: a star chucking ninja. 


a long hallway wiihoui running off llie 


end of \'our mouse pad. 

'file mouse interface also ])rovides a 
much finer degree of control than does 
the keyboard interface. I could always 
aim my weapons where 1 wanted to, and 
could almost manage to move sideways. 
I would have used die mouse eKclusive- 
ly, but couldn't get it to fire the 
weapons properly. 

'lire levels ol' Die R\ni,\Ki’s fortress are 
strewn with useful items for you to pick 
up: ammunition, keys, and drug-iilled sy- 
ringes the size of your leg to help ease 
the pain of your wounds. You’ll also find 
an array of weapons ranging from Samu- 
rai swords t(D machine guns and grenade 
launchers. Some weapons, such as the 
machine gun and the llame tlirower, 
hold a limited amount of ammo. When 
it’s used up, you've got to slaj^ in another 
clip, or screw on another canister of jel- 
lied gasoline. This is a nice touch; it adds 
a bit of fumbling and confusion as you 
run backwards at full speed, dodging 
swords and bullets. 

A MAP TO NOWHERE 

The automap in Titr. Fori'KKSS or Dr. 
RADtAKl is almost, but not (|uite, com- 
pletely useless. I could write an entire re- 
\ iew detailing how much I didn't like it. 

The automap’s uselessness hinges on 
two cunningly designed and seemingly 
innocent devices: One, the mttj) records 
not what you’ve seen, but where you’ve 
st(X)d: and two, the zoom is fixed, and 
the map is always centered on you. 

Imagine that you step briefly into a 
room, see that it is emply, and step back 
out. When you look at the maj) you will 
see, not the entire room, but onlv that 
liny space near the door where vou actu- 


ally set foot. W'hen 
YOU look at the 
map later, you’ll 
have forgotten 
tvhether that door 
leads to a small, 
empty room or a 
huge, unexplored 
area. The mazes in 
Dr. Radiaki are 
filled with wrong 
turns, dead ends 
and little nooks 
and alcoves that 
contain nothing 
and go nowhere. 
The rooms have 
narrow, oddlv- 
shaped corners. But leave any spot un- 
trodden and you’ll eventuall)’ feel 
compelled to return and make sure you 
haven't missed something important. 
The onl)’ cure is to meticulously pace out 


terior of every room in the entire level. 

d'o make mailers worse, the map is 
always centered on your current loca- 
tion and zoomed in far enough that it 
shows less than a quarter of the level at 
a given time. You cannot zoom out to 
see the entire explored area, nor can 
vou scroll the map around. If you want 
to consult the m:ip for a different pan 
ol the maze, youi' only recoui'se is to 
walk there first, then look at the map. 
And, given Radiaki’s maze-like layout, 
the route to that different area is ollen 
long and convoluted. It may leave the 
visible portion of the map at one point 
and re-enter it at another. As you move, 
s'our destination may disappear ofl‘- 
screen, leaving you unsure of which 
turns to lake. 


The levels seem laid out to capitalize 
on the automap’s failings. Tlie two work 
in concert to make finding your way 
around as fmstraling and dillicult as pos- 
sible. I can hear the design meeting now: 
“Hotv can we make the game more chal- 
lenging without a lot of additional pro- 
gramming?” “I know. Let’s give them a 
map they can’t use.” 

1 found it maddening. 

THE VERDICT 

The monsters in Dr. R\di.\ki are nicely 
rendered, although some look better 
than others. But those who’ve gotten 
used to 3D environments with elevators, 
stairs, and pits to leap into will find Radi- 
AKi’s 2D layout a little dull. 

The Fortress oe Dr. Radiaki was a 
great idea, but one that was not followed 
through. There’s too little wackiness, and 
loo much time spent trudging through 
mazes, wishing for a map that w'orked. 

Ancl as Radiaki 
doesn't offer any- 
thing original aside 
from that w'acki- 
ness. I’d pass on it, 
unless you’re a 
DooM-a-like-aholic 
looking to collect a 
conijDlete set. 

Mitsumi CD- 
ROM o n e r s 
b e w a r e : T h e 
Fortress of Dr. 
R\diaK! would not 
run from my CD 
drive, a Mitsumi 
double-spin. Mer- 
it’s technical sup- 
port told me that the problems between 
Dr. Radiaki and Mitsumi double-spin 
drives are common but limited to those 
models ancl, in fact, the game ran fine 
on a number of iion-Mitsumi drives. ^ 


THE EDITORS SPEAK I 


THE FORTRESS OF DR. RADIAKI 

RATING ifk. in 

PROS Glossy graphics and some 
funny tidbits. 

CONS Other than the rampant silli- 
ness, Dr. Radiaki adds veiy little to 
the 3-D action game pack. Tlie 
automap is useless, and the level de- 
signs are uninteresting. 



LIZARD X-ING Mack Banner didn’t slow down for a lizard pedestrian, and 
now he’s got to pay the price. 

eveiy dead end, eveiy alcove, and the in- 
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For Sail By Owner 

A Spuiiky Little Flyer Catches Another Thermal In Glider Pro 


llll_ Incline 

lei'Vial \'ersion, 
in inJ-new Gi.iD- 
iitosh and Win- 


by Eden Maxwell 


W 1-;’VK ALL MADK PAPER 
AIRPLANES, AND WE ALL 
DAYDREAM, HU’I' jOHN 
CalliOLin seems Lo have 
fixated on the two. Cal- 
houn released a charming little share- 
ware program named Ch.iDER in 1987 
which, you could say, has been catching 
thermals ever since. Players conLi'«+1?a 
a little paper airplane that ha^o catch 
heat thermals and bursts ol/iir to stay 
aloft and navigate through a small, 
spare hotise. Few would Imve predicted 
it, but the game evolv/d into a cult 
phenomenon with tips, tricks, and cus- 
tomi/ed maze-like houses posted on- 
line by loytil fans. \ 

Eager to improve upon the same 
and release a comme 
Calhoun developed an 
ER 4.0 for both Macintos.. .. 
clows. This lime players poiii^j<|^Lheir 
paper drones through an eerie 
mansion that had about 60 rooms of 
an increasingly diabolical, non-vio- 
lent nature. Fhere were staircases 
leading up and down, dank basement 
chambers, and secret passageways ^- 
pable of warping the glider to 
pected locations. by^,rf#iitching 
updrafts the glklgj^toiiTcTsray aloft, 
pick.' up tx)niis points or extra gliders, 
and ti'y lo avoid Hying obstacles or 
electrical sources that could shred it 
into confetti. 

Building on this successful blueprint. 
Glider Prci takes up residence in 
Slumberland, a townhouse complex of 
270-plus rooms interconnected by 
open sjjaces, blue skies, and court- 
)’ards, some still drip|)ing with iaundiy 
hung (,)ut lo dry. And so the spunky lit- 
tle llyer with an attitude continues its 
aerodynamic saga ivith enhanced dying 
environments, a powerful new Room 
Editor, and a nvo-player game mode. 

Glider Pro aces can now escape out 
of windows, jiop out of chimneys and 


mailboxes (bewitching portals to 
strtmge places), lly over meadows and 
rooftops, and even venture to lairs 
deep underground. Gatching up- 
drafts from a variety ol' clever out- 
door sources such as a barbecue 
is one way to slay aloft. In addition 
to making it through the entire house 
{TTah^ the objective is to collect six elu- 
sive stars>j;^ssess the Magic Star Wand, 
then exj)cia^nce the surprise ending — 
voLir spouse leaves you on grounds of 
neglect. \ 

Before gliding olfto gloiy, newcom- 
ers would do w^'ll to visit the small 
Demo Mouse, wfiiich serves as a self- 
running demo explaining the objec- 
tives, and a learning tool for 
Linderstanding^ie principles of play^^ 



THE SOUND 


•I 


OS ONE WifiG ELAPPII 

'he game wirlT^ licet of three 

gliders;The first hovers over a lloor 
vent io^he entnince foyer, which you 
must traverse to get lo the next room. 
yiffnee pa|)er planes don’t have engines, 
overcoming grav- 


ity and maneu- 
vering your craft 
from one location 
to anothei' is the 
Zen-like balanc- 
ing act that 
makes the action 
insifliously addic- 
tive without being 
manic. 

Fortunately, 
Slumhei'land has 
extensive duct 
woi'k for central 
air-conditioning 
and heating — the 


gliders can thei'in^ 
across rooms. Oiner means of glider 
support include hot air from candles 
(don’t get too tpose!) and energ)' batter- 
ies found along the w'ay that provide 
stand-by t^’bo power. There’s often 
more lhatn one way to soar through a 
roon^and only a few rooms retiuiie 
lly#^eed of batleiy power. 

Gliders, in either standard mode or 
under battery assist, can move Ibr- 
ward and backward. But jjower isn’t 
everything. A subtle reverse stall is 
often critical in reaching a battery, or 
obtaining a jar of rubber bands — 
ammo for shooting down enemv glid- 
ers, balloons, and swirling ‘copters. 


Your jjath is 



System 7,5, and Power Mac native mode, 
Protection: None 
Designer: John Calhoun 
Publisher; Casady & Greene, Inc. 

Salinas, CA 
(408) 484-9228 


bill for which should pay for the con- 
tractor’s kids college education. By 
catching rising air and gaining altitude 
from strategically placed lloor vents, 


of obstacles as you 
progress. Benign 
liousehold ob- 
jects suddenly be- 
come a threat lo 
the pilot of a pa- 
per airplane. 
Shelves, tables, 
the floor or 
ground, even 
jjersonal comput- 
ers can cause 
your craft's un- 
timely demise. 
Avoid contact 
with deadly elec- 
tric wall sockets, 
Hying toast, i)a- 
jumping fish, and oth- 


per shredders, 
er dangers too humorously gruesome 
to mention. Explore everything, e\’en 
areas that appear lo be dead ends; 
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“30 levels of excitement 
using the Wolfenstein 3-D engine 
give you as much action & exploration as you can handle 

-Compute^^Qajpe Review 


Technology licensed from 
ID SOFTWARE, creators of 

WOLFENSTEIN™ 3D 


“The bottom line? This game is a heck of a lot of fiin to 
play... Corridor 7 is a well-prodiiced compelling game.” 
-Bill Kunkel, Electronic Carnes 


Alien Invasion 


With Modem & Network Play 


Capstone 


— THE PINNACLE OF 

ENTEKTAINMENi’ SOFTWAIliC 


Available on IBM CD-ROA^ and 3.5" disks. To order call: (305) 373-7700 • (800) 468-7226 • BBS (305) 374-6872 

Software Creations BBS (^08) 365-2359, 2400 Baud • (508) 368-7139, U.S. Robotics • (508) 365-9352, 14.4-28.8K 

Wolfenstein is a trademark of ID Software. All f!i}>hls Reserved. Corridor 7: Alien Invasion and Capslone arc trademarks of IntraCrrrp, Inc. All other trademarks acknowledged. 

Cil’cle Rciiclvr Service #5 1 


\ 




you may find bonus points, an extra 
glider, or an invisible transporter 
that zaps you to another pan of the 
surrealistic estate. 

Cocky pilots can use rubber bands to 
tip over grease bottles (whose slippery 
purpose will become clear to you) or 
trip electric switches from a distance. II 
you see a box of aluminum foil lying 
around, grab it; this new bonus arma- 
ment sheaths your glider in a thin skin 
that protects it from crumpling 
mishaps for a limited number of close 
encounters. 

To remain airborne, players must 

S elop a knack for graceful control, 
L'ise timing, and going with the air 
flow, which becomes increasingly com- 
plicalWl as gamers reach more difficult 
)oms.\ii 



BQUNCfNG BOGIES Flying the glider is a careful trapeze act of 
niaintaining lift from sources like floor vents, avoiding obstacles 
dike these basketballs, and then sailing to the next room, in this 
' case through the ceiling vent. 


glider movement is acliieved by 
• tlifcc 


ooms.' judging just how close you can I 
come to mi object is critical in side- 1 

stepping ]Wsible disaster, earning* board control keys. More precise difec- 
bonus points for making the top ten all • tional handling is possible u^ng a 
time high score, ^^R^icking up defense \ Gravis Chime Pad. 
meclianisms. * 

Electric switches are oft^ linked to CO EDIT YOUR ROOIM 
powering up floor or ceiling venT^'hat Gi.ipKit Pro includg^ a 'comprehensive 
will get you across a room, or wlfisk you juJil or thcffallows players to de- 

off to another part of the house. Some sign a house full of rooms of their own. 

editm- dt 


ics of night, you are free 
to concentrate on select- 
ing which objects — obsta- 
cles, enemies, and 
prizes — you want to in- 
clude in each of the 
rooms, riie type of envi- 
ronment you create is 
limited only by your cre- 
ativit)'. 

The Room Editor con- 
tains ;i Tools Window 
with a jjop-up menu of 
object types such as 
prizes, cluiter, blowers, 
I'urniture, switches, light- 
ing, enemies, transpoi'l, 
and appliances — a com- 
prehensive list to satisf)’ 
llie most demanding inte- 
rior decorator. 

A single house can contain no more 
than 8,192 rooms with a maximuni of 
24 objects per room, whicli will keep 
you liusy for years. Besides rooms, a 
house file contains information about 
the higli score for that 


switches must be activated with a deft 
touch of the glider to engage a liiower 
vent, or turning on a light in a dark 
room before a glider is lost to the floor, 
or some other doomsday household 
item. Using your wits is always impor- 
tant. For example, finesse may be the 
ace up your sleeve I'or getting past a 
dreaded paper shredder without Ibil 
protection or shutting off that pesky 
electric switch. Or, you may fly into an 
invisible transporter and magicall)’ end 
up in a tree house. 


The editi^- desen-es a review in its own 
right, hut w§,Ml toucli on a few high- 
lights 10 get^u going. Creating a 
house is simple, liul>q;eating a “great” 
house reqtiires an artisan s t^ch. 

Since constructing a new hotise from 


house and the 
saved 
game, i( 
any. In 
this way, 
high 

scores fi 
your own house 


so'atcli may seem daunting for ilielTe^ design liave nothiiv 


ginner, users will find a file called 
Empty i-Iouse. 'Phis house was specially 
designed with all the air vents and 
lilowers positioned to jiropel your glid- 
er across each room. By eliminating 
the need to figure out the aerodynam- 



SYNCHRONIZED 
GLIDER TEAMS 

Glidkr Pro supports cwo- 
player games, wliich re- 
quire players to form a 
two-glider team, Hying 
side-by-side through 
Slumberland. Designated 
keys at opposite ends of 
die keyboard allow simul- 
taneous flights. Keep in 
mind, however, one play- 
er cannot go upstairs 
while one goes down- 
stairs — players must 
agree on which room to 
explore next. 

Regardless ol' mode. 



to“nTrTVm iTTntr scores 
for Slumberland. When 
quitting in the middle of 
Slumlierland, the stale ol' 
the game is saved automati- 
cally. Gi.idrr Pro stives only 
one game jier liouse, so if you had jire- 
viously fiuil Slumberland and re.sumed, 
you overwrite that savetl gtimc. 


GLIDER GREASE Gliders are destroyed on landing, unless the 
surface has been greased. The folded paper is an extra glider 
bonus, but don't hit the switch, or you’ll be blown away. 


CONSTRUCTION TIPS 

Sure, you can go crazy and clroj) all 
sorts of things in roi.ims. It’s etisy to 
make a litircl room, and it’s even easier 
to make a room that’s impossible to gel 
across. My lip for the budding custom 
hou.se builder: create a house that 
starts out easy and gels progressively 
more dilficuli with more tlitin one path 
through it; rooms should liave more 
than one solution, and the house 
should look ordered and not too cliaoi- 
ic. Creating a balanced sei'ies of glider- 
defying rooms exposes the genius 
behind this unique, whimsical game. 
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THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 



(\jh<55 o^. 


If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnIe® Multi-Player 
Games, you’re playing real people, in real time. Some 
of the best players around the 
world. □ Splash a bandit in Air 
Warrior®, and you’ve just taken 
out eight other guys, who’ll be back gunning for you. 
Blast a MechWarrior® in Multiplayer BattleTech™, and 
who knows? Could be that jerk from the coast. Could 


Call 1-800-638-9636 

TDD l-SOO-238-9172 


be a mercenary who’s looking for a few good friends. 
□ With GEnie, the possibilities are endless, the people 
are terrific, and even the prices are competitive. So put 
some new life into your joystick, 
and sign on. We’ll see just how 
good you are. □ To sign up online, 
turn your modem on and dial 1-800-638-8369 or in 
Canada 1-800-387-8330. Enter JOINGENIE at the 
prompt. When asked for the special offer enter AAA423. 



GEnie. 

multi-player games 

BEST GAMES AROUND! 


Air Warrior is a registered tradomark and Stellar Emperor is a trademark of Kosmai Corporation. MiiltiPlayer BattleTech Is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 

Circle Render Service it228 




THROUGH THE LOOKING GLASS Some rooms have normal mirrors, 
this one does not. Fly In front of it and the room reverses, leaving 
all your controls s-d-r-a-w-k-c-a-b. 


'file gi'apliic details are attractive, es- 


pecially in 256 colors. I'lach screen is so 
nicely rendered that players may (eel 
they’re inside a ITne illustration come 
to life. For example, the shadow of the 
glider along its flight path and the 
glider rellecled in mii-rors add a sense 
()[ three-dimensional realism. More im- 
portantly, the ambiance of the house 
gives the distinct impression that some- 


one actually lives there — 
which is what transforms 
Calhoun’s programming 
code into magic. 'I'his old 
house, many parts still 
under construction, has 
all the elements of life — 
leaking water, plus other 
well done mood-altering 
sound effects that con- 
tribute to the game’s ec- 
centric spirit, including a 
telephone ringing some- 
where in the house. Who 
could be calling? 

1-arger monitors allow 
players to see more than 
one room at a time, or 
view upstairs and down- 
stairs simultaneously; the 
wide three-room letterbox jjanorama 
option works extremely well. L(K)k for 
scanned photos of Calhoun and the 
other house builders who hcl|)ed raise 
Slumlierlancl. 

Incidentally, the house builders cred- 
ited for helping create Slnmberland 
came from three Glider fans who im- 
pressed Calhoun with the creative 
dwellings they uploaded to America 


Online. America Online members can 
also check under the New Game Sce- 
nario section for custom houses (Glid- 
er and Glider Pro) created by fans, 
plus a template (ile called “Glider Fold- 
ing Instruction 2,” courtesy ol Cal- 
houn, for making a Hying model of 
Glider. 

Computers were supposed to elimi- 
nate society’s glut of wasted paper. Ii'on- 
ically, Glider Pro is about a piece of 
artfully folded, comjxiler-generaled pa- 
lmer that continues to maintain its per- 
manent crease as one of the most 
original, non-violent action games yet 
conceived for the personal compuier. ir 


THE EDITORS SPEAK I 


GLIDER PRO 

RATIHC it alt itiL 

PROS A unique fliglit of gaming 
fancy that mixes the need for reflexes 
with the need for reflection. Hie cus- 
tom “house” builder allows for end- 
less experimentation and replay. 
CONS None, except that the game's 
Style might not be eveiy gamer’s cup 
of tea. 


VERTRONIX INC, presents the best values in ENTERTAINMENT! 


230 Plaza Professional Bldg., El Cerrito CA 94530, 9-6 M Sal, J-800^78-02I /(orders only) Visa, MC, checks, MO s 

(510) 527-4699 (questions?) (5 1 0) 527 4690 Ifax orders) 


Hardware 


GAMES (CD, 3.5) 


LCS-7260 2X 8125 

Sfl 10 vol 1 

832 

Dragon Lore 

S37 

Hand of Fate 

841.41 

Perf, Gen. 2 

S 35 

Theme Park 

841,39 

Milsumi 2X 8129 

5ft 10 vol 2 

832 

Arena; Elder Sc 

S 39 

Hardball 4 

838.38 

IXIA 486 

849 

Third Reich 

8 36 

Sony CDU55E 2X8 135 

Alien I^eg. 

8 36 

Drag.spherc 

840.40 

Haipoon II 

S 44 

Plianlasmag 

848 

Ultimas 

842,42 

Panasonic 2X 8149 

Armored Fist 

845.45 

Empiiv Del 

827.27 

Harrier JJ 

S 38 

Ravenloft 

856.56 

Ultima FB 

846 

NEC5}0 3Xlnt. 8295 

Battle Isle 2200 

833 

Evasive Act 

8 38 

King Maker 

8 34 

Sam & Max 

843,43 

Under Killing Mn 

859 

Plextor 4Xtnt. S460 

Ballledrome 

8 40 

F- 14 Fleet . 

850.50 

Knights Xcnl 

844,44 

Shanglial 2 

8 26 

Un-Roughness 95 838.38 

16 bil Sd MS 

Bnlli Steel Sky 

844 

Falcon Gd 

857 

I,ab ofTiine 

846 

SM Coloniz 

848.48 

US Naw Fighters 

848 

comp. SDed, 8 83 

BioForge 

849 

FIFA soccor 

839.39 

Lode Runner 

837,41 

Sim City 2k 

845,45 

WCAnnada • 

846.46 

IGiDil SB/I’AS 

Hloodnet 

849.49 

Freddy P. 

830.30 

Lords of Mid 

848 

SpQuest An 

848 

WC III 

853 

w/ATbusC(iini. 8109 

Body Count 

840.40 

Front Lines 

8 57 

Mast of Mag. 

842,40 

SSNSeawolf 

844,44 

Wings of Gloiy 

845 

5 wall speakers 8 15 

Cap. Punishment 838.35 

FPS IBascb 

848.48 

Metal & l.arc 

S 33 

Star Trek TNG 

858 

Wolf 

838.38 

24 watt deliuxe 8 39 

Caesar's Palace 

8 25 

FPS Foot95 

848.48 

MetaltechrE 

846.46 

Stonekeep 

847 

WolfPack 

830.26 


Corridor 7 

838.29 

Gab Knight 

842.39 

Myst 

848 

Suliwar 2050 

848,37 

WWll Pack 

845 


CrvsUiJ Callburn 8 35 

Geekwad 

823.23 

NHL hock95 

S38 

SHI. Hoboken 

837,37 

Wralli of Gods 

843 


Dark l.egions 

837.37 

Gobllins 2 

821,21 

Noctropolist 

846 

Syst Shock 

849,49 

Xcom 

844.39 


Della-V 

842.42 

GobllinsQ3 

821,21 

Op. Cmsad 

S 39 

TTO 

853 

Zorro 

838,38 


Descrl Strike 

847 

Grand. Fleet 

838.38 

Outpost 

844.44 

The nth hr 

855 




ADULT CDS (must be ever 1 8) 


I Sexual Ohsessloii S31 Busty Babes 2 
I Adult Movie Alin. SSI) CA Beauties 


I All Beauties 
Amaieiir Mod 2 
Arelie Babes 
BareTruib 
Best oIDifi XTC 
BlflTnvvn 
Horiavious Beam 


S27 CA Daydreamer 
S29 Camp DD 
S 1 7 Ceiilcrfolds 
S27 Digi lal Seduel ion 
S29 Dirty Adult Carl. 
830 Dirty l,.aundiy 
834 Duors ol' Passion 


S36 Dungeon 
841 Endangered 
829 FAOL2,or3 
829 Girls of Double D 
824 Girls, Girls. Girls 

829 Grad, from FU 

830 Group Therapy 
830 Hot Pies 

832 liicliscrcUons 


832 IJ\ Lust 

829 Main Si. USA 
826 Married Woman 

830 Massive Melons 
829 Nasty Nurses 
829 Nasty Amateurs 
829 Night Trips 
824 Nova 2 or 3 

829 Orient XXXpress 


828 Penthouse Ini. 894 The Ma\x 820 

829 Sex 828 CD Brothel 828 

S29 Sinfully Yours 829 Vision 8,30 

S33 Sizzle 829 Weekend at Em. 829 

832 Southern Beaullcs 832 Wicked Wliispers 841 

S32 Strip Poker 822 Women on Wlieels 834 

824 Superstars of Porn 824 

S41 Surfer Girls 829 

828 Sweet Dreams 834 




FREE SHIPPING! on all orders over $100 (conlin. US) 


I 


Overnighl. 2-day. or other shlp])lng — eall! CA residents add sales lax 
■esponsible for lyjmgrapliical errors 2. Returns not accepted w/o prior apjjroval 3. Price and availability subj. to change w/o notice 
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CD-ROM 


r:h'/ FOR IBM PC 


COMP/mBLE 


‘VlitiTOUt a doubt, tire funniest CD-ROM on tire market 
— GO! Digital Magazine 
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ASpotoflee 

A Desktop Putter 

Takes A Threesome To The Greens 


by Peter Scisco 





I l ’S ONK Wl'KK I'ROM TllANKSGIViNC. AS I 
w'Ri'iT-: Tiirs. Hrri: in Norih Caroi.i- 

NA, A liRl(;HT BLUR SKY IS PAIN I LI) 
faiml)' will) wisps of liigli clouds. 'I'he 
tcmpcraliife liovei's near 60 degrees. 
1 jusi need lo think ol'a way to sneak out 
of the liouse before my wife asks me to 
rake tlie lliree ions of leaves I’ve let hill 
for the last nioiuli. rVnd I have to a\’oid 
answering the phone so I don't gel 
eatight by one of those ('.GW editors 
looking for the article I jn'oniised. If 1 
can just make it down to the mtirket, 1 
can call one of my jials from there and 
maybe get in nine holes before anylxxly 
notices I’m gone. 

'fhe best plans, of course, are quickly 
laid to rest. But not all is lost. On my PO 
I've got a trio of golf games, the latest in 
a long line of lunch time entertainment 
foi- around the office or evening while- 
aways at home. 

Computer golf games tire the perfect 
arcade tonic for iwitch-i-esistani gamers 
settling comfortably into tbeir gaming 
golden years. They’re simile games, real- 


Microsoft Golf 9.0 


Price: $49.95, 

3.5" Floppy 
System 

Requirements: 

IBM 

compatible 
386 or better, 

SVGA graphics, 

10MB hard 
disk space, 

Windows 3.1; 
supports Sound Blaster compatible sound 
cards. 

# of Players; 1-4 
Protection: None 
Designer: Access Software 
Publisher: Microsoft 
Redmond, WA 
(800) 583-0040 


ly, blending a token amount of slrateg)' 
w'iib only the most iiidimentaiy rellex mo- 
tions. I'liere’s no hard thinking involved. 
Sure, you have lo avoid dropping an egg 
into the beach. You’d like lo keep the ball 
in the short stuff and bring in high on the 
gi'een. But face it — it’s not rocket science. 
You don’t have to mount, man, focus, and 
direct a team of instant rela)’ cameras to 
catch ever)' stroke. No 3-D heads-up di.s- 
play. No draft. .No trades. No chalk- 
boards. No three-on-three with 
color-changing sneakers. No backdoor. 
No outside comers. 

Instead, there’s a kind of exactness. 
You peer into the virtual panorama cast 
upon \’our computer screen, aim your 
shot, and then tap, lap, laj) the mouse 
button (or the spacebar). Sure, you need 
to keej) an eye on the wind gauge. You 
need to take enough club to 11)' the 
bunkers. You need to read the slope. But 
in the end it’s tap, t;ip, tap. 

With this exactness comes a frustra- 
tion unique to golf. The best phiyer can 
shank one into the woods or blow a 
two-fool putt. The lucky player can 
sink a 30-yard chip. From those ex- 
tremes, you have to approach the next 
shot as if it’s the onl)' shot in the game. 
Because there ai'e no teams to manage, 
and little action, golf games do best 
tvhen they can successfully imitate this 
concentrated experience. For half an 
hour, you should feel the IVustration 
and occasional Joy (or at least approxi- 
mate the memory of it) you feel during 
a round of 18 holes. So let's lee these 
three up and see bow far they drive. 

SOMETHING BORROWED, 
NOTHING NEW 

If you've played LtNKS 386 Fro, then 
you’ve played MicRO.sour Golf 2.0. Or, 
to be more exact, you’ve seen the same 


graphic c]uality that you gel in this ver- 
sion from the boys and girls in Red- 
mond, W'A. Originally, MtCROSOur Coll 
lagged behind LtNK.s 386 Pro, the DOS 
game from Access Software. Micirosofl 
Golf 1.0 put the original Links inside 
W'indows, but couldn't touch the visual 
(jualit)' in the I.tNKS 386 Pro game. With 
its push-buttons, radio buttons, poj>up 
and drop-down menus. Links 386 Pro, 
looked better than anything running un- 
der Windows. Still does. 

Playing catch up is never pretty, but 
after a great gnashing of teeth Microsoft 
has for the moment drawn even with its 
DOS inspiration. (If Access recovers 
from publishing Undlr a Killinc. 
Moon, we could see a 486CD version — 
i-uns better on a Pentium — by fall.) So if 
you want a Windows golf game, this is 
the best game in town. 

MiCROSOFF Golf 2.0 |)u(s you on the 
lee at Firestone Counny Club, built 60 
years ago by Flarvey Fii'estone for his 
employees. 'Fhe South Course, which is 
the course played in this game, was re- 


PGA Tour Golf 486 


Price: $59.95, 

DOS CD-ROM 
System 

Requirements; 

IBM 

compatible 
386-40Mhzor 
better, SMB 
RAM, SVGA 
graphics, 

13MB hard 
disk space, CD-ROM drive; supports 
Sound Blaster compatible sound cards, 
# of Players: 1-4 
Protection; None 
Designer: Steve Cartwright 
Publisher: Electronic Arts 
San Mateo. CA 
(415) 571-7171 




182 COMPUTER GAMING WORLD • JANUARY 1995 





designed in 1 959 by 
Robert TrenL Jones. Hi.s 
influence turned an 
easygoing duffers day- 
dream into a first-class 
PGA challenge course. 

The most I'amous hole, 
number 16, is a 5-par, 

625-yard undulating 
green monster that will 
suck up more shots than 
a driving range scoopei’. 

And it plays just as long 
on the computer. 

To its credit, and with 
a leg up on the other two 
games reviewed here, 

MiCROSOi'i' Golk 2,0 will 
also use an)- of the 
Links386 Pro Super \T.'.A Champion 
Courses (the ones in the white boxes) 
that Access releases about four limes a 
year. 'I'he game also comes with a con- 
verter for the older Links386 Prti cours- 
es. Neither of the other two games 
played for this article come close to 
matching the number of courses avail- 
able for Micatosorr Goi.r 2.0. 

So how does it play? A lot like Mi- 
CROSorr Goer 1.0, to tell the tiiiih. The 
player’s perspective puts you about 30 feet 
behind the animated golfer. You can aim 
the shot using the mouse to mo\ e a red 
and white pole along the fainvay. The 
pole is mostly a directional marker, e\’en 
though it also provides distance informa- 
tion. You can use tho.se measurements to 
avoid obstacles and to help ) ou choose the 
right club— just in case you don’t trust 
your caddie wizard (and you shouldn’t), 

Shots are governed by a circular swing 
meter, with 100-perceni junver at the 


Price: $79.95, 

DOS CD-ROM 
System 

Requirements: 

IBM 

compatible 
386-40Mhzor 
better, 8MB 
RAM, SVGA 
graphics, 

13MB hard 
disk space. CD-ROM drive; supports 
Sound Blaster compatible audio devices. 

# of Players: 1-4 
Protection: None 

Designers: Tom Farrell, Randy Hujar, Gary 
Skiba 

Publisher: Lyriq International 
Cheshire, CT 
(800) 433-4464 


Same Elayer &c(lon fipllans li^indow Help 



SPLIT SCREEN Microsoft Golf 2.0, the Windows version of Links 386 
Pro, misses some of the detail in the layout. 



12:00 mark and a straigiit hit at the 6:00 
mark. Go o\'cm' the 12:00 mark, and )ou 
had better nail llie bottom line, or you 
can count on picking your ball out of the 
ti'ees or fishing it i.iui of the water. 

The display, as mentioned previously, 
adopts the I.ink.s386 Pro gi'aphics to the 
Windows em ironment. But. unlike the 
DOS version, you don’t get tnucli conti'ol 
over the layout of your display. Links386 
Pro version allowed for more clarity than 
its Windows offspi'ing, even on 14-inch 
and 15-inch monitors. 

Statistics for eacli course, and cumula- 
tive stats for each player, are recorded for 
prinliiig, browsing, or hiding. You can 
also recoi'd \-()ur jjerfornianee and save it 
as a file to send to a friend, Avho can tlien 
load your phn er on his or her machine 
and play against )'our performance. Like- 
wise, you can replay and save tho.se great, 
and not so great shots to ^vatcli over and 
over again. 

.All of this is very familiar, and Mi- 
t:RO.soFr GoL!- 2,0 brings nothing new to 
the table except the fact 
that it plays within Win- 
dows. If you’re in’ing to 
gel in a round in be- 
tween the hours you’re 
supposed to he crunch- 
ing numhers I’or the 
I’ourth-qiiarter earnings 
report, llial’s useful. But 
)-()u better make sure yon 
ha\'e plent)’ of RAM 
socketed into your moth- 
erboard. The manual 
says it will run in 4MB of 
R.AM. but )’ou can forget 
that noise. I pla)'ed it on 
my regular macliiiie — a 



4861)X/2 50 with 8MB of RAM— and 
wished for something much bigger and 
faster. I found the swing meter and ani- 
mation somewhat erratic, which makes it 
hard to be exact. .And that made it hard 
to keep iny score down. 

1 can hardly imagine ^vhy someone 
would Avant to play this version ol'ihe 
game ratlier than its DOS cousin. Com- 
puter newcomers who ha\ e adopted Win- 
dows as a preferred interface will 
welcome the improved graphics and the 
I’ainiliar Windows controls, but I miss ihe 
detail and performance that define 
Link,s386 Pro. 


MICROSOFT GOLF 
RATING 


ON THE TOUR 

I have always enjoyed PGA Tol’R Goi.i' on 
(he Sega Genesis (I will uoav duck as old 
golf halls are hurled in my general direc- 
tion). ixtt ne\-er found it as fun to play on 
the PG as Lini;s or even Accolade's |,\CK 
Ni(:Ki.,-\fS series. Bin I take it all hack. 
'I'his laicst edition — PGA Tour Golf' 
486 — gels rid of the cartoon characters 
and coloring-book look, and replaces 
them with realistic graphics tliai equal 
ain'ihing the comjjciiiion has to olfer. 

Bui ii’s not just the re]3]'esenlaiion of 
trees, greens, and sky that makes PGA 
Tol R Golf 486 look so good, 'fhe game 
has also been redesigned from the jjlay- 
er’s |3erspecii\'e. T'he hokey sliding bar 
used to govern the swing action in previ- 
ous versions, for exaiiijjle, is replaced by 
a graceful arc that encircles the golfer 
like the halo of Saint Mulligan himself. 
Aiming yoiir shot means adjusting a 
graceful golden irajecton- that ends in a 


Cutiulalive Tnlali 

■fitsre’srrrasrpiijBa — 

“ • id* 


veiaao S^e Per Round 
■ il HifeiTnflTiS 

Ayoiage Dnyojln feBwajfl 
I nlalOjivei In PBiwaji. 

X Dt'iroV In Fehinj 

Tolal Gittuns In Rir[|uL9liDn 

X.R.iLien* ItijMuJaliQn 

AvBrafleT’ulli Per Rooi^ 

Avg nAl*?lldle (All Gieen*) 

Avj) Pidlt/ Hole f Bieeo* In Rcq 
I dlolTlumbet ot Chif^lm 
Av0 Rwna ' 


Ayeiao# ^iioKijjJtiken 

„v. 


Jjt#.. Dul 


100* 0 


STATISTICALLY SPEAKING One of ttie best features of Microsoft Golf 
2.0 is the comprehensive stats for player and courses. 
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•All NFL teams from 1961-1993 
available 


'Tnie Modem Playj^i^chat mode 
'Season replay option 

994/95 Rostefs & Rules 
■Create your own teams or edit 
fisting teanis . 

piayspi; 

W*- 


'Create your own leagues or use preset NFL Leagues *• 
'Drait either pro or college players creating dream teams 
'Largest Football Fields ever cteated.' c 

'Complete Slats Compiling and Print outs 
•Insiijm replay , 

»]pnhanced Grap^cst'tfeAnimatioq i ... 






Visit your local software retailer or contact Micro Sports directly at 1 -800-937-7737 
Micro Sports. Incorporated ^ 

One Norlhgate Park, Suite ! 03 j The game chosen by “ USA Today ” for the past eight 

Chattanooga, TN 37415 years to determine their Super Bowl winner. 





GET ON TOP OFTHE ACTION! 



*True modem play with Chat Mode 

^'Licensed by over 80 college univensities, in their official jerseys 

“‘Create your own league or use preset leagues from all major conferences 

“‘Largest football fields ever created with university logos 

*Play by yourself or with friends 

*Season replays in less than one hour 

*League leaders maintained for each conference 

‘^‘Multiple formations with substitutions and injuries 

*Complete statistical printout capabilities 

*Simulated National Championship at the end of the season 




Visit your local software retailer or contact Micro Sports directly at 1-800-937-7737 
Micro Sports, Incorporated coueoiate 


Chattanooga, TN 37415 


TM winner for last eight years. 


Circle Reader Service 11304 






definite arrow. Move the 
mouse forward, back, 
left, or right and both the 
arrow and the swing me- 
ter adjusts for distance 
and direction. 

Like MiCROSOrr Golf 
2,0, you can also adjust 
each of your shots i'or 
those tougli situations. 

But instead of filling out 
a dialog box and making 
adjustments in a window, 

PGA Tour 486 lets you 
use the mouse to control 
how you hit the ball. 

Hold the right mouse 
button and mo\'e fons^ard 
or back to put lopspin or 
backspin on the ball; or, move the mouse 
to the right or left to spin the ball for a 
fade or draw. Despite the fact that I w'as 
using a mouse, I found this design to be 
closer to the experience of a real game, 
and a little easier than when I'm standing 
on the fainvay. 

You don't have as many add-on courses 
to choose from in this game, but the main 
progi'am does include three championshijD 
courses: TPC at Summerlin (host to the 
Las Vegas Invitational); TPC at River 
Higiilands (home of the Canon Greater 


Hartford Open); and TPC at Saw'gi'ass, tlie 
Florida course that’s ihc .site oflTe Players 
Chanij^ionship. Each of the courses is lusli- 
ly detailed in its on-screen display. There’s 
plenty of depth and perspective, which en- 
hances the experience. 

One of the features I have always 
liked about PGA Tour Golf is the 
Tournament mode, in wliich you and up 
to foul' other players can compete with 
nine actual professionals. If you’re not 
up to that, you can shoot 18 holes, or 
pla)' the front or back nine, just as you 


can in Mk:ro.sofi' Golf 2.0. .Also like its 
Window's counterpart, PGA Tour keeps 
track of your stats, including your hand- 
icap. But it goes one better than Mi- 
crosoft Golf 2.0 in allowing match 
and skins play in addition to the tourna- 
ment mode. 

Playing on the Pi'o level here can be a 
humiliating experience. The swing meter 
moves with lightning speed, and you 
have to be on )'our toes to get the snap 
just right. Less skilled levels — Novice and 
.Amateur — are more forgiving and offer 
the beginner an iniroduction to the 
game. You can jDractice any hole on any 
of the three courses, but there isn’t a sep- 
arate driving range or putting green. 

The first several times I ])Iayed the 
game, I was annoyed at the length of 
lime it took for the screen I'edraw's. 
Fi'om a tee shot to a second shot from 
the fainvay, measured from swing to 
sw'ing, it took almost 30 seconds to set 
up. Measured from the point immedi- 
ately following your shot, when you 
press “Continue,” the count came to 
about 8 seconds. You can speed up 
these times by turning off the Snap 
Around view', which is a reverse view 
that takes over after you hit the ball. 
Since there’s no way to see a reverse 
view' at the same time you see the main 



view (unlike Microsoft Golf 2.0) some 
players may want to keep it on — but be 
prepared to pay in terms of time. 

'Hiere are other prices to pay for what 
could have been the finest golf game 
ever. The most blatant is the lack of a fe- 
male golfer. Tliei'e’s no reason why a 
player sliouldn’t be able to stick with his 
or her gender when teeing up a golf 
game. Beyond that extreme missing 
piece, there isn’t much in tlie way of cus- 
tomizing your player, eitlier. You’ll be a 
brown-headed guy in a pink Polo shirt 
and a pair of white Dockers. It’s not an 
outfit you'll ever find me wearing, but 
then again you’ll never see me playing 
the TPC courses that I get in this game. 

This \'crsion, updated tvith photo-real- 
istic graphics, better controls, and an ap- 
pealing visual design, put new life back 
into the PGA Tour title. I’d tee this one 
up any time. 



PRETTY AS A PICTURE 

Here’s a different looking bit of green 
altogether. Picture Perfect Goi.f uses 
thousands of photographs — not digi- 



NOT MY BEST DAY At least I wasn't in the cellar during early play of 
the first round. 


tized video footage — to supply a view 
of the Nicklaus-designed (with Pete 
Dye as architect) Harbour Town Golf 
Links. The course is a true links, a sea- 
side course that, unlike others that the 
long-ball-hitting Nicklaus designed, 
stresses accuracy and the approach 
o^’er the big drive. 

The use of photogi'aphs not only gives 
the game a different look, but it also 
speeds play. Your computer doesn’t have 
to redraw screens; it merely takes your lie 
and dumps in the photogi-aph from that 


position. From my expe- 
rience, it seems accurate 
enough. All possible lies 
are accounted for — even 
those you wish you’d nev- 
er found. 

The photography, 
even if it gives an accu- 
rate and totally realistic 
portrait of (he course, has 
one disadvantage over 
the digitized courses used 
in MicrosoI'T Golf 2.0 
and PGA Tour Golf 
486: the perspective is 
flattened. The illusion of 
depth is lost, so that it 
looks like your ball is trav- 
eling across a photo- 
graph. For some players, this may detract 
from the game’s realism. Personally, I 
don’t think it alfects play, even though I 
do believe that many of the photogi-aphs 
lack enough contrast to maintain the 
golfing illusion. 

Another visual difference that should 
be noted is the player’s perspective. Pic- 
'FURE Perfect Golf doesn’t use animat- 
ed golfei's. In fact, you can’t see the ball 
at all when you address it. Your position 
is at the lie; when you swing, the ball 
emerges from your feet to fly, if you’ve 


..>.w 


Y »_'■ 


We’re working on it. 



It has more games, more features, and more authentic action than any other Casino simulation 
around. New Casino Tournament of Champions. In The Next Move™ Series. ^ 

It will definitely quench your thirst for excitement if nothing else. Available on IBM 
CD-ROyV1.To order call (305)373-7700 • (800)468-7226 • BB5(305)374-6872 Capstone- 


( Champions, The Next Move Seri 


:.AII other trademarks acknowledged. 
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P.O. BOX 6295 
SALINAS, CA 
93912*6295 
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FjcttjnesiCO/3 51 
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irSsi: Paiiai/3.51 
JjgandilXll 

KTMSiM Euierttedl^.S 
Ki^dcmFa Readesfu 
Knedam qI Germx^.S) 
KhgnatoI3.S 
KiigsOiest l^iCOl 
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OPEN: 6AM-1 IPM PST EVERYDAY 

1-800-983-4321 

ALL PRODUCTS LISTED ARE NEW 
SATISFACTION GUARANTEED III 
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UNRETOUCHED PHOTOS Get a look at the real Harbour Town Golf Links with 
the photographic layout in Picture Perfect Golf. 


done your job cor- 
rectly, toward the 
pin. This first-per- 
son perspective 
works well witii an 
optional infrared 
golf club accessor)' 

(available from 
Sports Sciences 
and available from 
the ])ublisher), a 
half-club that feeds 
your swing infor- 
mation to the com- 
puter for those 
electronic duffers 
who don't want to 
play with the 
mouse or key- 
board. 

d'he swing meter 
in this game is exactly like that in Mi- 
CROSOFI' Golf 2.0, a circle with 12:00 
representing 100-percent power and 
6:00 representing perfect snap. Preset 
swings for straight, draw, fade, and 
punch shots add to your arsenal, but you 
don’t have as fine a control over your 
shot as you do in the other two games re- 
viewed here. A driving range ;md pulling 


green are available for practice se.ssions. 

Wind and break (on the green) are, 
like the other two games reviewed here, 
represented by a dial on the game dash- 
board. Also standard is the shot infor- 
mation — disttmce to pin, j)layer’s name 
;ind score, and the hole’s par rating. All 
three games allow Gimmies and Mulli- 
gans, but Pici URif. Pf.rff.ci' Golf differs 


in recjuiring the player to choose the 
number of Mulligans he or she will be 
allowed in the game. 

With only one course, PltilURF- Pfr- 
FECT Golf lacks the depth and chal- 
lenge of the oilier two games discussed 
here. The publisher plans to release a 
new course CD-ROM every three-to- 
four months. 



THE 19TH HOLE 

All thi'ee of these games share similar 
features, which makes it difficult to distin- 
guish the advantages of one over anoth- 
er. None of them has a course designer, 
for example, which throws some comput- 
er golfers into sitasms of agony. All of 
them allow you to practice, although 
PGA Tour Golf 486 doesn’t have a dri- 
ving range or putting green. All of them 
kecj) stats, ofi’ei' replay, and provide an 
afternoon of non-serioiis entertainment. 
But for my money, PGA Tol r Goi.f 486 
takes the day. W 


Download a free games preview, 

Be one of the first to preview Capstone's Next Move™ gomes including Casino Tournament of Champions, Ultimate Badgammon 
and Anyone For Cards’ It's free through America On-Line, keywoid "Capstone”: Software Creations BBS (508) 365-235 9 , 2400 Baud • 
(508) 368-7 1 39, US. Robotics • (508)365-9352, 14.4-28.8IC or simply call our BBS at (305)374-6872. 

or get The Next Move™ preview CD for $ 1 .95, 

May we suggest you take a test drive before you purdiase gaming-s/mu/aa'on so/twore. Visit your local software retailer while 
supplies last Included with the IBM CD is a coupon good for $10 off the price of Capstone's Casino Tournament of Champions. 

and get a chance to win a free trip to Las Vegas. 

Don't forget to enter Capstone's "Make The Next /Move™ Sweepstakes.” You could win a trip to Los Vegas. See store 
display for details. 



BridgeMaster Ultimate Casino Tournament Grondmosier Anyone Far Cards? 

mpionship Edition flockgommon of Champions Championship Chess 


All deles. The Next Hove Scries and Capstone arc trademarks of IniraCorp. tnc.AU other trademarks acknowledged. 
To enter send a 3" X S" card with your name and address to: Capstone’s "Make The Next Move^” Sweepstakes." P.O. Box 4058. 
Marblehead. MA 01947. All entries must be postmarked by March 31,1995. No purchase necessary. Void where prohibited by law. 
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Your other hand tightens around the ThrustMaster- F-16 
FLCS~ stick as you maneuver behind your enemy. 

Suddeniy, the MiG faiis into the funnei of your HUD. 
Squeezing the trigger, a lethai haii of cannon fire rips 
through his ship - sending him down in flames. 

Unlimited Programmability 
Unparalleled Performance 
Uncompromising Reality 


F-16TQS 


Fearlessly, you push the ThrustMaster* F-16 TQS-* 
throttle forward and your Falcon roars to the 
rescue. 


The force of acceleration slams you into the 
ejection seat as you tear through the sky. Your 
skilled fingers dance over the fully programmable 
switches as your thumb works the TQS~ trackball. 


THRUSTMASTER. 

THE REALITY SPECIALISTS 

10150 SW NIMBUS AVENUE PORTLAND, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094 
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Smokin’ SIGs 


Wri IIOUT QUES- 
TION, Kl.lU.ill' 
•SIMULVI IONS AkE 
the most complex 
pieces ol con- 
sumer software 
around. Not onk 
arc tliey difficull 
to cTeate. with ilicir sophisticated llight model- 
ing and graphic magic, Init tiiey're dii'licult to 
use. Prixlucts such as Futtan SiNtULViOR 5.0 and 
I^M.CON 5.0 require many hours of simulated 
llight time to fully appreciate their flepth. 

Fonuualely. it seems that simulation flyers, 
like nature, abhor a vacuum — in this case, a vac- 
uum ol knowledge. In on-line forums and in 
special interest publications, situ jocks have 
banded together to share in their ignorance and 
swap battle-tested wisdom. 'These special inter- 
est groups (SIGs) provide training, information, 
and resotirces, and bring people together to 
share in their common obsession. 

Flight sim SIGs take on many diflerent forms. 


Across the nation, groups of players come to- 
gether to form “electronic righter squadrons,” 
providing training and partners for network 
and modem play. Almost eveiy on-line sen’ice 
has .some sort of flight simttlation forum or bul- 
letin board. Several grottps have started newslet- 
ters and mini-magazines catering to their 
charter. Other groups connect via Internet e- 
mail and newsgroups. 'There are dozens, maybe 
hundreds, ol' these organizations out there. 'This 
month Tm going to give you the Bogey’s dope 
on a fetv of my favorites. By no means is this 
coverage exhaustive; Tm simph’ going to discuss 
a handful of groujus that I find to be the most ef- 
ficieni, informative and useful. 

MICROWINCS 

First, for the latn-combat flight sim fan we have 
'The International Association for Aerospace 
Simulations. .More commonly known as Micro- 
Wings after the name of their magazine, mem- 
bership in this group offers 1) a free copy of 
Micro.soft’s AiR(;R.-y'r and Scenery De:si(;\er or 
Mallard's Fuc.iit SiMUtA'iOR 
5.0 Scenery Ui’(;r.\de for the 
Mac to the first 2.000 mem- 
bers; 2) a free CompuServe 
sign-up kit; 5) discounts on 
Thrusliiiaster. BAO, and 
Sublogic products: 4) a mem- 
ber database to help locate 
modem-play partners in yotir 
cit)’, area code, or around the 
world; 5) a subscription to 
their iDlack-and-wbite, bi- 
monthly. 42-page magazine, 
MicroWings. Kach month Mi- 
croWhigs ofl'ers lessons and in- 
structions written by 
experienced pilots on every- 
thing from crosswind landings 
to IFR navigation. Member- 
shij) is a bit jn'icey at S5() per 
year, but provides excellent 
instructional information fur 


ON THE RADAR 


CGW informants indicate that Domark’s Confirmed Kill (formerly Dog- 
fight) has been confirmed dead. The project has been canceled. 

However, Domark has announced a new title, Flying Nightmares 
2000, a sequel to their popular PowerMac title. Flying Nightmares. Un- 
like the original, Flying Nightmares 2000 will be available on DOS ma- 
chines, and much like Domark’s AV-8B Harrier Assault, the action wiil 
focus on a combined arms invasion of a small region, most likely an 
island in the Caribbean famous for its dictatorial government. Players 
will lead Harriers, Cobra helicopters, and LAV-25 personnel carriers 
in the invasion, jumping from vehicle to vehicle in real time. The sim 
will support four, possibly six, players on an IPX network, and two 
players on a 28.8 modem connection. It has been Domark’s style to 
support cutting-edge graphic accelerator cards (they supported the S3 
chip in previous releases), and we wouldn't be surprised if they con- 
tinue that trend with newer graphic acceleration technology. 



LOOKING FOR A 
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MENTOR? CHECK 
OUT THESE 
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CATALOG 
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on any two in-stock games 
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general aviation fans. Combat vets be- 
ware: MicroWbii^s caters only to non-com- 
bal simulations, such as FS ^1.0, FS 5.0, 
and Air 'IUan'SI’ORI' Pilo'I'. For more in- 
formation, contact MicroWings, Inc, at 
(21-1)324-1406. 

INTERCEPT 

Second up, we have luleyccpl, a journal 
dedicatcci to combat lliglit simulation. 
Published bi-monthly by SIMCAl’ (as in. 
Simulation Combat Air Patrol), each is- 
sue focuses on a single, newly released 
combat tlighl sim. However, the bi- 
monthly schedule bends as software de- 
liver)’ slides. If the focus lu'oduci misses 
its release by a month or two, the corre- 
sponding Interrcj/l issue slides also. M a 
result, subscriptions are for a set number 
of issues rather than a time period. Six 
issues of this 32-page, black-and-wiiile 
magazine costs $20, with each issue ship- 
ping as a major new combat Might simu- 
lator ships. 'File magazine includes 
tactics and strategy columns applicable 
to the featured j)roduct, briefings on the 
aircraft and weapons modeled in the 
product, news, and “readers forums” 
where readers share tips, tactics and sto- 
ries. Intmepl may be best knoivn for its 
head-to-head tournaments. Seventy-two 
simulation pilots recently (lew Fai,cx)N 
3.0, MiG-29, and HoRNt':T' in tourna- 
ments across North America. Serious 
prizes were awarded to finalists, culmi- 
nating with the grand prize: a day at the 
US Fighter Squadron in St. Paul, Min- 
nesota, donated by Spectrum HoIoByte. 
US Fighter Squadron, in the line tradi- 
tion of Sky Warriors and Air Combat 
USA. lets y«)U lly real dogfights in real 
aircraft under the watchful eye ol' mili- 
tary safety pilots! hilercepl'^ competitions 
are held fairly regularly and are open to 
subscribers only. For more information, 
contact SIMCAP at (918) 338-3520. 

A FORUM FOR FLYERS 

F'or CompuSen'c* members, I highly rec- 
ommend the Flight Simulation Forum on- 
line (GO FSFORUM). Although not a 
newsletter or “club" per se, FSFORUM of- 
fers a wide variety of seiwices and informa- 
tion. 'fhe fomm is divided into sections on 
sceneiy design, air traOic control, gcnenal 
aviation, historical air combat, modern air 
combat, hardware, and space combtit, just 
to name a few. F.ach section is stocked with 
experts always willing to help other users 
through difficult times. Kxperts range 
from programmers pumping out Falcon 
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3.0 Utilities to militaiy pilots (including 
several WAVIl veterans) to certified flight 
instructors. FSFORUM’s libraries contain 
over 2,000 files including help files, jjatch- 
es, game hacks, and custom-built aiirraft 
and scenery Mies for MiCRCsorr Ft, Karr 
Sl.MUtAl'OR. 

INTERNET ENGAGEMENTS 

If you have Internet e-mail access, there 
are numerous “mailing lists” you might 
find interesting. While there is a count- 
less number of Internet mailing lists, 
there are three stand-outs for flight sim- 
ulation fans. 

1) 'Fhe Falcon 3.0 mailing list. Sub- 
scribe by sending e-mail to majordo- 
mo@onion. rain. com with the following 
text: subscribe falconS 

'Fhe Falcon 3.0 list is dedicated to F.al- 
CON 3.0, MiG-29, and Hornet’. Discus- 
sions vary widely, but include how to 
soh’e various hardware/sofrware conflicts, 
tactics, bug reports, how things work in 
real life, and other related topics. 

2) 'Fhe Hitech-Sim mailing list is simi- 
lar to the Falcon 3.0 list, btit widens the 
focus. /Ml graijhics-based, “first pei’son” 
simulations are fair game for discussion 
on this list. Subscribe by sending email to 
majordomo@onion.r;iin.com with llie 
following text: subscribe hitech-sim 

3) For SVGA .Air Warrior fans there’s 
the G66th-etal mailing list. 'Fhis list is pop- 
ulated with veteran, novice, and in-be- 
tween /Mr Warrior pilots discussing eveiy 
aspect of on-line and off-line .Air Warrior 
]} lay. Infonnation on patches and revisions 
can be found here, as well as a thorough 
ftp site filled with Air WARRiOR-rclated 
files, patches, maps, etc. .Additionally, this 
list sen'es as the basis for an Air Warrior 
ladder competition played through Inter- 
net links instead of the GEnie arena or di- 
rect phone calls, join by sending e-mail to 
lislijroc@rex.pfc.mit.edu with die follow- 
ing text; subscribe 666th-etaF 

Re warned, litis list has heavy traffic 
anti will fill youi’ mailbox daily! 'Fhe list is 
available in “digest” formal, but even so, 
the traffic is hea\y enough that I typically 
receive three or four digests per day. 

'Fhese leads barely scratch the surface 
of the resources available out there. If you 
know of other user groups, electronic 
flight squadrons, BBSs, or Internet 
groups that provide accurate information 
and liclpful seiwices, feel free to tlrop a 
note to my CompuServe account 
173760,12511 or write the magazine 
A'FFN: Bogey’s Bar & Grill, 
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Pulling Punches 

Armored Fist Packs A Mean Graphic Jab, 

But A Weak Realism tlook 

by Patrick C. Miller 



T he turbi.n'e en(;i.\’e in voi'r T-8() 

STRAINS AS THE I'ANK (iRINIXS ITS 
WAV I'O THE TCM’ OF A RIIKIE LINE 
litlerecl ihe smoking luilks 
of American tanks you destroyed 
minutes ago. just as your tank crests the 
ridge, a jxmicked shout from your Russ- 
ian gunner rings in )’our headpliones. 
"Meessle! Meessle! Meessle!” 'i'he gun- 
ner quickly swings the turret to the 
riglit, spotting an American inlanti'y 
hgliting vcliicle l)arely visible in a rock)’ 
crag below, 'fhe 'I'OVV anti-iank missile 
it launclicd two sec- 
onds ago is too 
close, fust as your 
linger stjueezes the 
firing trigger, a 
thunderous explo- 
sion rocks your 
lank and a red blui' 
is the last thing you 
see as yon slump in 
your seat. 

Life, as they say, is 
short, then you die. 

No^vhere is this 
more true than in 
Armored Kest, a sim- 
ulation li'om NovaL- 
ogic ilial captures 
ihe lethal intensity of 
armoi'ed combat in 
the 90s. In Armored Fls'F, as in I’eal ai’- 
mored combat, if it can be seen, it can be 
hit. If it can be hit, ii can be killed. .-Ar- 
mored Imst exposes you to the threats that 
predominaie on today’s battlelields; attack 
lielicoplers bristling with guns, missiles 
and rockets, mnrdei'ous salvoes from ninl- 
liple-launch rockei artillery, tank-crip- 
pling mine fields, precision-guided 
long-range anti-tank weapons and deadly 
high-velocity itink gun rounds. 


HAVE GUN, WILL TRAVEL 

'I'he Cold War is ovei', but thanks to Ar- 
mored Fist you can climb into the com- 
mander’s seat of four difTerent armored 
lighting vehicles to wage war in various 
hot spots around the world. You can op- 
erate the American-mtide M-IA2 Abrams 
main battle lank (MB'I’) and the M-3 
Bradle)’ inftiniiy lighting vehicle (IFV) or 
the Russian-made T-80 MB’l' and the 
BMP-2 IFV. Noval-ogic’s reputation for 
creating realistic 3-D worlds with its Vox- 
el Space graphics, the gtime’s unitjue box 
design (shaped 
like a tank hull), 
and the superb 
graphic anima- 
tion, music and 
sound during the 
game's iniroduc- 
lion make you 
itch to begin 
combat. NovaL- 
ogic does sucli a 
good job of 
building exjjecta- 
lions I'or Ar- 
mored Fisi that 
what yon antici- 
pate seems a far 
cry from what 
you get. 

Armor afi- 
cionados hoping for a more up-to-date 
replacement for M-1 Tank Platoon (re- 
leased by MicroProse back in 1 989) will 
be disa]}|)ointed by Armored Ftsi's lack 
of I'ealism in certain areas. Others hop- 
ing to I'east upon .-\rmored Fisr’s visual 
tlelighls will be disappointed to line! that 
the Voxel Space grtiphics which pi’ovid- 
ed breathtaking scenery in CoMANtaiE, a 
helicojner sinuilalor, don’t j)roduce the 
same sj^ectacular I'esnlls when tliey’re 


brought clown to eai'ih. Still, even 
though Armored Fi.S'E miglii not be 
everything expected, within its limited 
scope, it can pren’ide interesting, chal- 
lenging and, yes, even enjoyable game 
jday, provided you can tolerate the 
block)’ graphics, slick with it long 
enough to become accustomed to scmie 
of its irritating features, and think of it as 
more of a game than a simulation. 

Although NovaLogic h:is sacriliced re- 
alism for playability. Armored Fist is 
more than a shoot-’em-np action game. 
Players must devise sound strategies and 
use proper tactics to have any hope ol 
success. 'Fhose familiar with the vehicles 
portrayed and modern armor tactics will 
adapt more easily to ihe game. Foi' the 
novice, however, the manual is ol little 
help. While it does an adequate job of 
explaining the mechanics organic play, 
it places more emphtisis on grand strate- 
gy' rather than providing uselul informa- 
tion on weapon characteristics and 
Ixittlefield tactics. 

'Fhe game conies in bolh floppy disk 
anti CID-ROM versions. The CD \’ersion 
can be installed using between 2 and 6 
megabytes o( hard di'ive space and in- 
cludes sensational aniniated combat se- 
quences at the conclusion of each 
mission. (.Mere eye candy, to be sure, 
hut oh, how sweet it is!) 'Fhe CD also in- 
cludes an additional set of voice audio 
Hies providing highei' (|uality sound. 
Ik'cause NovaLogic tried to design .Ar- 
mored Im.st to be more usei' friendly 
lhau CoMANC.HE, il's less likely that 
you'll need to modil')' system files or 
create a boot disk to run the gtime. On 
ihe 486I)X2/(56 system on which ihe 
game was I'eviewed, it installed easily, 
exhibited no strange behavior, and 
played very' smoothly. 


ArMORBP |i|ST 


Price: $69.95, 

DOS CD and 
3.5” 

System 

Requirements: 

IBM compatible 
386 or better, 

4MB RAM, VGA 
graphics, mouse; 
supports Sound 
Blaster 

compatible cards for speech/sound effects, 
Roland, Adlib, Sound Blaster for music 
Protection: None 

Designers: David Seelholzer, John Garcia, 

Stewart Kosoy 

Publisher: NovaLogic 

Calabasas, CA 

(818) 878-0325 
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ii aij-ira 

,DUO iasi, jfib'r-'liJii Tyniauj will 
iaiiyla wiiij ajiyiiliny. 
SjU^at j'jphiiiifcaH'l fliyh! aiiriulaiioti 
and a 'juaioin yraphiaa/audio 
Haadafianaa availabla tor iha CU. 


LOCK ON: Bandits use team tactics, 1 
vertical maneuvers, jinking high G turnSn 
chaff, flares, and the design streng^s of 
their aircraft. ^ 


ao Will any dljjp|j| 
on iiia niarkdlSQ 
Kdne uraaia ihajt® 

_ ■ ' -fet 


OPTIMIZE IT: Multiple graphics options 
and selectable resolution modes for 
MAX performance. '' 


;ONic 




TOTAL IMMERSION: Full texture-mapping, 
digiti2ed explosions, video briefings, and 
hyper-realistic 4-track stereo sound 
effects and wingman audio. 


4 WAYS TO PLAY: SO Single Missions, 
Campaign with carrier wing command, 
Quick Mission Builder, and Pro Mission 
Builder with extreme detail. 


the fighters yo 
a. Advancedtsi] 





MISSION IMPROBABLE 

Game play is straij^hifons'arcl, giving you 
ihe option of selecLing individual, cam- 
paign or player-created niissions. When 
selecting cither a mission or a campaign, 
you can choose bciAvcen iiastern (former 
Soviet) or V\^estern (American) equip- 
ment. The campaign mode shows a map 
of the world area where you're lighting 
and llie specific locations of the cam- 
paign’s seven battles. Campaigns includ- 
ed are liulia versus Pakistan. Iran vcrstis 
Saudi .Arabia, a civil war on CyjDiiis, Syria 


versus 'furkey, Armenia versus Azerbai- 
jan and the Ukraine versus Byelarus. 'I'he 
basic premise is that a “Multi Lalertd 
Force” using Western equipment has 
been ciejAloyed to each of these conllicts. 

After selecting a mission, you receive 
your orders and go into battle, which c;m 
sometimes begin with the alarming sud- 
denness of enemy rounds impticting on 
)’Our vehicle. Awise move immediately ;if- 
ter the mission h)ads is to press the Fs- 
cape key followed by FI. 'i'his takes you 
to the Command and Control \'ehicle 
(CCV) screen and pauses the game, til- 
lowing you to view a detailed map of the 
battlefield where you can inspect the 
units under your command, see how and 
where they're deployed, atid determine 
what their movement orders are. Plung- 
ing directly into btutle without first re- 
viewing this information can lead to a 
cjtiick, humiliating defeat. 

Often you'll find that while you're kick- 
ing butt and taking names on one part of 
the btiLtlelield in yoitr personal veliicle, 
the rest of your force is oil' licking its oavii 
wounds, leaving you alone against over- 
whelming odds. Periodically switching to 
the CCiV map helps you keep tabs on 


both your units ;md those of the enemy. 
You’ll Irequently find it advtmtageous to 
move to a different vehicle on another 
part of the battlefield, where your divine 
inteivention can turn the tide. 

TANKS SOR THE MEMORIES 

The real fun comes when you take con- 
trol ol a ttmk oi' IIA', assuming the duties 
of commander, driver and gunner. For- 
tuiuitely, you gel (|uice a bit of help from 
your virtual crew, who sj>ot and identify 
enemy units, lock on to targets, automati- 
cally reload youi’ 
weapons, and keej) 
you verbally in- 
formed of gunneiy 
results and other 
events on the bat- 
tlefield. In .\R- 
MORKi) Fist, it’s 
easy to suspend re- 
ality when you’re 
tearing along a 
dusty desert fioor 
in an .M-1, careen- 
ing past chari-ed, 
smoking wrecks 
with your sigiils 
locked on a 'f-SO as 
its turret swivels to 
engage you. Your 
main gun thunders, a near miss kicks up 
a geyser of dirt next to the T-80, and you 
begin counting the .seconds until another 
round is loaded, all the while tiying to ig- 
nore the roar of artillery exploding 
around you, the crash of rounds imp;ici- 
ing on your armor, and a crew member's 
frenzied shouts of “Mind! Mind! Hind!” 

In modern tank combtit, he who fires 
first usually Avins, and Armorit) Fist ;td- 
mirably reflects this 
fact. Using the 
auto-targeting fea- 
ture, you ettn 
quickl)' lock onto 
new targets and get 
off that critical first 
shot. The disad- 
vantage of this is 
tliat there’s no ea.sy 
way to break the 
lock or .switch to a 
more threatening 
target. Occasionally 
you'll find yourself 
in the awkward |)o- 
sition of having 
your gun locked on 
a satellite dish 


while a nearby enemy tank is blazing 
away tit you, forcing you to first destroy 
the dish and then pray that you’re still 
alive by the time you can return fire. The 
only way around this is to avoid using 
auto-targeting, a solution that leaves you 
with World War II style gunnery, hardly 
ideal wlien your opponents are using 
modern fire control systems. 

Don't be fooled by the presence of 
IFVs because infantry is completely ab- 
sent on this battlefield (as are buildings 
and roads). In addition to their auto can- 
nons and aiili-iank missiles, Bradleys 
and BMPs carry Stinger and Gremlin 
surface-to-air missiles — the best delense 
against enemy helicopters. In an odd de- 
cision intended to relied the older de- 
sign of the BMP, Noval.ogic excluded 
the overhead map dis|)lay from this vehi- 
cle (as if BMP commanders don’t Ciirn' 
maps), making it difficult to navigate or 
command from this 1F\'. 

Air and arlilleiy support are crucial to 
minimizing losses and winning consis- 
lenil)’. Air .support is usually less efiective 
than artillery because gunships can be 
shot down or will return to base when 
they’re taking fire. Ffelicopters fly 
“kamikaze" missions strtiight to their as- 
signed targets to pummel them from 
point-blank range, which does little to 
improve their surs'ivability. 

Flits on vehicles cause a variety of 
daniage, ranging from insignificant to 
catastrophic. Usually the first thing to 
go is the vehicle’s night vision, a real 
bummer during missions after dark. 
Tracks can be blown of f by mines or en- 
emy hits, and engines can be knocked 
out. As unrealistic as it may seem, if a 
vehicle can survive long enough, track 



SAY GOODNIGHT, GORKY Using laser-assisted targeting, the IVI-1A2 reaches 
out and crushes someone with a depleted uranium Armor Piercing Sabot 
round. 



THE MARGINS OF REALISM The viewport on this M-1A2 portrays units so 
crudely that only the Tactical Map (lower left) can identify them without 
increased magnification. 
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and engine damage can be rejjaired 
during the battle. 

TARGET DESTROYED 

Missions end abruptly when time ex- 
pires, you destroy a preset numbei' ol 
targets, or your force is destroyed. You 
then review your battle statistics, receive 
a perlbrmance rating, collect experi- 
ence points (the manual gives no clue as 
to how these are awarded or what they 
mean), and examine your won-losi 


record. In cam- 
paign mode, some 
missions must be 
completed before 
others can be 
played. Other 
than that, the out- 
comes of your bat- 
tles have no effect 
on your overall 
campaign or the 
subsequent perfor- 
mance of your 
units. 

Armored Fis'i’s 
mission editor is 
one of its strongest 
points, giving you 
the ability to modify existing missions or 
create new ones. Unfortunately, you’re 
limited to the terrain maps that come 
with the game, only four vehicle types, a 
maximum of 16 vehicles per side, and a 
small number of terrain elemenls. As a 
result, efforts to reconstruct historical bat- 
tles from such conflicts as Desert Stoi'ui 
end up looking and playing like typical 
ARMORKit Fist missions. 

When all is said and done. Armored 
F i.s r falls short of being either the kind of 


tactical simulation for which grognards 
grudgingly reseiwe their respect or the 
graphically stunning action game ad- 
mired by those who prefer that genre. 
'Fhat’s too bad, because within its limited 
scope, Ak.mored Fist is capable of creat- 
ing an exciting sensoiy experience as well 
as ])resenting players with challenging 
lactical problems. If you’re not Loo hung 
up on realism or gi'aphics, you’re in the 
market for a game that’s relatively easy to 
learn and quick to play, and if the sights 
and sounds of moclern armored combat 
apjjeal to you, Armored Fist could be 
your front-row ticket to the light, ir 
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ARMORED FIST 

RATING ^ ^ ^ 

PROS Great graphics in general, 
with realistic ten'ain, visual effects, 
and animated sequences. The scenar- 
ios and mission editor will yield much 
short, fast, and explosive ganteplay. 
CONS The game is limited in scope 
and lacking in realism. Definitely not 
a game for those who worship at the 
altar of Simulation. 



For a FREE CATALOGUE CALL 
1 * 800 • a-THUNDER 


"A DOUBLE mST-HAVE. 

Anyone who plays computer 
games will want this 
AMAZING CHAIR!" 

Marc Spiwak 
POPULAR ELECTRONICS 


ThunderSeat Technologies 

6330 Arizona Circle • Los Angeles, CA 90045 
310 * 410-0022 FAX: 310*410-1569 


'7 could actually FEEL the 
punch of the afterburner!" 

Ed Dille, ELECTRONIC GAMES 


low IT WORKS 

1 00 watt subwoofer built into the base generates 
N frequency sound that resonates through the 
ive chamber hidden inside the chair. Thus you not 
ly hear but FEEL your simulation. Paired with your 
iplifier. the ThunderSeat makes your favorite flight 
Ti as realistic as it can be without a motion 
nulator! 


OPTIONAL SIDE CONSOLES 

put your favorite joystick controls and mouse at a 
convenient position. Add a keyboard holder and you 
have the perfect setup for both flight simulation 
and office work. 


Shake Rattle and Roll 
for as little as SISS.SS! 


198 COMPUTER GAMING WORLD • JANUARY 1995 


Circle Reader Service MI85 








You get 600 real NHLPA stars, real 1994 stats and real play-by-play from Al Michaels - 
the dull ache In your jaw when the novocaine wears off. For PC, Sega"” Genesis™ and 


NHLPA 


BHEUHULL 








ANYMORE REALISTIC ANDY 


awaOLDN'TWANTTOPLAYIT. 


Bren Hull Hoctiey '95 Is a trademark of Accolade, Inc. Al Michaels' name is used under license by Accolade. Inc. Accolade is an olficiai licensee of Brett Hull and the National Hockey League 
Players' Association. ©NHLPA 1994. The Sport Accolade Logo and name are trademarks of Accolade, Inc. Licensed by Sega Enierprises, Ltd. for play on the S^a"' Genesis™ system Sega and 
Genesis are trademarks of Sega Enterprises, Ltd Super Nintendo Entertainment System is a registered trademark of Nintendo of America, Inc. ®1991 Nintendo of America, Inc All rights reserved. 

Circle Reader Serv'fce ff33 





The Fleet Sails 
Into NewTheaters 

Fleet Defender Gold CD Boasts Two New Theaters, 

A Mission Builder, And Multimedia Clit^^ 

bvTom “KC” Basham 


Y ou’ve probaiu.v heard riiis be- 

l-ORK; AS SOFIVVARE GROWS IN’ SIZE, 
CU-ROMS BECOME INCliEASINGLY 
more attractive to game publish- 
ers as a distribution media over 
(loppy disks. No exception to tlie rule, 
MicroProse has not only adopted CDs, 
they’ve made good use of the 600 
megab)'lcs on I'l.EEVE DEFENDER CjOLD's 
(Gold) disc. Gold consists of three com- 
jDonenls: 1) The latest update of Flee'E 
Defender including uvo additional the- 
aters (Indian Ocean and Korean Penin- 
sula), 2) a multimedia introduction to the 
game inchiding an animated tittorial, 
and 3) a multi-media presenttition on 
naval aviation. No prior version ol Fleee 
Defender is required; Gold contains all 
components necessaiy to install and run 
the simulation. 


Plebt Dbbendbr Cold 



4MB RAM, SVGA graphics, CD-ROM, 

Windows 3,1, mouse, joystick; supports Ad 

Lib, Roland. Sound Blaster sound cards 

Protection: None 

Publisher: MicroProse 

Hunt Valley, MD 

(800) 879-PLAY 


EXPANDING THE 
SQUADRONS 

Multimedia gloss aside, Fleet 
Defender forms the core of 
this product. The CD-ROM 
includes the latest version of 
the F-14 Tomcat simulation 
including a mission builder 
and two new theaters of ac- 
tion. Each new theater, Indi- 
an Ocean tint! the Korean 
I’eninstila, contains three new 
campaigns. Except for the 
mission builder and new the- 
aters, the basic game operates identi- 
calh’ to the disk-based versions of the 
scTtware. 'Fhe tiew theaters, generally 
referred to as “Pacidc Theaters” com- 
l^arecl to the earlier “Atlantic Theaters,” 
are appropriately staffed by F-14 
squadrons assigned to the I’itcific Heet. 
F-I4s bear appropriate West Coast 
markings and are assigned to appro- 
priate Ihicific-based aircraft carriers. 
Unforttinately, other aircraft, such as 
A-6s and F/A-18s bear Atlantic 
squadron markings regardless of 
which theater you're (lying in. 

While the new theaters add new chal- 
lenges, the mission builder provides 
potentiiilly limitless adventures. Users 
may create missions in any of the tliree 
Atlantic theaters and two Pacific the- 
aters, with the only constraints being a 
maximum of 70 objects (such as ships 
and aircraft) and 60 ground targets. Al- 
though very flexible, the mission 
builder’s interface is rather cktmsy. For 



exam- 
ple, when adding objects to a scenario 
you must page through a long list con- 
taining all available aircraft and ship 
types. The menu lists a handful of items 
to choose from and a “more” button, 
You can move forward in the list by 
pressing the “more” button, but you can- 
not move backwards. If you accidentally 
pass the desired object, you must either 
exit and re-enter the menu or cycle 
through the rest of the list back to the 
starting point. Despite a less-than-per- 
fect interface, the mission builder is quite 
powerful, allowing you to create missions 
on par with the most complex ones in- 
cluded in the various campaigns. The 36 
waypoint commands include “crash this 
object at the specified waypoint” (useful 
for missiles), “Jam communications” 
(causing enemies to Jam E-2 to F-14 
datalinks), and “drop paratroopers.” 


200 COMPUTER GAMING WORLD • JANUARY 1995 




F-14s operating over international 
waters in the Gulf of Sidra. The F- 
14s engaged and subsequently 
splashed both MiGs. The majority 
of the recording from the cockpit 
voice recorders are included on 
Gold along with a written transcript 
and glossary to help listeners un- 
derstand what is being said. Gun 
and HUD camera footage from the 
last few moments of Ilight (showing 
the hit on one of the MiG-23s) ap- 
pear as the engagement nears con- 
clusion. Militaiy aviation bulTs will 
definitely find this part of the pack- 
age interesting. I did notice some 
intermittent bugs with ihe text dis- 
play. A bar moves along the text 
display highlighting the text being spo- 
ken. Sometimes, the text display would 








■ AVUlTONWtFK’S'.'-’^T Effil. 

SBI:: S;: FLIGHT deck) S 

CLIPPED ‘WINGS' The “Flight Deck” video gives insight into 

naval aviation with excellent footage of carrier operations 

and interviews with pilots. 



'‘THE CANOPY IS AJAR" The narrated cockpit tour 
describes controls and displays, including the 
mysterious Collision lamp. 


ations and interesting inteiviews with j)i- 
lots, a landing systems olficer (LSO), and 
an air boss. Anyone who enjoys 
“Wings" on the Discoveiy Chan- 
nel will thoroughly enjoy this 
video. 

Additionally, as an advertising 
campaign, the CD-ROM includes 
the introduction li'om six other 
.Aviation 'Week videos. Although 
the clips last only a couple of 
minutes each and are clearly 
meant to pique your curiosity, 
each still contains some great 
footage ranging fi-om SR-7I op- 
erations to Gulf \Var actions. Mi- 
croProse’s tactic of attaching 
advertising to ilieir software has 
always annoyed me, but in this 
case 1 find the advertisements 
veiy enjo)'able to watch. 

\Vhether you already own Fleet De- 
fender or are just now taking the plunge, 


MARRATED COCKPIT TOUR 

Gold includes a fairly lengthy, two-part, 
multimedia tutorial which runs under 
Windows 3,1. The first part, the cockpit 
tour, audibly describes every switch, indi- 
cator, and display in the cockpit, includ- 
ing indicators not described in the 
documentation. ^Vhen you click on a par- 
ticular object, the narrator explains what 
the object does and when you might need 
to use it. For example, click on the “Colli- 
sion Indicator” located beneath the HUD 
and the narrator tells you the purpose of 
this light: it illuminates when your air- 
craft is on a collision intercept course 
with a radar-locked target. If you can’t 
find what a particular indicator does, just 
fire up the cockpit tour! 

The second half of the tutorial teaches 
actual night operations including arm- 
ing weapons, take offs, searching foi- 
targets, defensive tactics, radar 
locking and engaging targets, 
basic fighter maneuvers, and 
carrier landings. Most of 
the sections, especially 
the landings section, 
are reasonably detailed 
but definitely geared 
toward the novice user. 
The basic fighter ma- 
neuver section is very 
brief and gives only a 
cursory description of 
break turns, merges 
(called “early turns”), the 
split-S, scissoring, the Inimel- 
mann, and the loop. 

MULTIMEDIA 

PRESENTATIONS 

The rest of the CD-ROM contains various 
multimedia presentations. In 1984, two 
Libyan MiG-23s challenged two US Na\y 


become garbled and multiple pages 
would overlap, making it dilficult to read. 
The voice, however, perlormed (lawlessly. 

Finally, Gold includes most of the/hw/- 
tion Week & Space Technology video tape: 

“Flight Deck.” This excel- 
lent video explores every 
aspect of modern carrier 
aviation spanning the 
makeup of carrier air 
wings, hand signals, color 
codes for (light deck work- 
ers’ uniforms, landings, 
and adverse weadier oper- 
ations. The latter tells a 
particularly harrowing tale 
of a landing made in ex- 
tremely bad weather. The 
CD-ROM includes most, 
but not all, of the video. 
The video contains excel- 
lent footage of earner oper- 


Fleet Defender Gold is an enjoyable 
package for any fan of naval aviation. If 
you didn’t like the original, (loppy-based 
Flee'E Defender, howevei'. you will find 
little of interest in Gold except the video 
clips (which can be purchased on VHS 
tape separately). W 
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FLEET DEFENDER GDLD 

RATIHC * * # * 

PROS Mission builder and new sce- 
narios breathe new, extended life into 
a good sim. Cockpit walkthm is great 
for new pilots, while the video addi- 
tions will be enjoyed by all. 

CONS Mission builder interface is 
cinde. 



MED SEA PATROLS Missions can be created in the Atlantic or 
Pacific theaters with up to 70 objects (such as ships and aircraft) 
and 60 ground targets. 
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's D4WN PATROJLfChallenges 
'^^Control Of WWI Skies 

^^Sjr by Michael Rymaszewski 


F or many yi-ars now, thk World 
War I i-'ij(;h i' sim skiks iiavk heln 

RULED ONE C.AME: ReD BaRON 
KROM DYNAMIX. a DELSIGN AND 
programming masterpiece, Red 
Baron was powered by a realistic llight 
model that helped propel it all the way 
into tlie CGI'K Hall of Fame. 'Fhe one 
gi'ipe shared by many Baron aficiona- 
do.s was that the graphics could have 
been belter. 

Now a new con- 
tender has broken 
out oi‘ the clouds, 
one that could ace 
out the B/UION at its 
own game. Named 
Da\v'N P.atrol after 
ilie movie, it lias 
been developed by 
Rowan, the British 
company that pre- 
viously gave ns 
Re.U'.h for lllE 
Skiils. 

Dawn Patrol is a 
game that stands 
out in two respects. 

One is the concept 
behind the game. 

Instead of offering 


a smorgasbord of single missions and pi- 
lot careers, it pre.sents the history of aeri- 
al war in WWI in the form of an 
interactive book whose pages literally 
come alive. I’m avoiding the term ‘‘multi- 
media” intentionally; it’s been so prosti- 
tuted tliat, like a stained blanket, it covers 
loo wide a variety ol' things. 

STILL LIFE WITH TRIPES 
ANP PURPLE ALBATROSSES 

The second out- 
standing feature 
of Dawn P.-verol 
raphics. 
Never in your life 
have you seen 
such beautiful 
planes. Every 
plane and bit of 
landscajie is im- 
age-mapped, and 
it shows. Al- 
though there are 
no individual 
clouds and no 
glare elfect., Dawn 
Patrol is one of 
the nicest-looking 
historical llight 
sims ever done. 


The game comes lieautifully packaged, 
and the box contains not only the manual, 
disks, and technical suiiplement, but also a 
classy book about the First War’s infamous 
ace, Manfred von Richtofen. It’s a nice 
twist on the tendency to stud' abbreviated 
histories into manuals. All in all, you get 
tlie ieel of a meticulously finished jtroduct. 

Installation involves choosing between 
the VGA version, the SVGA version, or 
installing both; this last option allows you 
to view the book in SVGA while Hying 
and fighting in VGA. 'Fhe game’s techni- 
cal supplement states you’ll need a 
DX2/66 or a Pentium 66 to get a good 
frame rate while Hying in SVCiA. If you 
ck) have the good fortune to own one of 
those, and your video card is not featured 
in the setup options, you might still have 
problems. You’ll have to create a boot 
disk with custom GONFIG.SYS and AU- 
TOEXEC.BAT files, and this can be 
tricky; a computer whiz friend oi' mine 
could not gel the game to run for three 
hours, even though he had run other 
games in SVGA without any problems on 
the same system. 

That sounds like bad news for the ma- 
jority of gamers, so let me add quickly 
that the VGA version is pretty good, too, 
and should work smoothly on practically 


Dawn Patrol 


Price: $69.95 
DOS CD or 3.5" 

System 

Requirements: 

IBM compatible 
386-25Mh2or 
better, 3 MB 
RAM, VGA or 
SVGA (1 MB 
card) graphics, 

20 MB hard 
drive space (floppy), 2 MB hard drive space 
(CD), CD-ROM; supports Sound Blaster 
compatible sound cards; supports 
Thrustmaster rudder pedals. 

Protection: None 
Designers: Rowan Software 
Publisher: Empire Software 
Germantown, MD 
(800) 216-9706 
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eveiy 486. The wily Brits have devised a 
way to avoid choppy frames once things 
get veiy busy on the screen: an optional 
feature maintains frame rate by automati- 
cally adjusting the width of the window. 
The combination of the WTVI looks — 
struts and wires all over the place, gaudy 
German paint scheme — with the beauti- 
ful gi'apiiics is entrancing. It’s always gi'at- 
ifying to shoot at a nice target, but 
pumping bullets into a purple-winged Ai- 
batros with a flecked fuselage is especially 
captivating. The ground is quite well 
done, too, although ground targets from 
close up leave a little to be desired. This 
is wliere all the frustrated aesthetes 
among the Red B.-vron veterans will really 
get off, and this could be one reason w'hy 
D.-uvn Patrol could become the most 
popular WVI flight sim among newcom- 
ers to the genre. 

VIRTUAL COCKPIT A L’ANCLMSE 

D.-uvn Patrol also features a British take 
on the virtual cockpit concept, which 
made its debut earlier in MicroProse’s 
1942: Pacific Air ^Var. Yoti hit ihe ap- 
propriate button to padlock the view on 
your target, and then attempt to bi'ing 
your guns into the picture, too. 

As in 1942, this entails certain visual 
sacrifices. The parts of your own plane 
that come into view will remind you of 
those good old days when you phiyed 
Blue Max on a 
286. A press release 
states that the guys 
at Rowan use this 
mode exclusively to 
fly and fight. Being 
both an aesthete 
and a homicidal 
maniac who likes to 
shoot down as 
many planes as 
possible, I did not 
use it much. 

The emphasis on 
the visual aspects of 
the game is tinder- 
scored by a multi- 
tude of commands 
giving you different views of different air- 
craft. Many of those commands are two- 
key combinations, and using them in a 
fluid sequence calls for a monkey-like 
dexterity whicii 1, for one, do not possess. 

I can see, however, the rationale behind 
developing such an elaborate system of 
different views — anyone running 
Patrol in SVGA will spend hours staring 


at the aircraft from various angles, mouth 
slightly open. 

IS IT A SOPWITH 
OR A SPITFIRE? 

Da\w Patrol’s pursuit of visual perfec- 
tion comes at a cost: its llight model is 
relentlessly optimistic. There is the op- 
tion of setting your airplane’s engine to 
“normal” and “super.” It’s unnecessary, 
because even at the “normal,” or sup- 
posedly authentic setting, a Spad 7 feels 
more or less like a Mustang in Aces 
Over Euroi’E — except it has a little 
more power, and doesn’t spin otit. I’ve 


spent 20 minutes tiying to lip a Camel 
into an uncontrolled Sj)in with no suc- 
cess. This feature will cause lips to curl 
with contempt among the serious sim pi- 
lots, but I suspect that it will prove im- 
mensely popular with many others, 
particularly those who are relative new- 
comers to the genre. The engines also 
turn miraculously powerful when autopi- 


lot is switched on — a damaged Ein- 
dekker will climb at an angle approach- 
ing the vertical at a steady 46 mph. 

The cockpit interior is nicely ren- 
dered, devoid of any instruments apart 
from Ovo dials giving airspeed and en- 
gine revs. Altitude is displayed else- 
where, on the information bar across 
the top of the window, so the cockpit is 
there mainly for decorative purposes. 
Right where the inclinometer should be, 
it features two mysterious silver switch- 
es: one switch indicates whether the 
magic autopilot is on, and the other 
confirms it will actually fire the guns for 
you. As silly as it 
sounds, it makes 
sense because of 
the graphics: many 
players will enjoy 
missions flown ex- 
clusively on au- 
topilot while 
flipping through 
the various views. 

In addition to 
engine settings, 
adjustable options 
include joystick 
sensitivity. Therein 
lies a warning: all 
the 13 planes you 
can fiy are curious- 
ly devoid of per- 
sonalities. Yes, a Fokker D\41 is faster 
and more powerful than a 'fripe, a 
Camel can turn while standing still, the 
fast Albatross turns poorly but climbs 
well, and so on. However, all of them are 
ridiculously easy to lly, and react to con- 
ti'ols pretty much as you indicated you’d 
like them to on the options screen. 

THE SOUND OF GUNS 

Finally, there is the issue of what you 
hear while you’re doing all this flying. 
Apart from magnificent-sounding ma- 
chine guns, sound elfects are rather 
poor — at least on AdLib and Sound 
Blaster cards. Hits, whether scored by 
you or on you, are indicated by arcade- 
style noises, and the same slight silliness 
is present in most other sounds. The 
engine was almost totally silent on both 
AdLib and Sound Blaster, while ack-ack 
fire made me jump in my seat. For 
some historical background, here’s a 
quote from Billy Bishop’s memoirs in 
Wi))ged Warfare: 

“The German shrapnel shells are 
nearly always mixed with high explosive. 


mmm 


CURSE OF THE ALBATROS A Sopwilh Camel closes within firing range of the 
garish Albatros 03. The beautiful cockpit is mostly for looks, since flight 
information is displayed at top. 


LUFBERY FURBALL A German EinDekker squadron jumps the English in a 
droning, banking, slow-speed samba, with a Nieuport in the foreground. 
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They are vejy ywisy, but most of the lime 
your engine is making such clatter the 
explosive efforts to ruing you. in flight go 
entirely unnoticed. ” 

I think that is one I'actor that was sim- 
ply overlooked, given the game's serious 
approach to historical accurac)'. 

DOGMEAT SANDWICHES 

While flying a plane in Dawn Pa'I'ROL is 
easy, fighting isn’t. The AI is really well 
clone, and even veteran pilots will be 
truly tested. The enemy planes work in 
teams; for instance, if you’re alone, 
they’ll sandwich you from above and be- 
low, and make firing passes from oppo- 
site directions. You'll see some startling 
things happen, too. D.\WN Patrol is the 
first sim in which I witnessed a phenom- 
enon often described by real veterans; a 
plane following another following an- 
other following another, all locked in a 
chain of death, each firing at the one in 
front. Other details include balloons 
hurriedly winched down when attacked, 
and opponents who sometimes dive nut 
of the fight and run for home, as they 
often did, without contesting you to the 
bitter end. 

While aerial gunneiy is childishly easy 
(except when flying the Nieupori with its 
overwing gun), shooting down some- 
thing isn’t because you have to hit it 
many, many times. Damaged aircraft 
stream white smoke and limjj visibly; 
upon achieving a kill, you are often re- 
warded with spectacular sights — wings 
coming apart, etc. — accompanied by tell- 
tale black smoke. 

As mentioned, D.awn P.-vritoi. takes a 
bold step away from the format adopted 
by most historical lliglu sims, and pre- 
sents what in effect is a set of 150 single 


missions. Having a marked preference 
for fighting in the career mode, 1 was 
rather suspicious of this. To my jileasant 
surprise, DaWiN Patrol has proved to lie 
veiy rejilayable. 

'I'his is possible thanks to the fact that 
you can modify the number and types of 
aircraft involved in almost eveiy mission. 
Nearly eveiy mission can be flown for ei- 
ther the Germans or the Allies, and on 
many “repeat” missions (I told you, the 
AI is good) you’ll find the enemy appear- 
ing from a different direction tlian ihey 
did previously, sonieiinies lower, some- 
times higher. There’s always a factor of 
unpredictability thrown in, and the pos- 
sibility that a mission )Ou thought you'd 
mastered will master )'ou instead. 

Changing the number of planes oi' 
their types makes a big difference: you’ll 
find yourself replaying the same mission 
ovei' and over again, seeing how three 
Spads would stack up against four .Alba- 
trosses, then five Fokkers, and so on. Of 
course, the key enjoyment is seeing all 
those different, beautiful airplanes. 

The game does contain an attempt to 
mirror the pilot career option present 
in most sims. Since D.WVN Palrol's for- 
mat is that of an interactive book, it 
quite logically asks you to write eight 
new pilot biographies, where each page 
would describe how a mission was 
fought. The challenge supposedly is to 
create the most engaging and fascinat- 
ing biography possible in tbe course of 
eight missions. 

I’m afraid this is one novel concept 
that didn’t quite work. There are only 
eight missions for each pilot, and yoti 
fly the same missions over and over 
again. Depending on the outcome, you 
see a page fill with text that attem|ns to 


sum up the experience. The effect is 
not onl)’ feeble and repetitive, but 
sometimes ludicrous. On one occasion, 
fighting as the great Guyenemer, 1 
found myself very badly damaged. 1 
landed quickly in a nearby field (land- 
ing is always a snap in D.awn Pai'ROL, 
even with no engine) and tvaited anx- 
iously for the Fokker's bullets to start 
thudding into my Nieuport. The 
Fokker circled and flew away, and I 
found myself reading that the great 
Guyenemer, seeing that his opponent’s 
guns had jammed, gallantly spared his 
life, wtived and flew away. 

The copy on D.awn P.vt'Rot.’s box sleeve 
promises “the aeronautical experience of 
a lifetime.” It also asks you to forget all 
other Ilight sims, because D.-\wn Patrol 
tests your Hying skills to the full. 1 would 
not agree with either of the above. D.xwtm 
P-ALROL is the visual experience of a life- 
time, not an aeronautical one; and it tests 
not your fl)’ing, but your dogfighting 
skills — an entirely different ability, 
though of course related. 

.All in all, D.aw^j Pacrol oITers a lot of 
Hying time for the money in a very 
unique format. As they say about movies, 
this one has to be seen. ^ 


THE EDITORS SPEAK I 


DAWN PATROL 

RATING iL 1/2 

PROS Sumptuous graphics, good 
doglighiing AI, and a novel approach 
to its structure. D.awn P.A't'ROLwill de- 
liver man\' hours of fun, unless... 
CONS ...you reciuire a realistic Ilight 
model from your .sims, in which case 
you might think twice about your buy. 
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/ / / / iHV i / ^ ^ ^ ! mW wonder NASCAR., is the woM’s^HK 

I L LLBmLJL^_[r;A^/yJS brute force. #1 motorsport. 1 

horse- And now Papyrus introduces / 

oowernmnMs.-^ that can blast you past NASCMRACINS,. A simulation so 

200 MPH in a couple of heartbeats. Or put you real, you'll think you need a roll cage. LJ^KBKKMs 

igainst the wall in a careless instant. 

The oWciallv licensed NASCAR simalation. You’ll race on 9 different NASCAR-sanctioned tracks. Drive the world's hottest stock 
:ars — against top NASCAR drivers. They may blow you off the track at first. But practice, practice, practice. You'll start moving up. 


“Knock-down gorgeous” 
on CD-ROM. That's whatPC 
Oamer said about our crisp, clear 
SVGA graphics. (Sept. '94) Looks 
!0 real you can almost smell 
fuming rubber. ' ■ 


The real look. Papyrus' exclu- 
sive 3-0 Super Texture'" technology 
gives you TV-like realism — on 
everything from cars to terrain to 
track-side billboards. Even the paint 
jobs and decats are authentic — 
plus, you can custom-paint your 
car your way. 


A/affable in stores in November - /ust in time for Christmas.' 

Visit your foca/ retailer. Or call 1 •800-836-1802 


System Requirements: 

Sisk Vertloni— 

iB6 33MH<! or greater. <IMB HAM, MS-DOS 
i.O or later, VGA ttard drive wtUi 15MB fioc. 
" Alosr mijor sound cards supporlad 


CO-ROM Veralon.— 

Doubta-apli) CD-ROM drive 

VOAl 386 33MH2 or greater, 4M8 RAM, MS-DOS 5.0 or 
later, VGA tiard drive nilh SMB tree. 

SVOAl 4B6 66MHz or greater. SMB RAM. MS-DOS S O 
or later. VGA Oard drive wilh SMB free. 


From the perfectionists who brought you IndyCar" Racing. 
Papyrus' “phenomenal" IndvCar Racing has won almost every 
major award in the business. Guess what will win (his year. 


3M PC «cmns shewn. Actual amts ina-/ varv- KASCAR is a tagisiered Iradmatk of the riaKmal Assocetion lor Stock Car Auto 
taoiM). tec NASCAR Racing is otficiaSy bcensed dy NASCAR. Pa^ns is a registered uadunarK oI Papyrus Design Group. Inc. 
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ITHE 


Fuel 

Tiros 


Suupcnsioi 

Goars 

Options 

Done. 


' For a free demo disk; 

Call 1-800-836-1802 ($5.95 for shipping 
and handling). Or, download a demo 
from Papyrus' BBS (617-576-7472), 
from CompuServe (GO PAPYRUS), i 
or from Internet (ftp.std.com). J 
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STRATECY/WARCAMES 


And A Happy 
New Year 



In ,s!>ri K oi- 'HIE exi'ected fl-\c:k 
I’ve 'i'aken ()\'er last month’s 
■■Windows for wargaminc;” 
coluinti, I’m still smiling. With the 
smell ol'pine still walling tlii'ough 
the h{)use, the lire hiirning in the 
fireplace, my life’s mate smiling ai 
me from ovei‘ her monitor, and a 
shelf lull of great computer and 
board wargames, how could I nol 
be a hapjjy man? The fact is, 1 994 lias been ;i great 
year for siraieg)’ and wargames. Sure, game com- 
panies have been bought aiifl sold; sure, “New 
Hollywood” is looming over computer gaining 
anti, sure, on-line services and communities are 
groiving and changing faster than my 9-yeai- old 
son. However uncertain the “big picture” of gam- 
ing may be, the grass looks pretty green (under all 
that snoiv) in our niche of the gaming market. 

Lotiking back on 1994, I recall a crazed bit of 


G-2 


* Arsenal Publishing has got a line on two new Civil War games. 
One features operational level coverage of the Gettysburg campaign, 
while the other is (brace yourself) a first-person action game that puts 
you right in the middle of a Civil War battle. Don’t look for these in 
1995, but preliminary work has already begun on filling the Civil War 

gap- 

* Civil War historians/gamers are awaiting the re-release of 
Adanac’s Road From Sumter to Appomahox (RFSTA). Chief programmer, 
cook, and bottle washer Frank Hunter is about finished with this major 
2.0 release. Of particular note to computer wargamers is the news 
that Frank and Scott Hamilton of HPS Simulations are forming a co-op 
to market and distribute their respective lines of computer wargames. 
There is even a rumor that the brothers Lapkoff of Incredible Simula- 
tions (Defend the Auimo!) will soon be joining this union, it’s nice to see 
small wargame companies working together to increase their clout 

(continued on page 21 0) 


MOOing. By MOO, of course, 1 
me;m Masi er of Orion, the space 
strategy game from MicroProse 
that has earned plenty of kudos 
from gamers. So popular is this 
game that MicroProse has signed 
the SimTex team to do the M.aster 
OF Orion Deluxe (MOOD) sequel 
for 1995. It’s going to be a major 
revamp from stem to stern (see the 
G2 file for more info) and will be one to watch 
for the coming year. 

I hatl a lot of fun with QQP’s Merc:iiant Pringe 
this year, as did our Editor-in-Chief, Johnny Wil- 
son, The back slabbing and political intrigue re- 
quired in that game ensured that my diplomacy 
vs. computer opponents stayed sharp in 1994. 
However, if I see one more lluctuation in the price 
of silk, I’m liquidating. There is just something 
nice about games that can keep you discovering 
maps and engaging in commerce until all hours 
of the morning. The recently released Tk-^ns- 
I’OR'F Tycoon from Micro- 
Prose promises to uphold this 
time-honored genre of eco- 
nomic empire building, so a- 
building I will go. 

Avalon Hill forged a couple 
of fine additions to my gaming 
shelf for 1994. Tlie boardgame 
cum computer game ol' Kinc;- 
MAKER kept me distracted for 
some time. I even clusteci oil' 
my boardgame version and 
pushed the pieces around. I 
still wish that this line multi- 
player boitrdgame had ap- 
peared as a multi-player 
comptiter game. 

Oi’ERAi'ioN Crusader, 
Atomic’s blast, raised the level 
of what a computer game with 
a boardgame feel can be. Best 
of all, Crusader landed well 


AWARGAMER SITS 
BACK, CRACKS 
SOME CHESTNUTS, 
AND RELIVES 
THE YEAR IN 
WARGAMING 


by Alan Emrich 
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with both Macintosh and IBM versions 
tiiat can be played by e-mail, wliicli I think 
will be a bright star in our hobI)y’s future. 

I was pretty enaiiioi'ed of SSG’s VVak- 
i.ORDS II, but I nearly jumped for Joy 
wlien rlie Warlorms II Co.ns i'ruction’ 
Kit ai'rived. As a staunch power-to-lhe- 
players partisan, I was delighted to see 
the many creative scenarios developed by 
gamers on ibe various on-line networks. 1 
was particularly lucky to play some sce- 
narios based upon the Tolkien liction be- 
fore the networks pulled them for 
|X)ssible infringements on the estate’s 
rights, Next year promises an increase in 
user power tools, when White Wolf Pro- 
ductions unveils their next iteration of 
KMriRE (whatever they decide to call it), 
/\ny strategy' gamer with a designing itch 
is likely to have a lot of fun creating 
w'argames with its tools. 

We’re all pleased when good things 
liappen to gottd people, and so it was for 
me this year when 1 saw my friend and co- 
editor 'i'eriy Colenuin get game-lock over 
Romance oe the 'I'hree KiNc.noMS 111 
from Koei. Me even orders Mongolian 
beef at our favorite (ihinese restaurant 
now. My wish for 1995 is th;ii Koei keep 
their lingers on the key- 
boards of the IBM gaming 
market and not go com- 
])letely cartridge. Teriy also 
got into SSG's Carriers .at 
War II and loved those 
1930s scenarios. It's always a 
good sign when a fellow 
game)' hoots and hollers as 
events unfold while playing 
a game; you know he's being 
pulled ill and having fim. 

Electronic Arts surprised 
me this year. Not with their 
update of NHL Hockey, 
one of my I’avorite action 
games, but with PowerPok- 
ER. Tmthliilly, I’m al'raid to 
install it. on my computer at 
home. The siren call of tliose rattling 
chips would kill my productivity there. 
Even though the AI isn’t quite in my 
jdaying league, PowerPoker is so well 
done I can’t help but j)lay it with a c[uick 
ALT-'l'AB in Windows. 

.\lthough I was disappointed witli Im- 
pression's De'ERCHT, tltcir D-Dav and 
l.ORD.s oE'iTiK Rt-t/M.M Were more to my lik- 
ing. Their line up for next year looks 
even better. Impressions’ Froni' Li\t:s is 
another power-to-the-player wargame 
that I’m greatly anticipating, as I am 


QQP’s Perfect Gener.\i. II, 

The Pl're W.arcame and 
Ba'iu'i.es in Timi:. It looks 
like the Fast Coast elves will 
be kept busy foi' our war 
and stfiitegy gaming plea- 
.siire. 

While others raved over 
X-CoM and Doom 11, I was 
checking out Tanks! and 
'riCElCS ON THE PROWE. I’m 
pleased to see tactical ar- 
mored enthusiasts (they call 
themselves “metal heads” in 
my gaining group) get what 
tliey wanted this yetir, especially with the 
entiy of T.acOi'S to the held. Were expect- 
ing the Windows version of this Macintosh 
release in the sjn'ing of this year. While I 
liked these armored warfare gtimes, I really 
got a severe case of game lock over SSI's 
Panzer Cenerai,. I got so involved that I 
bugged the titithoi' of the upcoming strate- 
gy guide, Fd Dille, into allowing me to co- 
author his book and contribute till of my 
ideas. So much for how I spent my Sum- 
mer vacation.... Kudos to SSI fiir adding a 
play-by-email feature. I’ll be looking to 
take on cluillengers among this column’s 


readers via Ziff-Davis’ new Interchange 
network in 1995 (my address there is 
.'ManEmi'ich, by the way). 

Big splashes were made at sea with the 
likes of QQP’s d'ltE Grandest Fi.ee'e and 
Three-Sixty’s Hari’OON II. Both games 
have developed strong followings, and 
sequel products I'or botli games tire likely 
to follow' in 1995. Games that made a 
smaller spkish in sales (because they were 
Macintosh l eleases) but a big sj)lash with 
me in I99'l included Deadly Games’ U- 
BO.AT and M4 (the latter is now available 


in \Vindows, while the former will have tt 
sequel published in 1995). Also, FlJCatf 
C()MMANt)ER stormed onto my Mac and 
hooked me quickly. I’m glad that Avalon 
Hill will have a Windows version of 
Ft.lt'.H'f CONtMANDER 2.0, with its taciicitl 
air battles, to help keep my IBM warm 
this winter. 

\Vhile 1 entered 1994 MOOing, I'm 
leaving it MOMing, if you will, Micro- 
Prose's Master oe Mactc has been keep- 
ing my hard drive light blinking 
considerably of late. While the initial re- 
lease had an egi'egious number of bugs 
in it, I couldn’t stop playing it. Fortunate- 
ly, the patches came fairly (jiiickl)'. It re- 
minded me of the initial release of 
Harpoon or FALt;oN 3.0 in that regard — 
a great gtimewoi'ib u'aiting l<)r. 

Good things appear to be in the stars 
for 1995. I’ll probably be jdaying SSG's 
The Last Bi-EI'/kriec; iliese cold wintei' 
eves. It iilways amazes me how Roger 
Keating and comptmy find new ways to 
outdo theinseh'es. Let the good times 
(and the panzers) roll, 1 say. 

One thing that ]j!eases me in particu- 
lar, though, is the ever strengthening 
bridge between board gaming and com- 
puter gaming. With 1994’s darling collec- 
table card game M.aoic: The G.a'I-hf.rinc. 
oil' to computer land at MicroProse, and 
SiMCtiv olfto collectable card game land 
at Mayfair Games, I know that these arc- 
just the thin end of the wedge. 

What I’m looking foiward to most of 
all is Aide de Gamp \'2.0. Between all of 
tlie new features and liaving ever)' game 
in the new GameFix boardgame maga- 
zine to freely use in ADG format, I’m 
looking forward to a lot ol' PBFM gam- 
ing next year. Yes, I’m really pleased 
with liow 1994 shaped uja and 1995 
looks veiy promising indeed. Unfurl the 
maps, people. We’ve got a lot of cam- 
paigning to do. ir 
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Then let our unique lirst-person 
perspective and stunning 3 -D 
graphics put the wind in 3'our sails! 
Swashbuckle a\\'a3' as you trade 
goods, vanquish enemy ships and 
create routes to riches. Take time to 
gossip in local taverns, repair 
cannonball damage, and stoke up 
3'our crew’s morale. (A little rum, 
perhaps?) 


Chart your progress with our 
authentic navigational aids, and 
revel in a world long gone: Where 
fortunes are fiercely defended, and 
only skill stands between you and 
the deep blue seal 


Features: 


Variety ol goods to trade and 
passengers to carrj'. 

Command a crew of soldiers, sailors 
and apprentices. 

Defend against pirates and enemy 
men-o'-war. 

Bu\' and enhance ships from 
several models. 

Highly' intuitive interface. 

Dynamic pricing and political models. 
Strong replayability^ 


BRIAKINGAWAY 


FROM THE FLEET 

Ever wanted to sail into the sunset? 


Visit ports of cal! known onl3' to 
griz.zled 18 th century' sea captains? 


Tnml ihi' world in oeiircb of richco 


Vioit exohc polio on many ronlinonlo 


Enpaijr rih'inyobipo in iralioUc oea coinbat 


Impressions 

® Impressions Sofhvare, Inc. 222 Third Street, Cambridge, iMA 021 -12 IBAt PC Screensliois mav va 
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G2 (continued from page2()7) 

and make their products more accessible to 
us all. Okay, Frank, hurry up with RFSTA so 
that you can start down The Road From 
Marengo to Waterloo. 

* Speaking of HPS Simulations, Scott 
Hamilton is in “deep research mode" find- 
ing the throw weights and degrees of ar- 
mor sloping for equipment used on the 
Western Front during WWII. His still un- 
named companion game to Tigers on the 
Prowl will feature evolutionary improve- 
ments and should be out during the first 
quarter of 1995. 

* Not to be topped by HPS, Jim 
DeGoey of Arsenal is firing back with 
Panzers East, it will use a slightly 
larger scale for tactical warfare 
(more akin to the Avalon Hill 
boardgame PanzerBlitz) and can be 
thought of as a WWII version of 
TacOps. Rev up the engines, boys, 
we’ll be taking a fateful steppe! 

* Aide de Camp modules from sup- 
porting board game companies con- 
tinue to be announced. Command 
magazine (805-546-9596) has an- 
nounced that four of their games 
(Lion of Ethiopia, Cortes, Antietam, and 
Czech ‘38) are now available for ADC. 

All are on a single disk for $10. ADC 
version 2.0 is already under devel- 
opment and new features are being 
slowly added and tested, with the re- 
leased version probably available in 
the second quarter of 1995. 

* If you would like to sample the 
latest wares of RAW Entertainment, 
specifically their Rise of the West and Bravo, 
Romeo, Delta games don't look at your local 
software store. RAW Entertainment’s games 
are only available directly from the compa- 
ny. Call them at (713) 286-2386. 

* News abounds at SimTex software, 
which spent a lot of time fixing bugs in their 
premature release of Master of Magic. With 
MOM safely to bed, the details are starting 
to take shape for Master of Orion Deluxe 
(MOOD). Its slated to be SVGA and CD-ROM 
only, with multi-player capabilities (net- 
work, modem and email). As development 


continues, MOOD is shaping up to be a new 
game in its own right, borrowing some of 
the successful aspects of MOO, but taking 
them a good deal beyond what a mere “en- 
hanced version” might offer. 

* Galactic overlords will note that 
Changeling Software's Pax Imperia for MS- 
DOS should be out by the time you read this. 
The long delay in releasing the IBM version 
was due to the addition of features from the 
latest Macintosh version. 

* The ‘mech game from New World 
Computing (via SimTex) is coming along 
nicely. Each player is an aspiring leader 


of a “house” (a la Dune), trying to secure 
their position in their house and The Coun- 
cil in order to eventually ascend the 
galactic throne. Designer Steve Barcia 
says he was greatly influenced by the pa- 
per games Space Opera and Space Master. 
There will be 3-D, real time, strategic bat- 
tles on planets where ‘mechs invade, but 
the emphasis will be on the individual 
‘mech pilots. Like knights of old, killing 
them off reduces the overall security of 
the empire that all players belong to, so 
care must be taken with their lives. This 


game will feature multi-player play by 
email (although scenarios for modem- 
playable, real time battles is still a possi- 
bility). The bottom line is, this game is 
going to be very grand in scope. 

* Game designer Andrew Visscher 
phoned in and mentioned that The Perfect 
General 2 will be using the AWE 32 sound 
card in new and exciting ways. Also, mo- 
dem play is currently being tested, although 
play-by-email has been ruled out. A sce- 
nario builder is not likely to be released 
with the final version of the game, but might 
be made available in a follow-up disk. 

* New life for Maxis' SimCity is 
in the cards. Mayfair Games is do- 
ing a collectable trading card 
game based on the simulation of 
city building and management. It 
will play both solitaire and multi- 
player, both cooperative and cut- 
throat. In competitive multi-player 
play, one player can be the Mayor 
while all players can control votes 
on the city council. You want to 
play a card to rezone an area? It 
has to go to a vote in council. You 
don't like the way a vote went, 
play a disaster card on one of 
your opponents. Look for this in 
game stores during the first quar- 
ter of 1995. 

* When H.G. Wells wrote the 
first set of miniatures rules for his 
toy soldiers and cannons, he enti- 
tled it “Little Wars." Now, Jeff Jo- 
hannigman of Starjammer Studios 
(his latest venture) has taken that 
title and applied it to what he de- 
scribes as “SimCity with toy soldiers.” Play 
is similar to Syndicate in that there are 40 
sections of the world to conquer and eight 
computer opponents to challenge, such as 
Napoioien (shown at left). Each opponent 
has a very distinct personality and style of 
game play in this post-apocalyptic game. 
Steve Beeman (Savage Empire and Wing 
Commander II for Origin) is the lead pro- 
grammer and promises to deliver a FAST 
Windows product for us all to enjoy. Mi- 
croProse should be releasing Little Wars 
sometime in the second half of 1995. ^ 



VIVA L'EMPERESSI You’ll meet the most interesting opponents in 
Lime Wars, like Napoioien, the commander who looks like Grace 
Jones with a Napolean complex. 
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Full scenario editor and builder 


Pull up information on any class of units 


Combat! Animated units defend HO 




The Train Of Gain 


Avalon Hill Celebrates The Machine Of Capitalism In /Sjo 


by Johnny L. Wilson 


(hraciie coal cai i ier w'hicli actually 
van the llrst steam engine in the 
U.S., the Liott, in 1829, 

but not Ibi- long); the Mohawk & 
Hudson {which commissioned a 
steam engine from Jfdm B. Jetvis’ 
named Expcriweiil, later known as 
Brother fonalhan, in 1832); the 
Schuylkill N’allev (a small Penns)’lva- 
nia line in the coal countiy); and the ' 
(diamplain & St. litwrence (whicli was ’ 
chanered in 1835 to run between ’ 
Laprairie and St. John, Quebec; its liisl 
train ran on July 21, 1836). 

Players bid lor the ownership ol’ lhe.se 
Ibundatiomil lines which have revenue 
potentitil and sjjecial advantages j^ropor- 
lional to their initial asking price. For ex- 
ample, owners of the C&SL and D&H 
may run track indej)endent ol’ their ma- 
jorlines’ operations; the MS:I-I owner can 
glean 10% ol' the NYC when it goes 
jxiblic; the C&A operator gets 10% oC 
the Pennsylvania Railroad when it 
opens; and the B&:C) Ibiinder gets the 
Pj-esident’s Ceriilicate to the B&O 
without having to pay any addition- 
al fees. Be aware, though, that the ar- 
tificial Fisks and Vanderbilts are 
extremely eriicieni at melding 
these private com|ninies into 
the major lines. 

Of course, the real ac- 
tion begins when 


F r.ank Nokki.s, .-\tTiiok Ol' .siaat 

NtUCKkAKl.XC Ol-ASSICS .A.S 'Fill': Ot;- 

TOtH.-s .AND Tut-: Pit, Krri-iLR won.i) 
iiAA'i''. lii'lKN tlelighted with or hori'i- 
lied by 1830, Avalon Hill’s I'ailhful 
translation of the jiopular boardganie on 
the history of U.S. railroads. 1830 nei- 
ther celebriites the role of railroads in 
settling the Ainei ican frontier nor recog- 
nizes the raih'oad companies’ impact 
tipon urban planning. ('Fhe North. 
South, East, West grid structure in many 
Midwestern tmd Western cities is credited 
to railroad expansion and real estate bro- 
kerage by rail companies.) Nor does 
1830 emphasize ihe impact of rail scivice 
on the ON'erall economy. Rather. 1830 
celebrates the ruthless busi 
ness practices of the rail- 
roads and relishes tiie 
economic manipulation 
that once inttde railroad 
stocks and bonds the high- 
Ilying eqtiivalents of today’s 
telecommunications sector (i.e. that 
which makes yoti get rich or go broke 
quickly). 

Because yoiii' success or failure depends 
as much on how you juggle the game’s 
volatile stock market as on the stmclure of 
your rail system, you may have many 


rounds whei'e you (eel like Matthias Bald- 
win, foundei' of the famous Baldwin H)co- 
motive Works. After being unpaid for a 
steam engine he had constructed called 
Old Ironsides, he vowed in 1832 that Old 
Ironsides would be his last locomotive, li ob- 
viously wasn’t, and no mattei' how badly 
you are trounced by the veiy capable rob- 
ber barons, who seiwe as artificial ojq-)o- 
nents, you'll lind yourself coming back Ibr 
more. 1830 not only captures the adrena- 
line rush ol' tiying to outwit your oppo- 
nents with technological advtincenieiil 
limed to hurl them the most and the (ie- 
netic thrill of dumping their rail compa- 
ny's stock onto the market, but it vividly 
captures the excess of tm 
era ol' amoral ethic and 
economic excess in a 
manner that is both en- 
lertaining and enlight- 
ening. Gainers will feel 
ike they control “ihat 
great monster, iron-hearted, re- 
lentless, inlinilely powerliil.” 




J.P. MORGAN, WHERE HAVE YOU GONE? The silicon robber barons 
are such bloodthirsty competitors that you may wish tor an 
arbiter — a nice change from the mediocre Al in many recent 
strategy games. 


THE AUCTION 

The game begins, as does the hisloiy of 
U.S. raih'oading, with the small private 
companies on the east coast. 'Fhe game’s 
title, 1830, comes from the fact that the 
Baltimore Ohio was 
chartered in 1829 and first 
carried re\’enue trallic on 
Januaiy 7, 1830. Although 
the oi'iginal route was only 
13 miles (from Ballimore 
to Klli-coti’s Mills, ihe 
modern Eilicott Ciily), it 
set the pace liir the expan- 
sion of North /Vmei'ican 
rails. Other private com- 
panies included ai the 
start are the; Camden Sc 
Amboy (which began run- 
ning a Planet-style loco- 
motive called /o/uj Hull in 
1831); the Delaware &: 
1 liidson (the intended an- 
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"... THE GALLOPING TERROR OF STEAM AND STEEL, WITH ITS SINGLE 
EYE, CYCLOPEAN, RED, SHOOTING FROM HORIZON TO HORIZON, 
SYMBOL OF A VAST POWER, HUGE AND TERRIBLE; THE LEVIATHAN WITH 
TENTACLES OF STEEL, TO OPPOSE WHICH MEANT TO BE GROUND TO 
INSTANT DESTRUCTION BENEATH THE CLASHING WHEELS. " 

— FRANK NORRIS, THE OCTOPUS 


ale pui^lic 
corporations. 
Here's where 
you’li (irsi discov- 
er how diabolical 
• die ariillcial oppo- 
nenrs acf.iially are. 
They are exlreinely 
good at. gaining control 
of other coniptmies while 
dumping just enougli of 
your stock to dejiress the 
price. Unfortunately, they 
usually dump this 
.stock just when 
' you get 60% 


slock with the railroad's irea.suiy, so ihev 
often get away with it. 

OPERATIONS 

Once the initial stock purchasing phase is 
completed, the game follows the 
boardgame’s rhythin ofoiic-t.o-ihree oper- 
ating phases, fitllowetl by a slock market 
phase. Animated sequences announce 
changes in the ground 
rules due to new engines 
causing obsolescence of 
older locomotives and the 
game progresses until one 
player goes bankrupt or 
the bank is emptier than a 
bank in 1929 or a 
poorly run savings and 
loan in the 1980s. 

Purchasing n0% of a 
company’s stock automati- 
cally makes you the presi- 
dent. For iho.se companies 
in whicli )’oii ser\’e as pre.s- 
ident, you have lull con- 
trol of the corporation Ibr 
purposes of laying track 
(the computer indicates 
which hexes are eligible lor new track 
pieces, a great simplili- 
cation over what is usu- 
;ilh’ the longest part of 
the move in the 
boardgame version); 
purchasing trains and 
placing stations. .As in 
the boardgame, station 
placement can be criti- 
cal, since one railroatl 
can stiff-arm another 
out of solid revenue by 
using station tiles to 
block profitable routes. 


Such activin' is vaguely rem- 
iniscent of the laie-19lh centu- 
ly jtractice of building parallel 
lines and undercutting fares. 
In 1885, for example, the 
Penn.syivania Railroatl appar- 
ently established the \\Tsl 
Sliore Railroad parallel to ex- 
isting New \'ork Oeniral 
trackage. The Penns)'lvania 
u.sed it as a loss-leader to un- 
dercut the NV(; until J. Pier- 
pont Morgan, the famous 
banker, became an arbiter of 
the dispute and hammered 
out an armistice. 

The bad news is that thei-e 
is no |.P. Morgan to protect 
you from the artificial opponents in 
1880. 'File good netvs is that the comput- 
er will run your trains for you at tlie most 
oplimtil le\'eJ. once )()u establish the con- 
ligui'ation of your lines and the types of 
rolling slock available. Considei'ing all 
the possibilities for running your trains, 
this game makes things a lot easier than 
the board game. Even better news is that 


SO MANY CHOICES. SO LITTLE MONEY It isn't exactly the Home 
Shopping Railroad Network, but much of the strategy in 1830 
comes from wheeling and dealing on the stock market, and 
deciding which initial offerings to bid highly for. 


those who consider this default jjroce- 
dure to be “cheating” can toggle it off 
and llgiire it out for themselves. 

Once you operate the trains, you are 
confronted with a choice: does tlie corpo- 
ration keep all of the re\ enue or pay it all 
out in dividends? Obviousl)’, the gtnne 
poses a more clear-cut choice than a real 
corporation, since it is an all or nothing 
choice. Fortunately, however, there are 
multiide operating rounds as the game 
progresse.s. By mid-game, you can pay 
out dividends on one round, keep all the 
money on anotlier round, and pay out 
dividends on another. This will add to 
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ilie corporalioii’s (I'casiirc, wliile also 
prot’uing sliareholdcrs and causing tlie 
stock price to increase. 

VHE STOCK MARKET 

Since the game is won by 
having the most wealiti 
(money in hand jdus the 
aggregate value of your 
sliarcholdings) when ei- 
ther one player goes bank- 
iupt or the bank busts, it is 
important to be able to 
protect your stock value at 
all times. When players 
sell stock certificates, the 
stock is aflected adversely 
for eveiy 10% oC the cor- 
j)()ration sold. So, you want 
to give ) our op|3oiienls tts 
little reason as possible to 
sell slocks in which yon 
ha\'e major holdings. 

Paying dividends has a iwo-fold value. It 
increases the money in your pocket, 
makes your opponents feel slightly more 
pleased with their investment, and insures 
that the stock will be positively aflected 
prior to the next opening of the stock 
market. Even if the ariilicial robber barons 


do decide to offload some of their liold- 
ings, you can weather a 10-30%' sell-olf, as- 
suming you have paid dividends during 
one-to-ihree of the operating rounds lield 
prior to the sttjck market ojDening. 


' Hie big prcjbleni occurs when you are a 
minority stockholder in a coiporation and 
the majorit)' shareholder decides to dump 
his shares. Although he will most likely pay 
out dh idends during each operating round 
(after all, if he is dumping his shares, that 
money is going to seive him better in his 


own pocket than in that of tlie railroad's 
Ireasuiy), selling off all of his htddings 
could hit you Ibr three negative moves 
(30% to reach parity with the last turn’s 
price tmd 30% worth t)!' negative hits). 

THE OCTOPUS 

If you have too many experiences like 
that, you may lind yourself agreeing with 
Frank Noiris’ protagonist in The Octopus: 
“They swindle a nation of one hundred 
million and call it Financiering; they le\y 
a blackmail and call it Commerce; they 
corrupt a legislature and call it Politics; 
they bribe a Judge and call it Law; they 
hire blacklegs to cany out their plans and 
call it Organization; they prostitute the 
honour of a , State and call it Competition. 
/\nd this is /Vmerica.” 

M I .said at the beginning of this article, 
1 don’t know if Frank Norris would like 
1830 or not, but he would sure feel like 
they got the historical feel of the blood- 
thirsty competiti(3n right, even at the Easy 
level of dilliciilly. I know / like 1830. The 
computer version of tlie game plays faster 
and I don’t have to wail to play the game 
until I attend a game convention where 
there are other eiuliusiasts. Now, I can be 
a robber baron on my own lime. W 
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The Infinity Machine works with virtually ANY game. 
Our easy to use interface allows you to edit or freeze 
almost any game feature - such as lives, gold, or energy - in 
real time. Our slow-motion mode lets you breeze through the tough 
spots like no tomorrow! What are you waiting for? Start living today! 

1359 FRANK DRIVE • MONROE. MICHIGAN 48161 


TO ORDER, CALL 800 - 457-1161 
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Its patented pivoting tray keeps your joystick from siiding and 
allows you to adjust its angle for maximum comfort. With your 
flight controls positioned low and close, you'll be able to rest 
back comfortably into your seat for a TRUE COCKPIT FEEL. 

The PCS turns your keyboard into a cockpit control panel allowing 
you to easily access the keys without having to take your eyes off 
the action. Clamps to any desk or tabletop. 

1 1 ARIIBR TAI I EDW Or send check or money order for $24.95 + 
IWLLrKBB $5.00(S6.oocw.|for!hippingandhandNngio: 

^ 1.800.686-2523 3025Ti^erMn°Dr!*^ 

outside Ihe U.S col (503)686-1809 


Eugene, OR 97405 
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The Ultimate Flight Experience 

Introducing the total Flight Simulator adventures from BAO 



BAO Publishing, developers of Microsofl® Flight Siimilator™ presents the 
ultimate flight simulation experience with BAO's Europe 1, Las Vegas Sceiiei}’, 
Flight Simulator Flight Shop and Tower, the most realistic ATC simulation available. 
Feel the tension mount (and the sweat start) as you direct heavy traffic from the tower at Chicago's 
^ O'Hare airport; take a chance and play the odds in Vegas as you complete a fly-by of the casinos and 

surrounding desert; proudly step back and admire your latest plane design with custom colors and graphics 
all ready for her maiden customized flight adventure or fly the Alps and discover Europe from the air. 

All this and more is possible with BAO. File your flight plan today and start your adventure. 



/.(IS V'di’rts Scene!}' offers you startling, realistic, 
3D-level detail of Las Vegas and the surrounding 
desert. The scenery combines actual satellite 
images with special aerial and ground-base 
photography to faithfully recreate more than ■},()00 square miles of the 
Nevada landscape. Tour scenic Lake Mead, the famous Vegas "Strip" or 
catch a stunning view of Hoover Dam, one of the man-made wonders of 
the world. You set the itinerary. 


"A sure bet for 
computer pilots 
who deimitul 
realistic scenery" 
—Greg Harris, 
Editor of 
Full Throttle 


Challenge your skills with a fly-by of Hoover 
Dam and other famous Las huulmarks. 



Europe 1 /;ic/ndt’s over 100 airports with 
ta.\iways, moving objects, unique buildings 
and approach lights. 


Europe Hots you e.vplore from tire air the scenic 
countries of Germany, Austria, Switzerland and 
the Netherlands. You'll discover beautiful cities 
like Berlin, Munich, Vienna, Geneva and Amsterdam. All major roads, 
waterways, lakes, cities, the Alps and landmarks are realistically recreated 
including all IFR/VFR airports. Experience Europe from your own cockpit. 




An easy-to-use (windows-bused) aircraft 
factory lets you design your oiwi plane. 


Flight Simulator Flight Shop puts the tools in 
your hands. You build, customize and paint 
your own planes and a flight dynamics editor 
allows you to specify the flying characteristics. 
Share your designs with other flight enthusiasts through BBS's such as 
CoinpuSen'c®. Create your own flight plan and send it to the Infilt-in 
Flight Service Station (ESS) and then hop in your flight simulator 
airplane for an ATC controlled flight. 



You'll calmly choreograph the inovemeni of 
incoming and outgoing air traffic high 
above Chicago's O'Hare airport. 

With Tower the responsibility is all yours! As 
a tower controller, thousands of passengers 
will rely on your ability to make split-second 
decisions. You'll handle realistic aircraft takeoffs, landings and ground 
movements through a 360 degree panable window view. Based on FAA 
and Transport Canada's professional training simulation software. 
Tower puts you in the middle of all the action. 


Sec your local retailer or call: 

(217)356-0188 

for more information 

01994 Bnice Artwick Orgiiiiiziilioii, IMI. Mkrosdft is u regisicml tnulenuuk ofSUcwsoft Corpemtion. Flight SimiihUor is ii tnulciiuuk ofUniee Arhikk, F.imipc I im.s ilaigiicd for B/tO by Allitig Softniire under 
license, and produced by the llriiee Ariwkk Orguiiization, Ltd. Tower is a Irudiviurk of Asiutioii Sinmioliiins, Inc., n joint venture of IVfosmi Internulionul, Inc. und'liruce /Irtu'icJr OrganiMtion, Ltd. 
Coiii/JHScnt' is 11 registered trudemark of Cmnpii.Serve, Inc. UAO h u Irudeniark of llriice Ariwkk Orgiini/.uliun, Ltd. All right.s reserved. Printed in the t/.5./l. 




REVIEW 


Der Reich Stuff 

SSI’s PaNZEK CliNJiHAl 

Blitzes Through Warganie Boundaries 

by Terry Lee Coleman 



I I' HAS liEI'N A Sl'Rl’klSlNCil.V l-ERril.E 
\'KAR rOR (iOOn WAROAMMS, I'ROM 'l l IK 
FI.UIDi n’ OK Ol'KICVI'ION C^RUSADKR TO 
ilie phiyabiliLy and dcptli of Lords ok 
KHK Rkai.m to ihe sheer addictive 
(jiialities of X-CioM (yes, I know that tech- 
nically it’s a slrale<iy game, hut why be 
pick\’?), several recent designs have been 
both clever and entertaining. 

Now Panzkr (iK.NK.RAi. shows up to 
crash tlie wargiiming parly, swaggering 
(lii'ough the door 
with a bit of an alti- 
liide. Despite its la- 
iniliar WWII 

Kuropetin ihetiire 
selling, it is in many 
wiiys an at}'pic;il SSI 
wargame. Proudly il 
stands, with no de- 
tailed orders of bat- 
ile, complicated 
supply rules, or ;ir- 
cane comhai routines 
anvwhere evident . 

While the various 
combat arms do in- 
leraci. thev do so 
without cumheisome 
mechanics or mulli- 
ple phases in the se- 
(juence ol' J^lay. In 
hict, the game is so 
etisy to ])la)' ih.tl you coukl ttlmosl figure 
it out without ever consulting the docu- 
mentation. Forwargainers who hick time, 
most of the scentirios ctm be finished in 
an evening's jjhiy \'ersus the comjTuter, 
and the game works very well \’ia e-m;iil 
for two phiyers. All of which is a good 
thing, because as much as 1 enjoy playing 
I’ACiKit; W.Aii (my lavoi ile .SSI game to this 


point), the tnerage life spiin of a human 
being does not permit more lhan a few 
gtimes ofUaiy Grigsby’s magnum opus. 

HEXGRIDS, LIES 
AND VIDEOTAPE 

1 own a lot of books on W^VII, and like 
most Tvargamers, know a lot more about 
the various commanders tluin I do about 
the jioliticians currenth' in W'ttshinglon. 
Still, when I visuttlize Krwin Rommel (al- 
though I have 
numei'ous pho- 
logi'aphs of 
him), for SLune 
reason, it’s 
fames Mason’s 
face I hill ap- 
])eiirs, his \'oice 
emerging from 
WWII films seen 
in my youth. Sil- 
ly? Perhaps, but 
it is ihese images 
that Panzkr 
Gknkr.\i. cA’okes. 
'fhe opening 
screen draws you 
in with black- 
and-white videos 
of archival WWII 
footage, suijer- 
im posed over a 
gorgeous SN'G.A backdrop of Kurojje. 
Martial music restninds with just the right 
mixture of st\lc and bombast (you'll nev- 
er agtiin tjuestion how much )’ou spent 
on your waveiable sound cai'd), :md the 
digitized explosions ol' comhai echo 
strong ;md true. Sure it’s corny, but it’s 
darned efiective in .setting the lone. 

The ‘IS scenarios may he jtlayed singly, 


Panzer General 



1MB SVGA video card, CD-ROM, 
uncompressed hard drive; supports Sound 
Blaster, Waveblaster and compatible sound 
cards. 

Protection: None 

# of Players: 1-2 (e-mail and "hotseat") 
Designers: SSI Special Projects Group, 
including Joel Billings and Chuck Kroegel 
Publisher: Strategic Simulations, Inc. 
Sunnyvale, CA 
(408) 737-6800 


for those tvIio must get their panzer-push- 
ing in tjuickly. Kursk has lots of tanks, ;md 
the de.serl battles in North Africa will 
keep any gamer happy for quite some 
time, But forgoing the campaigns woultl 
be a huge mistake, because they are sucii 
llin that even non-wargamers are likely to 
find themselves hooked. 

Campaigns may be started in 1941 (in 
either the eastern or western theatre), in 
1943 (east or west), or in 1939 with the 
invasion of Pohmd. As you prepare for a 
campaign, you are briefed by a member 
of the German general staff. His digitized 
voice is obviously American, but the Ger- 
man accent doesn’t sound hokey at all, 
and tidds immensely to the feeling that 
you really might be the next Rommel or 
Guderian. The real secret of P.\NZKR Gkn- 
KicM.’s success lies in its role-playing as- 
pects, as il allows you to carve out a 
career in the Wehrmacht while simulta- 
neously heijjing to conquer the workl. 

And conquer you must — and quickly, 
for the general staff has set a denumding 
timetable for you. If you fail to meet the 
required deadlines, disaster could strike 
your career, not to mention your nation. 
If Poland is not conquered quickly, then 
England tind France will have lime to 
garner sufficient force to invade Ger- 
many; and upon your ears will fall the 
most ill-fated message for any would-be 
Panzer Cleneral: “Your services are ito 
longer required.” 

PRESTIGE, 

PROMOTION AND POLITICS 

Should you win, you will be asked to jDer- 
torm more mii'aculous militaiy feats foi' 
the Fatherlatid. After Poland, you must 
subjugate Nonvay, then France and the 
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A PANZER FREAK'S DREAM Tank aficionados could hardly be 
disappointed with the variety of high-powered weaponry, as shown 
here by an armored column advancing on Kursk. 


Low Couniries in 1940. If you finish 
aliead of schedule, tlien you will have a 
chance to invade England and avoid a 
draining two-ffontwar. Tlie more normal 
path takes you on a whirlwind lour of Eu- 
rope, through the Balkans and into Rus- 
sia, or perhaj3s the North African Desert. 
The surprising thing is that the campaign 
timetables are more than passingly histor- 
ical. Germany’s lightning campaigns 
through Europe were based on what they 


perceived as political and 
military realities. Rather 
than allowing the player 
the benefit of historical 
hindsight, R'\NZt;R Gener/\l 
makes you view the world 
from the uncertain per- 
spective of 1939. 

Central to the play of 
Panzer Gener.al is a most 
clever mechanic, prestige 
pohils, which you expend 
for a variety of useful 
things. If you want extra air 
power, for instance, the top 
brass back home have to 
believe you’re doing a good 
enough Job to merit the al- 
location of such precious 
resources. A squadron of Me- 109s costs 
328 prestige. \Vlien you consider that con- 
quering Poland only nets you some 750 
prestige points, it forces you to decide 
whether the bargain-basement Wehrma- 
cht infaniiy (only 60 prestige) might be 
more beneficial to you in the long run. 

Eveiy unit has ratings for movement, 
attack and defense versus soft or hard 
targets, range, ammunition carried. 



and so forth, all of which are endemic 
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to the type of unit. Where individual 
units differ is in their experience level. 
Each time a unit engages in combat, its 
experience increases, which makes it 
more effective in combat. Appropriately 
for WAVII combat, units that fire first 
generally do more damage to the oppo- 
nent, within llie boundaries of what 
that unit could do in real life. The basic 
initiative of each unit type is augment- 
ed by the experience level, and then 
the computer adds a randomizer (rolls 
a die). Whichever unit has the highest 
total goes first, with simultaneous fire in 
a tie situation. Normally, units have a 
maximum value of 10, which can be in- 
creased with elite replacements or low- 
ered according to the firepower of the 
opposing unit. 

Once losses occur, the only way to re- 
place units is to use up those precious 
bits of hard-earned prestige. Similarly, if 
a unit runs out ol ammo or fuel. ..you 
guessed it. There’s no Wartime Credit 
Union on the Eastern front, so the only 
way to rack up more prestige is to im- 
press the big guys back home. Much of 
the game finds your forces frantically at- 
tempting to capture cities and kill enemy 
units, the more the merrier. ^Vithout a 
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lot of complex rules, 

P^\NZER GENEIUI. thus fills 
the player with a sense of 
iirgenc)' lacking in a lot of 
wargames. 

As one might expect, 
rapid conquest is much 
more difficult than it 
sounds — one of the rea- 
sons why Panzer C'.eneiul 
is such a good game. En- 
emy units are hidden 
from view until you move 
within sighting range of 
them, which makes recon 
units with theii' ability to 
see four hexes I'aiher 
valuable. Engineers are a 
must to effect river cross- 
ings, and woe be the tank 
commander in the Russ- 
ian steppes w’ithout 
enough anti-tank guns. 

The AI is quite effective, even on the 
medium setting, and is surprisingly 
adept at wiping out your damaged units 
with aggressive j)lay. And while comput- 
er opponent “cheats” are common these 
days, I can attest after many hours of 
play that if there are any AI cheats, at 


AIR SUPERIORITY 101 One of the best lessons taught by Panzer General is that any 
successful blitzkrieg requires control of the air. 


least they aren’t blatant. 

Wliile most players will be fa.scinated at 
first with the more high-tech (and expen- 
sive) specialized units, P/VN’ZEK Gener.al 
has a number of interesting mles for the 
mainstays ol' die WAVII battleheld, tatiks. 
The popular image of the VVVVIl armored 


vehicle is a lumbering be- 
hemoth of I'rightening 
firepower — which is line 
for 19dd, but not the be- 
ginning of the war. Most 
people are unaware that 
the French and British 
fielded superior tanks to 
those of ihe (Germans in 
the early period of the 
war. In Panzer Gener.al, 
the designers thankfully 
didn’t stress fun so much 
that they leli out the histo- 
\y. Panzei' 1 and If tanks 
are basically WAV! tanks 
with a tad more spunk, 
more useful against ene- 
my inl'aniry than tanks. 
Ariiller)' on both sides 
moves painstakingly slow- 
ly and has limited range, 

which increases as the war 

goes on. Bombers are notoriously ineffec- 
tive until they earn exj)eriencc, and so 
forth. Newel' and more eliicient unit 
types become available for purchase dur- 
ing tlic period that they were historically 
available, 'fhus, a beginning Panzer Gen- 
eral will soon find that lho.se silly-looking 




Polish cavah'y arc noi quite as out of 
place as they seem, wliich is a irilnUe to 
(he focus of tlie design. 

Another clever design element is that 
new units, when built, are added to the 
core element, and move with you from 
scenario to scenario in the camjDaign. 
Certain units, such as infantiT, may be 
built with transportation (trucks or half- 
tracks), so that they 
move faster than a warm 
slug; but if you pass up 
the chance to buy trans- 
portation, your men will 
be foot-sloggers forever. 

Units which air irans- 
pori from one aiiTield to 
another must leave their 
ground transport behind 
as well, a remarkable 
touch of realism for such 
a simple game. A lot of 
the strategy in 
GiiNKR-'tL comes from se- 
lecting which of the 
dizzying numbers of 
units will be your “go-to” 
guys as you move from 
scenario to scenario. 

Imagine what a system 
like this could do Ibr a 
Civil War game, wliere 
you would have to 
choose between aug- 
menting the Stonewall Jackson brigade, 
or buying those newfangled rilled can- 
non. 

EXCUSE ME, BUT THERE'S 
SAND ON YOUR NARVIK 

'I'he campaign rewards players in sever- 
al ways. First, there is the obvious satis- 
faction of winning a particular scenario. 
If you narrowly lose a battle farther oil 
in the campaign, the “plot” of the game 
branches a la Wing Commander, and 
your career is still alive because of past 
glories. As units gain experience, they 
are awarded with Ixtttle lionors, and you 
may even increase their combat 
strength points above the usual limit o( 
10, if their morale is high enough. The 
individuality of each unit is accentuated 
by the fact that you can name the units 
yourself. This is fortunate since, in an 
attempt to make the game more mar- 
ketable, SSI lell out SS units. With the 
naming facility, sticklers for accui'acy 
can put those units back in, at least in 
name if not in power. Or you can have 
"Kelly’s Heroes,” or “Val’s Vikings” or 


wliatever suits youi' fancy. 

Cionsidering its ligliter a|)proacli. 
.some gamers might woi'iy abotit the ac- 
cui’acy of the orders ol' battle. Actually, 1 
have less problem with Panzer 
General’s order of battle than most 
wargames. After the first scenario, it is 
essentially simulating "whal-il” scenar- 
ios, as eveiything that happens stems 


from your actions in previous engage- 
ments. Does this invtilidate the histori- 
cal lessons that Panzer GENEUAt. 
(etiches? Not really, beettuse the game 
design models the effect of actions on a 
campaign level, rather than setting out 
to slavishly recreate the conditions of a 
particular battle, in <i very broad sense, 
it shows the difliculty of staging ^VWII 
campaigns, and rewards those players 
who can both think on their I'eet and 
engage in long-range planning. No one 
who has attempted to take Norway by 
tunphibious assault, or bring about the 
Fall of France with inferior German ar- 
mor, will be anything l)ut imjn’essed 
with how the real-life jtanzer generals 
pulled it oO'. 

Those armchair strategists wlio live 
for a challenge will I'ind a joy which 
conics with only a few select games, 
(ilever, fresh and innovative, Panzer 
General is probably the most addictive 
game since Civil, iZ-vrioN. Of course, like 
anything these days. Panzer General 
isn’t perfect. It's a bit irritating that the 
documentation, while adeiiuale, isn’t 


more detailed concerning weather ef- 
fects ;md the like. While 1 understand 
the decision to have enemy units setting 
up the same way every time you jilay a 
particttlar scenario, there’s a {lart of me 
tluit wishes for more randomness. Even 
though I found the game to be remark- 
;tbh' bug-free, there is still a small ])er- 
centage of users who have expei'ienced 
trouble with their sound 
cards. Still, till of these 
quibbles pale next to the 
tremendous amount of 
play value in the design. 
In the end, P.\nzer Gen- 
ER.-\L ma)’ only give a nod 
to histoiy, but it’s a rever- 
ent nod. Anyone who 
plays the game will come 
away with a basic under- 
standing ol'why each sce- 
nario turned out as it did 
(or as it tmiy have), w'ith 
the inijdication that, al- 
most without realizing it, 
they have letirned some- 
thing about WWII as ivell. 

UnI'orlunalety, there 
will be (hose who dismiss 
Panzer Genera(. as being 
suitable onl)’ for novice 
wargamers, dite to its lack 
of complexity and only 
passing historicity. Well, 
it’s (heir loss. Sure, the design falls 
heavily on the side of ])layabili(y, but it 
does so with such style and balance that 
even the most cynical ol' gamers will 
rmd themselves swept tiway. If playing 
tliis game means I have to surrender 
my ofl’icial grognard license and go to 
wargjiming purgatoiy, 1 will gladly go — 
as long as I can take my copy of Panzer 
General with me. Maybe then I’d have 
time to get through that Seelowe sce- 
nario,,,. tr 


THE EDITORS SPEAK I 


PANZER GENERAL 

RATING itL 

PROS Great scenarios with a uni(|ue 
and comjjellingaimpiiign device (not 
just a wargame, but an adventure). F.le- 
ganl combined arms, logistics, and ex- 
perience rules are easy to lettm, and 
will play until the panzers come home. 
CONS 'Fhose reqttiring great histor- 
ical insights from their wargames may 
find it lacking — but they’ll have fun 
while they complain! 



SEIZE THE INITIATIVE! These French defenilers (lower right) discover to their dismay 
that a fortified position avails them little versus the more experienced Wehrmacht 
infantry, who get to fire first. 
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REVIEW 


Are Alien Beaches 
Made Of Green 
Cheese? 

Science Fiction Wargaming With Accolade’s BATTLE ISLE iioo 

by Martin E. Cirulis 



A while back I wRoric somethinc; 

ABOU'l' THE BIANDNESS OE SCIENCE 

Fiction Warcames, especially 
when il comes to the scenarios. 
For some l eason, game designers 
generally feel the need to present ruiure 
wars as utterly balanced affairs, in which 
both sides start equally on an even play- 
ing Held; loo bad reality has so rarely re- 
flected this situation. Wars are usually 
desperate struggles lor 
one side, mainl)’ be- 
cause you have to be 
somewhat psychotic to 
pick a fight with some- 
body you think has a 
fair chance of knockitig 
you silly, After all, l-Iitlcr 
started with Czechoslo- 
vakia and Poland, not 
France and Britain. 

While SF action games 
like Wing Commander 
have acknowledged the 
drama of real life, SF 
wargames seem to be 
afraid of giving the 
player a bard tiint:. For- 
tunately, Accolade has 
imported from Furope one of the few ex- 
ceptions, a sequel called Baitle Isle 
2200. l\^iile this game has its flaws, stulti- 
fying fairness is not one of them. 

ALIENS NEVER ASK FIRST 

The premise for B.YtTi.E Isle 2200 in- 
volves some desperate aliens (who http- 
pen to look just like you and me — Slttr 
Trek xenobiology rearing its mundane 
head yet again) kidnapping you from 
your comfortable Job — probably as a 


CPA, if your clothes and hair are any 
elite — and whiskitig yoit to their embat- 
lled world Chromos. It seems, in addition 
to the blight of a terrible name, their 
world is in the grip of a desperate war be- 
tween the forces of a fascist AI called Ti- 
tan-Nei and the valiant, outnumbered 
forces of fascist giant brains called The 
ROOM, who rule the Island empire of 
Drulla. You are hailed as the master 
strategist des- 
tined to save 
their way of 
life, such as it 
is; they give 
you complete 
control of 
their militaiy. 
That’ll teach 
you to fill out 
those reader’s 
surveys in the 
back of Strate- 
gy & Tactics. 
Fortunately 
for your deli- 
cately-devel- 
oped world 
sensibilities, 
war on Chromos is fought onh' by robotic 
units who don’t bleed, run away or re- 
(juire telegrams home. 

If this premise were only so much 
chrome on Chromos, it would be worth a 
short laugh and then forgotten. But Ba'E- 
Tt.E Isle 2200 is j)iayed out through a se- 
ries of liitked campaigns in which a kind 
of behind-the-scenes stoiyline develops 
through your communicalioti device, and 
various persons of note on Chromos call 
to pass along lips, threats and current 


events. It seems that even shouting “Glo- 
ly to the ROOM!” at the end of eveiy of- 
ficial communique isn’t enough for some 
ol' the citizens of Drulla, and there is in- 
trigue aplenty as you discover all is not 
what it seems.. .and how luird it is to ad- 
vance and watch your back at the same 
time. 

THE ARTICLES OP WAR 

Despite the back-of-tbe-box hype, Bat- 
■ri.E Isle 2200 is a fairly standard 
wargame in its mechanics. I'he view is 
top down, but scale is jjreity much left to 
imagination. Key facilities are represent- 
ed by single buildings amidst the wilder- 
ness, though port facilities usually 
provide enough asphalt liu' some high- 
casualty combats. You point and click 
your way thixuigh movement and attacks. 
\'our units leave little Hacks on the ter- 
rain, but with square edges they would 
make fine counters in a board game. 
Each unit represents a group of vehicles, 
usually ten, that are gi'adually destroyed 
during combat, reducing firepower but 
gaining experience. When the last vehicle 
is destroyed, the icon is gtme forever, so 
wise commanders will withdraw heavily 
damaged units to facilities capable of re- 
placing lost machines. The downside of 
this is that a point of unit experience is 
lost for eveiy new vehicle. 

Combat is resolved in a single ex- 
change of simultaneous lire between at- 
tacker and target, modified by the 
traditional aspects of firepower, armor, 
terrain and experience. The chrome here 
is lliai after you indicate your target and 
weapon of choice (most units cany multi- 
ple weapon systems), you are presented 


Battlb Isle 2200 


Price: $59.95, 

DOS CD-ROM 
System 

Requirements: 

IBM compatible 
386-33Mhz or 
better, 4 MB 
RAM, 6 MB 
hard drive 
space, CD- 
ROM; supports 
Sound Blaster compatible sound cards. 
Players: 1-5 (e-mail, modem and network) 
Protection: None 
Designers; Blue Byte 
Publisher: Accolade 
San Jose, CA 
(800) 245-7744 
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he most popular computer 
naval simulation ever 

JUST GOT BETTER! 



Comprehensive database contains 
detailed Information of sensors, weapon 
systems and platform capabilities. 


Harpoon CLASSIC CD is ready to give you 
hundreds of hours of naval warfare enjoyment. 

I Alliance Interactive Software has updated and 
I combined all the original HARPOON products, 

^ added cool new features such as, air-to-air refuel- #<9 | 

A ing, forty-eight new scenarios, and an enhanced ' ® 

B user interface, all to bring you the best of the best. ^ ' 

B You now have over 200 scenarios, all 4 BattleSets, 3 Designers Series 
and the Harpoon Scenario Editor on ONE CD-ROM (and yes it runs 
from the CD-ROM*). Over $300 worth of great naval simulation soft- 
ware, all for only $49.95 (MSRP). 




48 New Scenarios 
(over 200 total) 

Enhanced User Interface 

New Digitized Sound Drivers 
(PC) 

Air-to-Air Refueling 
Upgraded to Version 1 .5 


f' 'Top 40 Best Games of All 
Time" PC Gamers 1 994 

-i’ "Hall of Fame" Computer 
Gaming World 1 992 

.V "WARGAME of the Year" 
Computer Gaming World 
1990 

..V "Best PC WARGAME" Game 
Players 1990 


GIUK: Battleset#! , 
NACV: Battleset #2 
lOPG; Battleset #3 
MEDC: Battleset #4 
Harpoon Designer Series #1 
Harpoon Designer Series #2 

Harpoon Designer Series #3 

NEW! 

Harpoon Senario Editor 

800x600 graphics for 
Macintosh and Windows 


:ox. 2MB free on your hard drive required. For upgrade information caii Aiiiance interactive Software at 1-305-423-4289. 
)oon'' is a Registered Trademark of Game Designer Workshop. Harpoon Audio Visual copyright © 1988 by Applied 
tpuling Services. Inc. Harpoon Computer code portions copyright © 1990-1993 by Three-Sixty Pacific, Inc. Harpoon 
ipuler code portions copyright © 1994 by Alliance Interactive Software, Inc. and Applied Computing Services, Inc. 


railable at your local retailer or call 

nnn.R7n.nQ9n 


Alliance Interactive Software, Inc. 
1859 N. Pine Island Rd. #103 • Plantation, FL 33322 


/onc\ Ann. Anon . 


■ /onc\ 40/1 nnc/1 





willi a panoramic \'iew ol'rhe combat ren- 
dered in filled-polygon graphics. Each 
individual lighting machine is represenl- 
cd in a liiile scjiiare lonnation, firing its 
little guns and either sniviving or explod- 
ing into satisl'ying small chunks. It’s an 
efTect that is more cute than awe-inspir- 
ing, but it does li\’en up a process that is 
es.sentially a roll oClhe dice and a look al 
a results table. 

The campaign is represented by a se- 
ries of battles, each gelling progressively 
harder, which must be won in order to 
advance, a la Poin i.ot'.s. Unforttinaiely, 
this may wear ii little thin to wargatuers 
who are used to .some other result of fail- 
ure than simple repetition. N’icioiy condi- 
tions almost always in\’o!\e taking one or 
more towtis, i'actories or enemy head- 
i|uarlers. Once you gel farther into the 
game, you begin to realize that there is 
usually a “trick” to achieving your ends. 
Vour opponent is usualK’ far stronger 
than you in numbers. So lime must be 
spent exploring the mapboard (re\ealed 
via your units’ scanning ranges) looking 
for a hidden opiujrtunit)-, which will 
hopcfiilly deliver :i cjtiick victor)^ while the 
foe is occupied elsewheie with your few 
heavy units. Sitice only three unit types 
are capable of capturing a structure, cate 
must be taketi to keel) 
while blasting a i)ath to your objective, 
'tour computer oiiponent is highly skilled 
it) going after the specific ttnits you tieecl 
to satisfy your victo- 
ly conditions, 

The real meal of 
the game is in the 
huge array of unit 
types. Over fid dif- 
ferent t\’pes of 
units are available, 
a few of them un- 
known even to the 
documentation, 
and you must learn 
how best to use 
them on the fly. 

There are ex’en a 
handful of noti- 
combat units dedi- 
cated to transport 
or the constritclion 
()l roads, rails and 

fortifications. Lciirning how to exploit 
the strengths and weaknesses of all these 
vehicles \vlll lest the mettle of even expe- 
rienced wargamers. And since new kinds 
of units are introduced gradually from 
one scenario to another, a player's intei- 


CHOPPER STRIKE! These filled-polygon ‘copters may look blocky, but they 
pack quite a punch, with mobility to boot. 


est is kept tilive over a very long time, 
even when Judged by the lough stan- 
dai'ds of wargamers. 

A TOUGH ROOM 

Unfortunately, the biggest problem with 
B.vri i.t: Isi.t; 2200 can be summed up in 
one word: Fnisti'ation. 'fo begin with, the 
sofhvare is pretty finicky, ;md unless you 
are running the very latest in DOS (6.22), 
Cd)-ROiVI drivers, tind memoi'y man- 
agei's, you better save eveiy other turn. 
One must follow the setup modifications 
to the letter or the crashes occur loo of- 
lc:n to actually play the game. These kind 
of boot-disk gvmmislics will luim off 


WHERE’S THE CHECKERED FLAG? It seems that these recon buggies are 
lined up for the Indy 500, but your opponent won't be laughing when those 
surface-to-surface missiles find their targets. 


many players, especially when the payoff 
is not a visual smorgasbord or a non-stop 
action pulse-pounder. 

.Although the play bv e-m:iil and mo- 
dem link systems gi\’e good results for 
multi-player games, the networking suite 


is very jDrimitive 
and disappointing. 
The implementa- 
tion places network 
games out of reach 
for the casual phiy- 
er; the software re- 
quires a dedicated 
Novell or lAN'tas- 
lic ser\’ei' in order 
to rtin. Though 
multi-computer 
households are be- 
coming more com- 
mon, it is doubtful 
that most people 
have enough com- 
puters it) their 
house to have one 
just dedicated to shuttling info packets 
around. It would have been nice to see a 
little more work put into the network .sys- 
tem, as the huge variety of weapons and 
tactics available make human opponents 
real ntiil-biters to play against. 

This is not to say the computer is a 
push-over, though. While it is no more a 
bi'ain-surgeon than any other wargame 
Al, the computer has read your victory 
conditions well and is an expert :it de- 
sti'oying your ability to achieve them — 
sometimes before you know them 
)’ourself. It is not atypical to spend two 
hours lighting over a map, only to discov- 
er the hist building to be captured lies 
o\’er a river that can only be crossed by 
the hoverci'aft that the computer obliter- 
ated in the second turn. Othei' computer 
talents lie in the realm of the cheap shot, 
specilicallv in sneaking a unit behind yoitr 
lines to capture a structure full of your 
units under repair. Since anything in a 
structure becomes the jtroperiy of the 
capturing pla)er, this can mean an explo- 
sion of enemy units in your backlield. 
units ihtii used to be your tactical resen’e. 

As I pointed out earlier, most scenarios 
have a trick of some kind: a building liill 
of new weajDons to be caj)iured, an unde- 
fended backway to the victoiy condition, 
etc. rite frustrating part is lb;tt each .sce- 
nario can lake up to foui' hours to com- 
plete anti usually you doifl get the idea 
until hallway through, at best. While the 
game is enjoyable, slogging through an- 
other iwo-liour repeat of the action just 
to do iliings right is not an inspiring 
idea. Most gamers might be tempted to 
let the game sit for a day or so, until they 
have built up the enthusiasm to iiy again. 
Many pl;i)’ers tvill find themseK’es saving 
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It's a cut above, a 
step beyond, and 
a world apart. 

Are you ready 
for Dominus? 


lllE NEW SHji|ECl GAME jllAfS 
DffEpiEWmfpyOliplAI. 

I^ominus is a new genre of strategic war 
game. A real time simulation that blends the 
best elements of fantasy role playing and 
hand to hand combat, Dominus allows you to 
stand back and run the war from above, or grab 
a weapon and join the fray. So you can fight 
the way you want. And with 
7 difficulty levels, Dominus is 
fun for first-time players and 
war game veterans alike. Defend 
your domain from invading 
clans by deploying monsters, 
casting spells, setting traps, 
capturing your enemies and 
interrogating them in the dungeon. Then 
combine your 
helpless prison- 
ers with your 
hideous monsters 
to create your 
own more 
powerful 
hybrids. 

Each of your decisions causes different 
strategies and reactions in your enemies, 
so every game 
is unique. Grab 
your sword and 
leap into Dominus. 



Q.Q.P;s 

Quoting the Quotes 

★★★★ the grandest fleet **** 

"The Grandest Fleet is a fnn game, 
and one that should live a good long 
life on many gamer's hard drives.” 

-M. Evan Brooks, Computer Gaming World 

"This game is infinitely playable" 
-Paul Hyman, Computer Shopper 

. .it’s relatively easy to get into, 
thanks to a well-designed interface. 
And once you are into it, you'll have 
a hard time stopping. " 

-William R. Trotter, PC Gamer 

"This is what great gaming is all 
about . " 

-M. Evan Brooks, Computer Gaming World 

"The Grandest Fleet is a fascinating 
little world of its own, and one 
definitely worth exploring. " 

Dennis Lynch, Chicago Tribune 

★★★★ bridge olypiad **** 

"OOP's reputation for producing top- 
notch strategy games gets another 
boost with Bridge Olympiad - another 
winner" 

Joe Novicki, PC Gamer 

** SOLITAIRE'S JOURNEY ** 

"If I were stranded on a desert 
island with a laptop and a orate of 
NiCad batteries and were allowed only 
one game, Solitaire's Journey would 
be my pick. " 

-Carol Hartman, PCM 

"It is inpossible to count the hours 
that will be spent on such a quick, 
clean, playable diversion as 
Solitaire's Journey. " 

-Alan Emrich, CGW 

Quantum Quality Productions 

495 Highway 202, 

Flemington, N.J. 08822 
(908)788-2799 


Circle Reader Service #179 
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inulliple vei'sions of a scenario, as if they were j:)laying a role- 
playing game where eveiy misstep has to be re-taken. Now, to 
be fair, you can still ring out a victoiy the hard way, but even 
should you have the military skill to defeat, your opponent 
head-on, a built-in lime limit makes this unlikely and even 
more fnisti'ating. Nothing is worse than spending an evening 
crushing the computei', only to have the time limit go olf when 
you are literally a move away from victory. And since failure 
means repetition, one’s enthusiasm wanes quickly. 



TODAY LOOKS LIKE SUNSHINE AND COLORFUL EXPLOSIONS Weather reports, 
delivered by a fetching female Drullan meteorologist, help you decide 
whether it's time to go picnicking in enemy territory. 


\^'hile the linked scenarios and nested storyline are a vciy 
nice touch for a wargame, the adoption ol' this Foi’ui.ous-in- 
spired “tiy, tiy again” system really defeats any sense of per- 
ceived realism. Anything in\’olving a stoiyline must be branched 
for success and failure, or the player begins to ignore what is 
happening in the game because, obviously, his aclions have no 
elfect on the outcome of things — and a nice touch becomes a 
slide show. It’s not like the /Mlies got to reset DicpiJe until they 
got it right. 


A THREE-HOUR TOUR 

B.-VffLE Isle 2200 is an odd dtick of a wargame. While it is intu- 
itive and simple enough to be enjoyed by the castial combatant, 
it has enough variety and subtlety to keep most grognards hap- 
py and snarling. (Conversely, the subject matter and strategic el- 
ements are probably a little llulfy for the serious wargamer, but 
the battles themselves require a commitment of time and con- 


centration that will daunt the weekend warrior. 

'Hiis may not be the deliniiive SF wargame, but it is a step in Qte 
light direction. If you 


like variety, a pretty 
tough light from a 
computer ojjponent, 
nice pictures of ex- 
ploding ])olygons 
and are lucky enough 
to have the peiiect 
CONFIG.SYS, ihen 
yoti might consider a 
nip to Chroma for a 
long toiu'ofduty. 4r 


BAHLE ISLE 2200 

RATING 

PROS Challenging play and a wide 
variety of weapons. 

CONS Frustrating design elements: 
"tricks" to scenario ".solutions," time 
limits, and a linear campaign system 
that forces you to win each scenario 
bel’ore you can proceed. 




Pjrntti RoMmDv MoHTBOMm AMI It was hardened master-minds like these that 

devised the strategies and led the forces in the fight for Europe during WWH. Now it’s your turn to play 
general, giving orders to your best commanders in KOEI’s exciting new video game OPERATION Europe. 
Take charge of theAllies as they prepare to liberate Europe or lead the 
ruthless Axis in its push for global domination. Victory can be yours in the 
War in Africa, the famous tank battles at Kursk, Battle of the Bulge, Battle 
for Normandy and the Fight for Berlin. 

Along the way, assassinate enemy commanders using Special Forces, have 
engineers destroy bridges and lay mines, sabotage supply lines and drop 


AS COMMANDER, POSITION 
YOUR REGIMENTS FOR VICTORY! 


ENGAGE YOUR ENEMY 
INSIDE CITY UMITS! 

Operation Europe from KOEl! With this gang, the world will never be the same again! 

Sft Ji^Relive historical WWII battles in six separate scenarios 

^ Select your commanding officers from a list of historical 
figures that Include Patton, Rommel and Montgomery 

^ Sabotage supply lines to enemy cities by bombing bridges 
^i^Eliminate enemy commanders using special Forces units 
AVMUBLB FOR PC, BNE8 A SERA Oue Or two player excitement 

KOEl Games are available for all systems in 

retail outlets nationwide! If you can't find the f I 

KOEl product you are looking for, call us at 1C I I I 

415.348.0500 (9am to 5pm RT). IX\ , /^I 

OnlincSupponoFicrcd on CompuServe GOVIDPLIB,Sec(.4 .ZTZZSI 

@ SlJPfll NIHIPNOIJ Corporation, 1 350 Bayshore Hwy., Suite 540, Burlingame, CA 94010 

Opentlon Europe is a trademark of KOEl Corporation. Nintendo. Nintendo Entertainment S}'siem,Se|a, Sega Genesis 
and the official seals arc trademarks of Nintendo of America and Sega of America. 


REPLENISH YOUR TROOPS 
TO DOLSTER FIGHTING 
POTENTIAL! > 



War Crime In 
Real Time 

An Age-Old Hatred Lives On In Bliz^rd’s 
Warcr/ift: Orcs & Humans 

by Chris Lombardi 



IVherc have all the liiiviaiis gone? 

Gone lo Ore meal everyone. 

Where have all ihe humans gone? 

— 6tli Centui'v Iblksong 

W ILL 11' EVLR END, THIS BLOCiD 
^■El,:l) BEIAV'EEN OrC:.S AND Ml'- 
MANS? FA^ER since THE CREAT 
hi-sloricLit clironicler, J.R.R. 
'I'olkien. stepped lhrr)iigh a 
fantasy worniliole into the land of Middle 
Kai'tli and recorded the horrendous wars 
that I'ocked that land, 
we've heard nothing 
but more reports of 
cruelly and bloodshed. 

Is there nothing we 
can do? If only we 
could get ihe U.N. in- 
volved, perhaps they 
coukl negotiate a 
cease-fire. Beliei' yet, if 
we could send Jimmy 
darter on a diplomatic 
mission through space 
and time, he might re- 
lurn with ihe assurance 
that ail would be \\’ell. 

/Vlas, all of these 
measures would he 
stopped dead by the 
barriei' between ourtvorid and the olber. 
.'Vs meliculous a reporter as Mi'. 'Folkien 
was, he was negligent in detailing the 
means by which he accessed that alter- 
nale world. Are we left to despaii'? 

I’ei'haps not. If, by a refocusing of the 
eye, we change our view of i he mailer, we 
niighi be able lo find good in an ugly sit- 
uation. One benefit, and the one closest 
to our hearts, is that the wars between 
Orcs and Mumans have given us many a 
good computer game. 


Warcraft: Orcs & Humans 


W'hat we have in Blizzard Entertain- 
ment’s W'arciwee: Orcls & Human.s, is ex- 
aclly ihat — a pretty good game set in the 
'folkienesque myihos. This slick, real- 
lime slrtilegy game recounts a war be- 
tween a human kingdom and an ori:ish 
invasion force in an area called the Bor- 
deiiands. 'fhe game tries its hardesi lo 
avoid partisanship in its retelling of the 
lale, and so the game gives each side in 
the conllici equal time. The single jdayer 
game is placed through 20 or so .scenar- 

' ios, half of 

which can be 
foughi from 
the hunmn 
side, hall from 
the ore. I'A'cn 
ihe manual 
siiares ibis 
clean division, 
with the hu- 
man account 
on one side of 
a splil-foi'nnil 
book, and ihe 
ore on the (lip 
side. 

If Blizzard 
boiTowed gen- 
erously from 
ihe accounts of Tolkien lor its sloiy and 
selling, they performed a jDeiTect bil of 
creaiive larceny when it came down lo 
the gtimc mechanics and play. Replace 
ihe overhead graphics of orcs and hu- 
uuins with Atreides and llarkonnen, sub- 
siitule Warcrm-t’s resources (timber and 
gold) with Si)ice, and rename the \’arious 
buildings that you must constriici in a 
simpliiied SiM Crn' style, and you ha\’e 
Westwood Studio’s Dune 2. 

fhe similarities are more th;m skin 



space (average), CD-ROM, mouse; supports 
most major sound cards, 

Protection: None 

# of Players: 1-2 (modem, network) 
Publisher: Blizzard Entertainment 
Irvine, CA 
(800) 953-SNOW 


deejL As, in Dune 2, the scenarios are con- 
slnicled linearly: you must complete one 
belbre going to ihc next, and the didicul- 
1)’ ci'escendos with each jDassing scenario. 
Al the beginning of a scenario you’ve giv- 
en an objective, usually to lay waste lo ihe 
opponent’s town. Slarting wiih ihe barest 
makings of a town (usually a town hall 
and a few farms), you must build up your 
plot of land into a well-oiled war machine 
capable ol out-producing and f>ul-re- 
searching the opponent. From an over- 
head perspective, you build roads, place 
liuiidings, and muster new units, all li- 
nanced by peasants who niiisl seek mil 
limber I'rom forests and gold from mines. 
Ifyou’ve played Dune 2, you could proba- 
bly get hallway through the game wilhoul 
looking at the game manual, ll’s a good 
ihing for Blizzard that there’s no jjrece- 
dent for “look and led” law.suils in com- 
puter enlertainmenl. 

All of these tasks must be done now, 
which is ihe ihrilling pari of I'eal lime 
games. While you're moving each unit to 
exj)lore the blackened unknown of the 
map, you should also be creating j)ea.sanis 
and putting them to their wood or gold 
Itarvesting tasks. Of course, to sujjpori 
new peasants, you’ve got lo have larms, 
which must be built bv the same j^easanls 
)'ouJust ordered to the mines. Meanwhile, 
your exploring soldiers have probably run 
across a .small group of enemy troops, so 
you nuisl cpiickly scroll over lo the ligbi 
and make sure your troops are properly 
dealing with liic threat (they don’t do veiy 
well on iheir own). If your troops have a 
pool' showing, you may have a few uglv in- 
\'aders pouring into your town attacking 
Nour buildings and killing ollT'our peas- 
ants. More iroops are required, so bar- 
racks musl be built, whicb requires more 
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CHARGE OF THE ORC BRIGADE As this ore scenario opens, a frontier town is 
under attack by vile human troops. The ores must save the town and 
launch a counter-attack. 


CORRIDOR OF DEATH The humans have set up a formidable defense at a 
strategic choke-point. With their piecemeal attack style, the ores don't 
stand a chance. 


peasants, more trees, more go!cl, more 
thiu ’ — of which there’s never enough. 

The panicked pace I'arely leaves room 
foi' a dull moment. WarcicM''!' is a game 
ofsplit-second decisions, a mad-dash jug- 
gling of resources and demands, lhat re- 
quires you to be both long-term jrlanner 
and octopedal micro-manager with a 
quick but steady mouse hand. If yon like 
to calmly contemplate your next move 
and carefully add up combat factors be- 
fore launching yrnir next attack, or il you 
can’t manage the carj^al calisthenics to 
right and left mouse click in rapid succes- 
sion, you can forget about WARtiityU-'f. 

If you can liandie the j3ace, VVARCR.Ari' 
will show you a good lime. The scenarios 
are structured such tlial the game slowly 
doles out new buiidiugs lhat produce new 
unit types that have new abilities, so 
there’s always a “carrot of coolness” con- 
stantly dangling before your nose. While 
you start with basic grunts and archers, 
and a handful of basic buildings, you’ll 
.soon line! that the human can build stables 
(kennels for the ores) that produce mount- 
ed knights (or wolf-riding raiders). A tim- 
ber mill and a blacksmith will allow you to 
Iniild catapults, in addition to improving 
the quality ol' your basic weapons. Then 
come ciuirches/lemj:)les that produce 
clerics/necTolytes that can cast a variety ol' 
helpful spells, and lowers lhat produce 
conjui'ers/warlocks who weave a death- 
dealing web of offensive magic. 

'fhere is a fundamenta! parity between 
ihe units and buildings of tlie ores and 
the humans, but iliere are some differ- 
ences that make I'or interesting play. 
^\^liie some of these dilferences are sub- 
tle (the human arciiers have a .sligluly 
greater missile range than ihe ore spear- 



men, lor instance), others are greai. The 
two races have a completely dilferent set 
of spells. While the human cleric can heal 
injured warriors and make units invisible, 
ihe ore neci'olyte can raise the dead and 
bestow unholy armor on its coinpalriols; 
and while the human conjurer can call 
down a nasf)' rain of lire on his enemies, 
the ore warlock can call up a cloud of j)oi- 
son that drifts through the human’s 
lands, injuring jDeasanis and damaging 
their abodes. Both conjurers and war- 
locks can summon creatures fioin other 
jdanes, but the warlock’s demon has 
slightly more strength than the conjurer’s 
water elemental, but the water elemental 
has greater range with its attack. 

Between the real time plat' and the in- 
teresting mixture (hut basic balance ol) the 
op|X)siug units, it seems tve’ve got a great 
game here — a game designetl for iin 
ebbing and Mowing contest of tactical and 
strategic wits. There’s room in this game 
for tricky feints, 
misdirection, and 
devious combined- 
arms tactics. L'nfor- 
tunateh’, 

\\’ARt;R.An‘'s artificial 
intelligence (AI) 
doesn't (|uite live up 
to the design. Com- 
puter AIs in gener- 
al. tmd Warc:rai'I'’s 
in particular, don’t 
do “ebb and How” 
very well, and cer- 
tainh’ verv few, if 

any, can be said to PEE ON THE PEONS Human knights race to save a group of gold-bearing 
have much “wits.” peasants that are under attack. Peasants are a favorite target for 
It’s tough enough to both sides, 
give A) direction, 


much less the caixibility for "misdirec- 
lion.” So, with a nod of acknowledgment 
to the laci that programming a good AI is 
extremely dillicult, especially iit a game as 
free-flowing as Warcraih', it must be said 
that W.ARc;R,\fr's AI is j)redictable at best, 
and veiy gullible at worst. 

On the predictable end. the AI's overall 
strategic aj)proach .seems to be the same for 
each scenario. 'I'he computer has a group 
of units llial il uses to attack at the begin- 
ning (tf a scenario, giving the player some 
early headaches. In'oin that point on, it 
sends a steady stream ofsinall groups, usu- 
ally just enough to weaken the human jjlay- 
er’s defensive line, but rarely enough to 
cause serious trouble. Meanwhile, it keeps a 
.small defen.sive cluster at its town. 'Hie hit- 
man jjlayer's strateg)', then, is to weather 
the initial attack, set up it defense Ibr the 
steady stream of smtill threats, and then 
amass enough troops to take out tJie com- 
puter's relatively small home defen.se. For 
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PURPLE PAIN An ore warlock has snuck up to a human town and 
cast several poison cloud spells. The clouds have a nasty habit 
of killing peasants and ruining paint jobs. 


tlie human with any sort of natui-aJ intelli- 
gence (NI), most ol' the scenarios are a walk 
in the park, especially if the NI can master 
a few tricks to take advantage of the AI’s 
tactical weaknesses. 

To deal with the AFs inability to match 
the NI wit-for-wit in an even fight, the de- 
signers have used a device about which 1 
have mixed feelings; they’ve designed 
"puzzles” into tlie scenarios. Each scenario 
seems to have a “trick” that you must figtire 
out, and tliere’s usually only one basic ap- 
proacli to die solution. For example, in one 
of the human scenarios you must rescue a 


group of peasants being held 
in a compound. Since you 
aren’t given any other peas- 
ants or money at the begin- 
ning of the scenario, you miisl 
resale the peasants before you 
can genenile money and build 
more troops. Once you find 
the comjjound and the “cor- 
rect” path to the compound, 
then you must figure out how 
many troops it will take to 
spring die prisoners and get 
them back safely, while de- 
fending your home town 
against the huge ore anuy that 
is programmed to attack im- 
mediately after you’ve lireached the prison 
walls. Tills whole affair is a tiial and eiTor 
process requiring you restart the scenario a 
half dozen times before you figure it out. 

On die one hand, 1 like this device be- 
cause it in part makes up for the AI’s weak- 
ness, and the designers use it to tell a stoiy, 
and tell it well. Each scenario is a chapter 
in the stoiy of the war (introduced with 
voice-over speech and a cool animation 
where a 3D landscape morphs out of a 2D 
map), and the scenarios are designed to re- 
flect the stor)’. In one ore scenario, Ibr ex- 
ample, an ore town is under siege. You 


start with a group of units some distance 
from the town, and you must race over, re- 
lieve the siege, and then use the buildings 
diat you save as a plad'orm upon which to 
build your war machine. On the other 
hand, once you’ve figured out the trick to a 
scenario, the challenge is gone. So, W.-\k- 
CR/\i’r is not a game that you would play 
over and over again. 

These criticisms cmmble into so much 
moot dust once you get another human on 
the other end of a network or modem. 
WARC:RAi'r has a remarkably clean and easy 
interface for both nvo-player network and 
modem play, and a number of customizing 
options allowing you to choose the map 
and starting unit mix of both players. In 
less than a minute after installing the game 
on the CGW network, my ore hordes were 
thrusting their scythe of death through 
wave after wave of htimans controlled by a 
fellow editor. Here is where W.arcraft re- 
ally comes alive! Fast-paced, fun, and flexi- 
ble enough to support a wide variety of 
tactics, Warcrafi’ ranks up there with such 
classic two-player slug-fests as Command 
HQ and Globai. CoNQUitST. 

When the final body count is tallied, 
and tlie streets have been scrubbed clean 
of ore and human blood, the recommen- 
dation is tliis: if you enjoy frantic, real time 
games, and if you don’t mind a linear 
structure in your strategic challenges, 
Warcraft is a good buy. Wliile the AI is 
no Einstein and the “puzzle-based” stme- 
ture of the scenarios won’t make for much 
replay, you’ll still get a good 30-1- hours of 
moderately demanding play. In the mean- 
time, start a campaign to convince a natur- 
al intelligence (a gaming buddy) either to 
buy a modem or stay after work and play 
Warcrait head to head. For w'hile the his- 
tory of the Ore and Humans is one of 
tremendous bloodshed and cruelty, noth- 
ing in tliis world or any otlier can match 
the ferocity and unrelenting bitterness (all 
in fun, of course) of two humans locked in 
mortal gaming combat, if 


THE EDITORS SPEAK! 


WARCRAFT; ORCS AND HUMANS 

RATING it 

PROS Exciting real-time game 
play and a terrific suite of two-player 
options. 

CONS Tlie yU is dull and the “puz- 
zle based” scenarios do not encour- 
age single-player replay. 






‘WE THE PEOPLE’ American Minutemen have just 
fired the shot heard 'round the world. Join the war for 
independence with this historical game that lets you 
lead the fledgling forces of the Continental Army. S29 



‘WARHAMMER 40,000’ It’s an entire hobby sup- 
ported with a huge range of supplements, boxed sets 
and blister packs of plastic and pewter miniatures. 
Includes hundreds of different models. S49 



‘CIVILIZATION’ A 
game for 2 to 7 
players that traces 
the history of man. • 
Not considered a 
"war game", mili-- 
tary conquest 
plays a secondary 
role to the develop- 
ment of one's civi- 
lization from within. 
Trade and the dis- 
covery and use of 
such skills as metal 
working, pottery, 
and religion are es- 
sential to advanc- 
ing civilization. $29 



‘GETTYSBURG’ The most studied, talked about, and 
debated American Civil War battle everl You deter- 
mine which generals were good, which made contro- 
versial moves & who were simply bad tacticians. $15 




'HISTORY OFTHE WORLD’ traces the progress of 
mankind from the dawn of civilization to the threshold 
of the modem era. Each playercommands 7 empires, 
vies wfith armies & build monuments to their glory. $27 


'WARHAMMER’ Enter the world ofWarhammer, the 
tabletop fantasy batllegame in which you and your 
opponent control mighty armies. You maneuver and 
attack with massed ranks of troops. $49 


.lexander at Tyre $18 
lexander's Generals $33 
.ncienis $25 

stiles of Alexander $33 
aesar $38 

ireat Bit Julius Caesar $34 
nperator $21 

rpen'um Romanum II $29 
eloponnesian War $29 
PQR: Btt Roman Rpbl$33 
lege of Jerusalem $27 
I Against Rome $27 


BOAROGAMES 
AMERICAN REVOL 


776 $22 

live Me Liberty $25 

/ar of 1812 $22 

862: Civil War Qud Gm$23 
863:American Civil War$28 
House Divided $20 
cross Five Aprils $23 
obby Lee; Civil War $37 
rolher Against Brother $33 
ampaigns of Civil War $21 


hancellorsville: Victry $34 
ivil War Classics $23 
mbrace Angry Wind $24 
.ettysburg $15 

uns of Cedar Creek $32 
allowed Ground $42 
ere Come the Rebels $23 
ee Takes Command $22 
Be Vs. Grant $16 

sngslreet’s Assault $25 
llssissipl Fortress $22 
oads to Gettysburg $24 
lonewall Jcksn's Way $27 
tie War for the Union $32 
hunder at Crossroads $27 


ECONOMIC 


Global Survival $34 

Stock Market $19 

Stocks & Bonds $19 

BKdZiZilauii^l 


Advanced Heroquesi $42 
Battle Masters $42 

Dragon Quest $19 

Dragon Strike $33 

Dungeon $16 

Hero Quest $29 

HQ Pk 1/KeIlar's Keep $10 
HQ Pk 2/Rtm Witch Lrd $10 
Iron Dragon $25 

Magic Realm $23 

Sindbad $33 

Titan $23 

Xanth $21 


Wi'll&iiiifjiiM 

Acquire $19 

Alibi 312 

Assassin $15 

By Hook or Crook $19 

Candidate $19 

Circus Maximus $11 

Class Struggle $19 

Dinosaurs of Lost Wfid $15 

Gangsters $23 

Hexagony $11 

Image $10 

Legends of Robin Hd $11 

Moonslar $12 

Quest for Ideal Mate $15 

Shark $25 

Spices of the World $18 

TV. Wars $12 

Tycoon $15 

Tyranno Ex $23 

Uncle Hppy's Train Gm $13 

Word Power $15 



Age of Chivalry 1or2 ea$27 


Black Prince $25 

Henry V $28 

Ironsides $28 

The Crusades II $28 


2nd-7th Fleet eachS23-S27 
Attack Sub (Card Bsd) $19 


Back to Iraq $16 

Central America $23 

Firepower $23 

Flashpoint: Golan $29 

Flight Leader $21 

Gulf Strike $29 

Harpoon $25 


HExp./SIh Atlantic War $10 
Harpoon, Naval ReviewS14 
IDF (Israeli Deince Frc) $29 
Modrn Nav Btt 2 or Sea $19 
Nato $15 

TacAir $19 



Austerlitz $30 

Battles of Waterloo 333 
Empires in Arms $27 
La Baiallle d'aurslaedi $30 
LB de Mnt St. Jean DIx $62 
La Baiallle de Wavre S25 
Napoleon at Austerlitz $20 
Napoleon on Danube $19 
Napoleon's Battles $23 
NB Exp. Kit 1 or 2 each $12 
Napoln’s Leipzig Cpgn $25 
NapoIrVWatrloo Cpgn $30 
Napolns Later Battles $25 
War & Peace $23 

War to the Death $21 
Wellington's Victory $1 6 
Wooden Shps & Irn Mn $19 




1830: Rlrds& Rbr Bms $20 
1870 $38 

Australian Ralls $21 
British Ralls $21 

Empire Builder^ $25 
Eurorails $25 

Express (Card Game) $11 
Nippon Ralls $21 

North American Ralls $21 
Rail Baron $19 

Alpha Omega $19 

Blood Berets $29 

Cosmic Encounter $29 
CE Exp./More Cosmic $29 
Federation & Empire $38 
FE ExpJCarrier War $17 
FE Exp./Special Oprtns $9 


Space Marine (Epc Scl)S49 
SM/Armies of Imprium $25 
SM/Battles $21 

SM/Renegades $25 
Star Fleet Batt Advncd $25 
Star Fleet Battles $25 
SFB Cadet Trng Manual $7 
SFB Capt. Log 8-15 ea $9 
SFB Module each $5-$15 
Startrce Terra (Crd Gm)$19 
Stellar Conquest $19 

Bowl Bound $15 

Football Strategy $12 
Pay Din $19 

Regatta $19 

Stalls Pro Basketball $24 
Stalls ProTms Bsball $19 
Title Bout $19 

World Cup FB (Soccer) $38 
Wrasslln' $15 



Advanced Civilization 

$23 

Blackboard 

$27 

Britannia 

$19 

Civilization 

329 

C Mod.AfVestern Ex. Kl 

$8 

Deluxe Diplomacy 

$42 

Diplomacy 

$19 

Enemy in Sight 

S12 

Feudal 

$18 

Guerilla (Card Based) 

$19 

History of the World 

$27 

Kingmaker 

$19 

Maharaja 

523 

Pax Britannica 

$16 

Republic of Rome 

$29 

Supremcy Mega-ManI 

$25 

Supremacy Mega-Map 

$25 

Supr Resource Deck 2 

$13 

Supr Revisd Rules (5/92)S4 

Suprmcy Spiml ea. S17-S25 

Supremacy, 3rd Ed. 

$42 

Viceroys 

$25 

We the People 

$29 

1 BOARDGAMES I 

1 WORLD WAR 2 1 

1944: The Second Frnt $32 

A Line In the Sand 

$25 

Advancd Squad Leader $38 

Afrika 

$21 

Air Force 

$23 

AF Mod./Dauntless 

$15 

Allied Commdr of WW2 

$12 

Ambush (Card Based) 

$27 

Axis & Allies 

$29 

A & A Plastic Mlnies 

$25 

A & A WW 2 Exp. 2 

$21 

A&A;Wrld at War DIx 

$15 

Breakout: Normandy 

$23 

Campaign to Slalingrad 

$29 

D-Day 

$16 

France 1944 

$12 

G.D.'40: BltforStonne 

$30 

Hiller’s War 

$15 


mmm\ 


Luftwaffe $23 

Midway $19 

Naval War (Card Bsd) $12 
Operation Crusader $29 
Run Silent, Run Deep $26 
Salvo 2 $23 

Sink the Bismarck $23 
Spitfire $23 

Squad Leader $23 

SLModule each$19-S28 
Third Reich $19 

Turning Pnt Stalingrad $19 
Up Front (Card Game) $19 


Up Front Module (Card}$12 
Victory in Normandy 313 
WesIFront: War in Euro $49 




Crisis in Korea 

$29 

Frozen Chosin 

$25 

Platoon 

$15 

Silver Bayonetle 

$17 

The Korean War 

$18 

Vietnam 

$18 


mmm 


Aces High $24 

Aces High Amer Aces $24 
Knights of the Air $19 
Landships $27 

Lawrnce Arabia, 2nd EdS20 
Richtolen's War $19 

m mmm 

Battle of Alma 328 

Cpgns Frederick Great 324 
KolintPredrick's Frst Dtt $34 
Lion of the North $29 

Sands of War $29 








/liRBORI^E 

EXPRESS 


Consumer Electronics 


’With the purchose of ANY CO-ROM Drive or Upgrade Kit from ComputAbility 
buy 3 for $57 or 5 for $95 ‘ OJfrr gnod ut lime of purchase onfy.' 


Prices good with the Purchase ol any CO ROM Drive or Uporade Kit (at time ot purchase orriy) 

PULe Note: AH dWwj art new and carry a jm Manufieturer’s Warrant 

©Plextor 

3028i Internal alone S259 

Mih 16 bit SCSI 2 ; CD only .... J35'J / S325 
with Sound Blaster SCSI 2 / ASP. , $-543 / 5480 

5028c Eiicrnal alone S355 

with i6 bit SCSI 2 I CD only , , . , $457 I $421 
with Sound Blaster SCSI 2 1 ASP. . $55!) / $589 

4 i'les; 1MB internal alone $405 

with 16 bit SCSI 2 / CD only .... $500 / $471 
with Sound Blaster SCSI 2 / ASP. , $596 / $626 

4 Plea 1MB Eiietnal alone $514 

with 16 bit SCSI 2 1 CD only .... $617 / $581 
with Sound Blaster SCSI 2 / ASP. . $719 / $749 

4Pla 256Klntemal alone $359 

with 16 bit SCSI 2 / CD onlv .... $454 / $425 
wHth Sound Blaster SCSI 2 1 ASP. - $550 1 $580 

4 Pies 256K External alone $469 

with 16 bit SCSI 2 / CD only .... $571 1 $535 
with Sound Blaster SCSI 2 / ASP, . $673 I $703 


Dark Sun: Shalleied Lends 
Oiciionary 8i Language 
DirsosaurMMEncyc. 


Solar System 
Sound Eflecls LArary 
Space 8 Astrorxxny 
Space ShutileMPC 
Star Wats Chess MPC 
Ullimale Domain 
US Allas MM MPC 5.0 
US History 
US Presidents 
USA Wars -Desert Storm 
Wake of the Ravager 
Watgame Bundle 
Winter Spoils 

V/cilenstein 3D I Aliens of Gold 
World Atlas MM MPC 


CHINON 

535 Internal alone $215 

with 16 bit Sai 2 / CD only .... $310 / $281 
with Sound Blasiet SCSI 2 / ASP. , $406 1 $436 


Encyclopedia of Sound 
Eye ol the BetioktarTriiogy 
Family Doctors 
Fantasy Fast 

Great Cities of the World V.1 


erTrouble 


535 External alone 


with 16 bit SCSI 2 1 CD only .... $461 I $425 
with Sound Blaster SCSI 2 1 ASP. . $563 / $593 

525 Internal alone $155 

with 16 hit SCSI 2 1 CD only .... $230 / $214 
with Sound Blaster SCSI 2 1 ASP, . $346 / $376 

IMEC 

2Vi Internal alone {with IDE intetfjcc, Mictosol't 
Encaita '94 M-M Encyclopedia & coupon for 

a f7i££up|rade to Encana '95) $175 

4Xi Internal alone $369 

with 16 bit SCSI 2 1 CD onlv .... $464 / $428 
with Sound Blaster SCSI 2 / ASP. . 5553 / $583 

4Xe External alone $459 

with 16 bit SCSI 2 / CD only .... $554 1 $518 
with Sound Blaster SCSI 2 / ASP. . S6f>3 / $693 

TOSHIBA 

3501 Quad Speed Internal alone $319 

with 16 bit SCSI 2 / CD only .... $414 / $388 
with Sound Blaster SCSI 2 I ASP, , $510 / $54U 


Guinness Dk of Records '94 MPC 


CDGarnePakll Jets and Props 

CD ROM Challenge Pk (9 games) Just Grandma S Me 
ClipartWarehouse KmgsOuastS 

Complete Refemce Library Kings Quest 6 

Cyclones KodakPholoCDAccess 


Return to Zorlt 


TURTLE BEACH 

MulUSound Monterey 

Maui Wavelable Synthesiser Upgrade . . . 

Wave lot Windows 2.0 

(with the purcahseol any sound card) .. 
Audio Advantage PCMCIA - FREE DEL . . 

QUAD Studio 

MrtnlB Carlo /Ttopea 

OTHER 

ADS AUDIO ROCK-IT/16/Pro CD 

Advanced Gravis 

Ultrasound /Ultrasound Max 

DSP DIgISpeech Portable Sound 

Logitech 

SoundMan 16/ SoundMan Wave 

MS Sound System 2.0 with Board 

Roland 

SC-7 Sound Canvas Module 

SCD-10 Sound Canvas Daughter Board. 
SCD-1S Sound Canvas Daughter Board. 

RAP-10 Sound Producer 

Orchid 

Gamewave 32 / Soundwave 32 

Ensoniq Soundscapo 

Ensonlq SoundScape DB Daughter Board 


SOUND CARDS 

CREATIVE 


Super Quad 4X Internal done 

with Sound Blaster 16 MCD / ASP , . $461 , 

with Ensoniq Soundscape 

with Sound Blaster AWE 32 


OOID Internal alone $139 

iih Sound Blastet 16 MCD / ASP . . $274 / $308 
. $333 


vith Ensoniq Soundscape. 


Pro Audio Studio I6 

Premium 3D SCSI-2 

Premium 3D SCSI-2 MCD. . . . 
Pro 3D 

MediaMagic 

ISP-16 Audio Board 

Telemetry 32 


Cird.SIx^fT^' 


jy iOPEMS 


VIDEO 


BOARDS 


S HOURS FREE 

It the purchfiM of anymodemi 


Speedslat Pro, 1MB ISA/ VLB ... 

Stealth 24 ISA /VLB 

Stealth 32 ISA /VLB 2MB 

Stealth 64 2M8 PCI /VLB 

Sleallh64 4M6PCl/VLB 

Viper VLB 2MB /PCI 2MB 

VideoStar/Video Star Pro 

MATROX 

Matrox MGA 2MB: ISA /VLB /PCI 


NEW LOWER PRICES! 


/■OU.M 


Toolvroik’s Mulrimedii Encyxlopedia. Mavis Beacon Teaches Typing 3.0 MPC Animals MPC .MegaRace, 
CasdShi^ Plus CD, Ultimate Domain, Chcssmaster 4000 Turbo, US Atlas 4.0 .MPC, Wnild Atlas 4.0 MPC 


14.4 for DOS or Win Int / Exi . , . 

wtlh Voice Int / ExI 

Zoom 14.4 PKTExt 

V.Fast Class 28.8 Ini / Eii 

Zoom 1 4.4 w/ RPI 

PCInt./EX Ext S75/S109 

14.4 PCMCIA Cell-teady. 

FREE DELIVERY $195 

V.34 FaxModem 
lnl./Ext $185/5215 


Prescriptions 
for l-caming 


^SIERRA 
Role Playing Adi'enlunr ' 
Gabriel Knighi 
leisure Suit Larry 6’ 

Police Quest 4 


#^SIERRA 
FlyingAce 
Aces Over Europe 
Aces Over the Pacific 
A10 Tank Killer 
I Red Baron $ 


Graphics Pro Turbo 
4MB ISA or VLB or 

PCI S5$9 I 

ATI Graphics Wonder Mach ISA or VLB . . . 

ATIUlira Pro 2 MB ISA or VLB 

ATI Ullra Pro EISA 2M0 

ATI Ullra Pro Turbo 2MS ISA or VLB or PCI 

Win Turbo 2MB PCI or VLB ot ISA 

Graphics Expression 2MB: ISA / VLB / PCI . 


Supra corporation 

praFaxModem Internal 24/96 $53 

pra 2400 External $59 

praFaxModem 144LC, Class 1 only, Ext DOS/Win . $125 
praFaxModem V.32 bis, with FaxSoflware 

lOSAVindows internal /External S109/S172 

praFaxModem 2B8i Ini. /268 Exi $205 / S235 

pra Express 144 with HPI $83 

pra Express 1 44 Plus Int / Exi $89/599 


BodyWorks 3.0 
Dinosaur Museum 
PharmAssist > , 


CD ROM DRIVES & KITS.. 

TURTLE BEACH 

Monterey Upgrade Kit . . 

r,.,..... C-..X CREATIVE 


,S95/S115 
S205/S219 
.$219 / 5235 

$185 

S355 

S199 

.$329/ $349 
.$375/ $419 
.S5I6/S549 


MV 1100 Deluxe Multimedia ) 
MV0400 Reno Drive Internal 

MV 2100 Family Deluxe 

MV 3100 Super Deluxe 

MV 4100 Premium Deluxe , . 

MediaMagic 

lSP-15Ughl 

ISP-16Sound System 


•V.34 28.8 Int /Ext 

• 14.4 PCMCIA, Free Delivery 

•V, 34 PCMCIA, Free Delivery . . . . 
rt Fax/Dat 14.4 PCMCIA, Free Dal . 
/.32Tetbo with Fax Int /Ext 


9GXE, 1280x 1024 Ml, SVGA: 
LVL 10,1MB ISA/VLB.... 
LVL11,2MB ISA/VLB.,,, 
LVL 12, 3 MB ISA /VLB ... 
LVL 14, 4MB ISA /VLB.,., 

GXE64PCI 1MB/2MQ 

GXE64 VLB1MB/2MB 

GXE64ProPCI 


Game Blaslar CD 16 Upgrade K 
Dipilal Edge 3X Upgrade Kil . . . 
Omni 3X/ Omni 4X-NEW1... 

Omni External 

Discovery 16 Internal 

Sound Blaster MM Office Inl/Ext, 
Digital School House - NEWI , 
Edutainment CD 16 Int /Ext - NE 


MOTOROLA 

Power 14.4 PCMCIA Cellular Modem. FD . . . 
Uleslyle 14,4 PCMCIA Data'Fax Modem, FD 


FRIICardShop Plus Enhanced 
CO ROM Version with the purchase 
ol any Cmative Labs Upgrade Kit’ 

’Offer good thru I^11:95 - good at bme ck purchase cxity 


” 928MOVIE 1MB / wilh Sound .... $179’ 

92aMOVIE 2MB / with Sound S299’ 

PCIMOVIE 2MB with Sound - NEW! 

' Please specify ISA or VLB 


2V Deluxe - 2VI internal dbl spd drive with IDE 
Interface, Creative Labs sound card, speakers. 
Microsoft Encarta MM Encyclopedia. Mysl 
and Sim City $285 


CELLed 14.4 Portable Cellular Modem . 
FasTalk I1 1.4 kbps InUExt 


Add only $79 to a purchase above 
^^^and get these 9 titiesT^^— 


K=491 lIMliitlMljBII Hrs (CST): M-F 8am - 8pm, Sat. 9am - Spm • Tech Info 1pm - 5pm (414) 357-8181 • Fax (414) 357-781 







NOTE; We do not sell xxx-rated CD ROMs so please don’t call for them. 


ntn Hour 

Guost 

U.P.wiIhUSA 

^ces Over Europe 

^EGIS: Guardian ol the Fleet . . . 
II Quadm; The Genie's Curse .. 
Gladilin and His Wonderful Lamp. 

Monein the 0 af 1 ( 

Armored Fist 

Sack Roads Racers 

3atlle Chess MFC Enhanced 

kauty & the BeasI 

Beneath a Steel Sky 

Beyond Planet Earth 

Blood Bowl 

Buzz Aldnns Race Into Space . . . 


Evolution Lost in Time 

Fighter Fighter 

Filh Fleet 

Flight Commander 2 

Football Pro '95 

Funny CD 

Gabriel Knighi 

Global Explorer 

Great Naval Battles II 

Harvester 

Hell A Cybre Plunk Thmller 

Hell Cab 

Hi Tech Aircraft 

Incredible Machine 2 

Incredible Sports Machine 

Indy Jones 4 Fale ol Atlanlis 

Insatiable Horde 

Iron Assaull 

Iron Helix 

Journeyman PtojecI 

Journeyman Projecl Special Edilion. 


Kings 
Quest VII 

The bcsi-sclling 
udvcniiirc series 
ofali lime rciuriis 
with the most 
spcciacubr 
episode yci. Told 

ilirougli brcaihinking, cinema-quality animation 
and accompanied by a dynamically beauiiKil 
score, King's Quest Vll establishes a new stan- 
dard for animated adventure games. In King's 
Quest Vll. Roberta williams spins an cnclian-iing 
talc of mother and daughter caught in a world of 
fairies, trolls, and magical lands. Tills Holiday 
Season, share the laughter and acitement of this 
charming adventure 

game with your entire family, $52 


Ultima Vll Complete 

Ullima VIII with Speach Pack. 

Under a Killing Moon 

Undersea Adventure 


Wars: Desert Storm w/Coalition Command 35 
Planes: Modern Fighting Alrcfarf for Win. . . 42 

re In World Carmen Sandiego Deluxe 55 

Shot Johnny Rock 35 

I Commander 2 Deluxe w/speech and 1S2 . 32 

I Commander 3 53 

I Commander Armada 48 

I Commander I/Ultima VI 29 

I's Over Europe 37 


BO Speedway 

Bhaos Continuum 

Bhess Master 4000 Turbo MPC 

Boloniialion 

Bommanche M.O.K. w/Expanded Mission 

Bommand and Conquer 

Borridot 7 

Brealure Shock 

Brime Patrol 2: Drug Wats 

Brilical Path 

Byber Judas 

ByberRace 

)anng to Ry 

Bark Legions 

Bark Sun: Shattered Lands 

Beal A Meal 

Bellas 

BinosaurAdvenlure3.0 

Boom 2 

Bracula Unleashed CD 

Bragon's Lair 

Bragonsphere 

BungeonHack 

agle Eye Mysleries; London 

arth Siege 

coquest: The Search lor Celus 

SPN Baseball 

SPN Golf Tom Kite 

ven More Incredible Machines 


Doom II I- V h 

Sequel to the award- 
winning DOOM, 

DOOM II provides 
more levels, more 
nastier, deadlier 
demons to tuiile, 

more weapons, acitement and a whole new ' 
story line! Stunning graphics, pulse-pounding ai 
tion and intense gameplay make this the 
ultimate action g.imc. Rated Flby all the critics! 
Tor one player, two players using a modem and 
up to four players on a LAN (IPX protocol). 


MS Dangerous Creatures 

MS Flight Simulator 5.1 

MS Golf Championship Pinehurst . 
MS Office 4.2 Standard NT for Win 

MS Ultimate Robot 

MYST 

Nascar Racing 

Normandy 

Oceans Below 

Oregon Trail 

Oul Post 

Pacilic Strike with Speech Pack. , . 

Patrician 

PGA Tour Goll 486 

Phantasmagoria 

PlayRoom for Win 

Police Quest 4 

Ptehistoria 

Psycholron 

Quantum Gate 

Quantum Gate 2: Vortex VAndows. 

Quest lor Glory 4 

Quest tor Glory 6 

Raiden 

Ravenloft 

Rebel Assault 

Red Shift lot Windows 

Renaissance Master II 

Relumlo Ringworld 

Relutn toZork 

Rise ol the Robots 

Pull's Bone 

Sam & Max Hit the Road 

Shadow easier 

Shadow ol the Cornel 

SIM City 

SkyrealmsofJorune: Alien Logic. .. 

Slater & Charlie Go Camping 

Space Adventure 

Space Hulk 

SpaccOuesM 

Space Shuille 

SSI's Fanlasy Fest 

SSN-21 Seawolf 

Slar Crusader Take 2 

Star Trek 25lh Anniversary 


INPUT DEVICES 

LOGITECH 

Dexxa Serial Mouse S23 

Mouseman Cordless II S87 

Trackman II Combo 879 

Trackman Voyager 865 

KENSINGTON 

Expert Mouse ^95 

I MICROSOFT ' ‘ 

! MS Serial Mouse 2.0 853 

j MS Home Mouse 837 

' MS Natural Keyboard S89 

CH PRODUCTS 

I Virtual PJol 869 

I CH-Righl Stick Pro S55 

THRUSTMASTER 

Thruatmasler Pro Right Control Stick S1 19 

Flight Control S&k S7S 

Rudder Pedals 8119 


'X^ing Conimaiider III 

n this icchiiologicilly ivtounding sequel, 
ouVe a squadron commander aboard the TCS 
''icieij. By inieractively affeciing the plot and 
he war. you tan end the Tcrran-Kilrachi con- 
lici with a final showdown on one of the 
lomcwnrlds. Which will it be - Earth or Kiltah? 
)nly a true 

Mmihindcr 


Jurassic Park 2.0 (or Win, 


Kings Quest 1 ... 
Knights foXenlar. 
Labyrinlh of Time 
Lands of Lore . . . 


Leisure Suit Larry 6 

Leisure Suit Larry Collection 

Util Divil 

Lode Runner 

Lord ol the Rings 

Lost Eden 


nding to the 
nest install- 
iieni of this 
ucccssful 


Lost Treasures of Infocom 

Maddog Mcree II 

Maniac Mansion 2 (Day of Ihe Tenlade) 

Maniac Sports 

Mario is Missing Deluxe 


Consumer Electronics 


; World ol Keen 


. Auction 


; Over Europe 


ven More Incredible Machines for Vrin 

alconS.O 

ootball Pro '95 


MS Flight Simulator 5.0 


rdorlng by phonp 



Looking’ lor a I’anon lo play against yoiir Roinnicl? Need sonu; IVcsli meat Cor network 
Dooni-fcsts? On ilic liunt for a gamer’s bulletin hoard system in yoiir area? Well, you 
migln find what you need on CGW’s While I’age. If you’d like lo place your own ad, 
send us a pt)stcard, CJGW Poll card, letter, I'AX [7Ll-‘28!l-3‘ld4] or email (Pn)digy 
[EXPT'IOBJ, GompuSeiTe [76703,622], Tlie Sierra Network at [Box 1048], C^Euie or 
America On-Line at [CCiW]). Generally, we run iheni only once, so send another each 
monili you wani your name listed. 'I'hc ads themselves should seiwe as reasonable 
examples lo write your own. However, 

• Provide at least one telephone number. Do not forget the area code and mention 
whether the number is Home, ^Vork or Moriem. 

• Include )’our city and state so that people who call you will know what lime zone 
you arc in and recognize it when they see it on their plione bill. 


Computer Gaming lVt7r/d magazine also appears as its own Forum on 
CompuServe’s ZiffNet. To access our editors and writers on-line, just 
GO GAME WORLD. Topics include: Hey Editor!, Opponents Wanted, The 
Hardware Zone, Online Gaming and many more. Join us, won't you? 



BULLETIN BOARDS 
The Crossroads BBS in 
Redmond, Va is looking for 
players to play games like 
Empire Deluxe, Spectre VR 
and 4-Player Doom! Our 
system works as a hub, al- 
lowing network games to 
be played against other lay- 
ers while online. We also 
have UseNet news and a 
huge file area, running ma- 
jor BBS with 5 lines. Call 
(206) 882-3542 24 hours 
a day. 


Those interested in purchas- 
ing VGA Planets should 
contact designer Tim Wise- 
man at P.O. Box 204, North 
Fork, CA 93643, or call his 
BBS at (209) 877-4921. 
The cost of a registered ver- 
sion of the game is $15. 


28,800 bps madness! Join 
the Modem Gladiators Fo- 
rum on Maverick’s Quodle- 
gitur BBS. On-line games 
include Tradewars 2002, 
Red Dragon, Mines of Gorr 
3D, Saratoga Racevmy and 
more. Huge selection of 
Doom files, game editors, 
and add-ons. plus (light sim 
patches, cheats hints and 
editors for hundreds of oth- 
er games. RIP comptibie 
VGA online menus— FREE 
access 24 hours a day, 7 
days a week. Fresno, CA 
(209) 233-7835. 


The Gamers Proving Ground 
BBS-(215) 248-2319— is 
dedicated to connecting 


modem gamers and gamers 
in general; together for the 
thrill of victory. Our On-Line 
Modem Database is contin- 
ually updated with gamers 
seeking head-to-head oppo- 
nents for Seawolf, Lexi- 
CROSS, Doom and others. We 
also feature tournaments, 
contests and prize give- 
aways. So if you’re looking 
to "reach out and crush" 
someone, or Just looking for 
a BBS where you have a say 
and everyone is a winner, 
then call us in Philadel- 
phia— we have 2 nodes and 
speeds up to 14.4 


Game Palace BBS is the 
largest Doom BBS around! 
Over 1300 WADS and 260+ 
megs of Doom files on-line, 
with 30 different Doom file 
areas and 9 Doom confer- 
ences. Mirror of popular ftp 
site. Offical id Software dis- 
tribution site and official 
site to many popular WADS, 
including Aliens-TC, Trini- 
ty, Forest and more. Sever- 
al CDs offer shareware files 
at 14,400 24 hours/ 7days, 
(305) 587-4258- 


The Modem CONNECTion 
BBS at (404) 591-9762, 
flies at 28800bps and 
serves as the comm center 
for Atlanta's 404th Cyber- 
Space Fighter Wing, Flight- 
line. Any and all 
serial/modem/network 
games are played and pro- 
vided for by utility files and 
international messages. 
Monthly local network 


meets lor Doom, Falcon, 
Armada, etc., with many on- 
going gaming ladders post- 
ed. 

The Main Street BBS- 
(515) 628-3101-Multin- 
ode BBS (3 lines) offering 
TradeWars 2002, Legend of 
the Red Dragon, Real-Time 
Chess, space Quest 2112, 
Xeno-Quest, Planets TEOS 
and many others. Also 
shareware game releases 
withover 50,000 files. 

Check out New Zalem at 
(713) 360-1794. It's got 
tons of files and some on- 
line doors like Legend of 
the Red Dragon, TW2002, 
SRE, and BRE and it needs 
callers like you to play 
them. 

MegaComm BBS at (703) 
829-BIGl, has been open 
since 4/94 and is the 
fastest growing BBS in cen- 
tral VA! We sponsor the 
Phoenix Wargamers’ Guild 
and the Adventurer's Guild 
& Archeological Society 
gaming clubs; have RPGA 
on-line events, Warhammer 
Fantasy Battles scenarios, 
and PBM board games. We 
have a wide selection of 
games in both solo and mul- 
ti-player mode for members 
and visitors alike, including 
MEBCHANr Prince, VGA 
Planets, Diplomacy, Machi- 
AVELLi, Empire Deluxe and 
Doom among many others. 
The only on-line BBS that is 
a game, we give free on-line 


’’MegaCredits'' to each new 



Located in Fairfax Station 
VA, Sth Wonder BBS— node 
h (703) 569-6414. 50 on- 
line doors, world message 
exchange and SkyNet Inter- 
national (10,000 messages 
updated daily). Over one gi- 
gabyte of files available for 
download. Running TriBBS 
5.1, 24 hours/ 7days, sup- 
porting 2400-14400 baud 
callers. 


Alaska Image Scanning at 
(907) 338-0451 is a new 
BBS in Anchorage. AK offer- 
ing info on having pho- 
tographs scanned. We also 
have a large Doom file area 
(100 mega and growing!) as 
well as other games and 
files, carrying Software Cre- 
ations Net with conferences 
for Apogee and id Software! 
Full access on the first call, 
with support up lo 28.8, 
open 24 hours/7days weekly. 


The Underground BBS is the 
ultimate plac3e for players 
to meel and have fun! Over 
50 online games including 
Barren Elite, TW 2002, 
Legend of the Red Dragon 
and more, with a Usurper 
tourney for either new or ad- 
vanced players! Our very 
large file base has a number 
of Doom external levels, and 
our message base allows you 
to talk to other gamers 
around the world. Call us in 
Diamond Bar, CA at (909) 
861-5901, up to 28.8k 


baud. Mention CGW when 
you call. 


Prowler's Palace BBS at 
(916) 788-1624 is looking 
for new members. 2400- 
28800 bps, 2+ gigabytes of 
on-line games. CD-ROM on- 
line. Now running WWIV 
net. SYSop Fred 
Williamson. 

Byte to Excellence is a Red- 
ding, CA BBS looking for 
new members. Enjoy access 
to Internet, VirtualNel, 
UseNet and ExcelientNet, 
along with a number of 
games such as TradeWars, 
LOO, and Bre. There is also 
an on-line CD with many 
more games to choose from. 
Speeds up to 14.4, just call 
(916) 223-4900 for a bar- 
rel of fun! 


OPPONENTS WANTED BY 
AREA CODE 

I am looking for opponents 
in the Seattle/Bellevue, WA 
area (or modem play of Fal- 
con 3.0, Seawolf and other 
games. Call Patrick al (206) 
451-8206, 


I'm interested in playing 
Front Page Sports Football 
Pro with anyone in the Dal- 
las area. If interested, 
please contact Chris at 
(214) 418-7197. 


Seeking fans of the games 
Monkey Island 2, Police 
Quest; Open Season, and 
Disney's Coaster to share 
hints, scores and thoughts 
on the game. Please write 
David Landers at 3780 
North Sunnyfield Drive. 
Copley. OH 44321, or call 
at (216) 666-4766. 

Local Doom or Doom II vic- 
tims wanted for Deathmatch 
2.0. I am the besf Doom 
marine. Karl Kindt. Webster 
Groves, MO, (314) 968- 
4005 

Opponents wanted for Doom 
li, either Deathmatch or co- 
operative, on local modems 
in Alberta, Canada. Call 
Scott Rodger at (403) 464- 
5468 for more info. 


Local opponent wanted for 
play by modem of World 
Circuit, FPS Football, Op- 
eration Crusader, Doom and 
Doom II, or any other game 
by modem! Contact Jason at 
(514) 487-3229, EST, 
Montreal, Canada. Feel free 
to leave a message. 

Looking for managers to 
compete in our Pursue the 
Pennant play-by-mail base- 
ball league. Call Bill H. at 
(516) 825-0057 before 8 
PM EST, or write PBF Coor- 
dinator, P.O. Box 260171, 
Bellerose, NY 11426. 


I am the best Doom player 
on earth; face me if you 
dare! Phoenix AZ, (602) 
935-9714 


I am looking for people in 
the Madison, Wl area to 
play Falcon 3.0, Wacky 
Wheels and Seawolf 
against. I would be glad to 
play people from farther 
away if you make the call. 
Scott Finley. (608) 222- 
6319, Prodigy; JCNB42C. 
Internet: 

scott@warzane.com 

Opponents wanted for (707) 
area code games of Doom, 
Doom II, Falcon, MiG, or 
Hornet, Justin Landskron, 
Santa Rosa, CA, (707) 824- 
8956, 2400, 9600 or 14.4 
baud. 

Seeking opponents in the 
PA (717) area code. Con- 
tact Aaron in Chambersburg 
at (717) 263-8467 or 
through the Internet; Third- 
Bro@aol.com. I am interest- 
ed in Doom or Doom II 
deathmatch or cooperative 
games via 14.4 or 9600 
baud. 


Wanted: Doom Deathmatch 
opponent in the Jack- 
sonville, FL area. Cal! after 
5 PM, (904) 388-7408. 
Ask for Tom S. 


Seeking a modem opponent 
(or the McAlaster, OK area. 
Please call Kevin before 2 
PM at (918) 423-5637. I 
have a 2400 baud modem, 
and I play any type of game. 


THE NETWORKS 


The following are voice corttact numbers for the 
various on-line network services that connect 
gamers. Call them for more information. 

America On-line: (800) 827-6364 
CompuServe Information Service: (800) 848-8990 
Novalink (formally Digital Dreams) Network: (800) 
274-2814 

GEnie: (800) 638-9636 

The ImaglNation Network: (800) IMAGIN-1 

Multi-Player Games Network: (800) GET-GAME 

National Videotex (NVtel): (800) 336-9096 

Prodigy: (800) 822-6922 x556 

USA Today Sports Network: (800) 826-9688 
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fsHAREWARE SHOWCASE 


Lite Games From Miller: 
All The Flavor, 

Half The ‘Splat’ 

by Chuck Miller 


I jt.’.ST KINISHKD WATtnilNC; C'i’BlCRMA- 
NIA ‘94 LIVE ON I'BS, WHICH DIDN' I' 
QUITE LIVE UP TO I'l'S BILLING AS 
“'file Ultimate Gamers Awards." 
I’m sure many liard-core gamers 
were disappointed by what tliey 
saw. At the very least, this gala 
event may have confirmed 
suspicions that Hollywood’s 
involvement with interac- 
tive gaming would reduce it 
to its lowest common de- 
nominalor. Don’t get me 
wrong; the event was pro- 
fessionally handled and fea- 
tured some prominent 
personalities from both the 
acting and gaming commu- 
nities. However, it did not 
showcase our industry in 
the best light. The emph 
sis was definitely on the 
video game scene; award 
categories were a mixed lot 
at best (Super Street 
Figh ter and Return to 
Z oRK in the same category, 
for example); and much of the best in 
computer gaming never made it on 
screen (with the notable exceptions of 
Doom, Mv.st, 7ih Gue.st, and a few oth- 
er key titles). 

So, what does Gybermania ‘94 have to 
do with shareware gaining? ^Vell, in all 
honesty, ! have seen a lot of shareware 
games with greater play value and more 
eniei-lainmeni than some of the “games” 
that were nominated I'or awards in this 


Hollywood j)rotluciion. 

Alright, I’ve spoken my j^eace, and 
this isn’t supposed to be a (brum I'or air- 
ing grievances, so let’s turn to the nomi- 
nees for this issue's shareware winners. 
This month we duke it out with Epic 
MegaGames’ One Must Fall; 2097 and 


take a spin in Apogee’s Wagio' WiiEELii. 
Both of these games deseiwe a moment 
in the spotlight whether Hollywood ever 
acknowledges them or not, and both of- 
fer excelleni gaming without blood, 
body parts and gratuitous violence. 

ROCK 'EM SOCK 'EM ROBOTS 

If games like Street Fighter 1! and 
Mortal Comua'i taste great to you but 
you want less gore, try a taste of One 


Mu.st Fall: 2097 (OMF) from Epic 
MegaGames. OMF, as you have sur- 
mised by this point, is a one-on-one 
combat cocktail with a sci-fi twist. The 
game warps you to the future as the “pi- 
lot” of a 90-foot-iall robot which, oddly 
enough, can jump, punch and kick like 
a Ninja. The round’s over 
when you or your opjK)- 
nent winds up sitting 
amidst a scrap heap. 
There are, however, sev- 
eral key fealLires and a de- 
sign philosophy that sets 
this offering apart from 
the "blood baths” of the 
video game alternatives. 

Rendered in an art 
style similar to japanesc 
anime, OMF’s “non-vio- 
lent” action is more akin 
to World Championship 
Wrestling than down-and- 
dirty street fighting. The 
combatants are shiny, an- 
imated robots capable of 
traditional fighting 
moves, tvhich makes the game look like 
a low resolution Rise oi- tiiE Robqis (a 
high-res CD-ROM game reviewed in 
this issue). The tone between opponents 
is more that of IViendly jibes than 
bloody threats, and is further sol'lened 
by the animated graphic style. 

Flayers choose from ttmong ten pilots 
and eleven dilTerent ‘bots to battle it out 
in live arenas. There is even a tourna- 
ment mode with predetermined combi- 
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CHIPS&BITS»x 

Call 800-6994263 Fax 802-767-3382 Int'l 802-767-3033 Source 10174 


PO BOX 234 DEPT 10174 ROCHESTER VT 05767 

visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under 5200 
same as cash, COD 58. Detectives replaced with same product Most items shipped 
same day. Shipping limes may vary, Prlce/avaitabillty may change. Call for details. 
OVERNIGHT SHIPPING In US S4 per order. Mail to Canada, PR, HI, AK, APO. 
FPO $4 per order. Worldwide airmail 56 per item. Handling 52 per shipment. 
Hardware orders may require additional shipping charges. All sales linal. 


GEN HARDWARE 


■1 Way Play Aflaplor S29 
6 Btln Aread Pwr Sik S39 
6 Button Corltol Pd $19 
F-16WiftssCnlriP0 $39 
Rgniet Slick $29 

Game Gun CD $36 
Genesis Activator SS9 
CENCDBkjpRAM $49 
CENCDSysSCD $229 
GEN CDX Sys $399 
GEN Syslm 2 core $99 
GEN Syslm Sonic 2$129 
GEN Sys/tion King $139 
Genesis Team Pl3yerS19 
Remote Arcade Pad $19 
SG Pro Pad 2 $19 


ADVENTURE 


3 Ninjas Kick Bk CD $52 
AX 101 CD $44 

Addm Family Values $56 
Aaro tho Acrobl 2 QAS52 
Akira or CD $56 

Aladdin GA $46 

Allen Trilogy CD $52 
Aura Interactor $79 
Baby Boom $49 

BeavisS Bull-Head $54 
BlPckTborne $49 

Boogerman MA-13 $49 
Bubsy2GA $49 

Cadlllc 8 OInosis CO $49 
CbuckRock2 $29 
Corpse Killer CO $52 
Dark ScedCD MAI3$S2 
Death of Superman $52 
Domolllion Man CD $54 
Dracula Unleasbd CDS39 
Dragons Lair CD $49 
Dragons Lair 2 CD $52 
Dynamite Headdy $49 
EailbWorm Jim GA $66 
Ecco Dolphin CD $52 
Flashback CD $46 
Franknstn/Dracla CD $52 
Grt Crc Myst w/Mcky $58 
Home Improvement $54 
Hurricanes $52 

incredible Hulk $54 
Incredible Toons CD $49 
Itchy a Scratchy $43 
Iron Hell* CD GA $49 
Jungle Book GA $56 
Jurassic Prk Rpg Ed $54 
Kamen Rider Zo CD $44 
Lawnmower Man CD $44 
Uon King GA $64 
Loadstar CD $49 

MarsnHIdnSIsCO $49 
Mickey Mania or CO $58 
Out this World CD $49 
Pitfall GA S61 

Power Hangers GA $52 
RiseDrgnCOMAIT S46 
Scooby Doo $52 

Shadow of Alints CD $52 
Shadow of Bst 2 CD $56 
Skuljaggers Revenge $52 
SoniclheHedghog4S59 
Space Ace CD $52 
Sparhsler $44 

SplOy: Max Carnage $56 
StarTrkNxI Gen CD $64 
StarTrkiDp Space 9 $56 
Sylvostor 8 Twty GA $54 


The Punisher S56 

The Tick $54 

TinheadGA $52 

Vikings 2 $46 


Who ShtJohRckCDS49 
young Indy Jhs CD $46 


Art ol Fighting MA13 $52 
Dlayllghler $52 

DragomBruce Lee $58 
Eternal CbmpMAIS $29 
Fatal Fury Spec CD $43 
Final Fight CO $42 
King ol Monsters 2 $54 
Modal Kbt CD MA17 $24 
Mortal Kmbl2MAI7 $62 
Ninja Warriors CD $49 
Power Instinct $54 
Rise of Robots CD $46 
Samurai Showdown $56 
Shaq-Fu $59 

Streets of Rage 3 $56 

Supr StnFlr2MA13S66 
TMMT:Touin Fighters $39 
World Heroes 2 SS€ 


ROLE PUVIN6 


Babletech GA $54 
DarkW2r0CDMA13$43 
Dungeon Master CD $44 
Exile $24 

Eye ol Beholder CD $46 
Lord ol the Rings $59 

Lunar 2 CD $52 

Might a Magic 3 $59 

Now Horizons GA $62 
Phantasy Star 4 S62 

Rovngr ol Vngnc CD $44 
Shadow Run MA-13 $49 
Shining Force 3 GA $66 
Vay CD MA-13 $48 


GENESIS SHOOTERS 


Battle Fronzy CD $44 
Contra Hard Corps 349 
Crime Patrol CD $40 
Exo Squad $52 

Keio Fly Squdrn CD $46 
Lethal Erlorcrs 2 CD $44 
Lihl Enlrcw/gnMA17$66 
Mad Dg McCre 2 CO $49 
Rebel Assault 3D CO $39 
Skeleton Krew $49 
Soul Star CD $44 

Star Strike 2000 CD $56 
Surgical Strike CD $52 
Total Carnage CD $52 
Urban Strike MA-13 $52 
View Point GA $56 
Zero Tolerance $52 


GEN SIMULATIONS 


Al Unser Jr Racing $46 
Battle Crp CO MA13 $44 
Daytona USA $79 
ESPN SpeedWorld $58 
Frmula 1 GP CD GA $46 
Mario Andrii Racing $49 
MegaraceCD $44 
Midnight Raiders CD $52 
Monslor Truck Wars $52 
Outrunners GA $56 
SeeOuesI DSV $56 
Skilchin' MA-13 $29 

Speed Racer $49 

Tmct Alley CO MA13 $49 
Vidua Racing GA $69 
Wing Commander 2 $56 


GENESIS STRATEQV 


Animaniacs GA $46 
Caesars Palace $49 
Clue CD $39 

Columns 3 GA $46 
Dune COCA $49 

General Chaos $29 
Jeopardy CD $49 

Llbody or Death GA $59 
NobungaAmbltnGA $39 
Operation Europe $59 
Pac Man 2 $52 

Powrmrgr CO MA13 $43 
Shanghall 2 GA $39 
Warrior Romo 3 CD $54 
WheololFodunoCDSSa 
WIrehead CD $52 


GENESIS SPORTS 


Bass Masirs Classic $49 
Bill Walsh Coll FB95 $54 
College Fbaii 94 GA $52 
ESPN Bsball CD GA $56 
FIFA imeintnl Scr 95 $54 
Golf Mag 36 Hole CD552 
Hardball 94 GA $52 

Joe Montana FB CD $29 
Links Pro Golf CD $56 
Madden Fball 94 GA $39 
NBABball NBAAcIn $39 
NBAJamSessnCD $52 
NBA Live 95 $56 

NFL SprtsiBik FB 95 $54 
NHL Hockey 95 GA $54 
PGA Tour 95 $54 

Rugby World Cup 95 $52 
Teemo Baseball GA $56 
Teemo Hockey GA $54 
TinyToon:ACME Strs$44 
Tony LRs Ultm BB 95354 
UnrecesryRougbns $56 
Viiale Basketball GA $54 
WCW Super Brawl $49 
WWF;Haw $59 



‘ALIEN VS- PREDA- 
TOR' Choose your 
weapon in a 64-bit 
combat challenge 
with the stars of 
these feature films. 
Battle through miles 
of texture-mapped 
corridors with digi- 
tized character rec- 
reations. Lightning- 
fast speed provides 
the ultimate In chase 
sequences. Excep- 
tional colors and light 
shading throw you in 
the middle of all the 
limb-severing action. 
JAGUAR $59 



‘MIDNIGHT RAID- 
ERS’ Get ready for 
the ride of your life in 
an AH-64 Apache 
Attack helicopterl 
Your mission is to fly 
under the cover of 
night and rescue a 
kidnapped govern- 
ment official. You'll 
need all the luck you 
can get. Combines 
aerial combat and 
adventure gaming. 
Engage In urban 
warfare and try to 
reach the terrorist 
compound. SEGA 
MARS 32X S56 


'CORPSE KILLER' 
You're stranded on 
an uncharted Island 
of death, you're dy- 
ing of voodoo poi- 
son, a mad genius Is 
on your trail, hun- 
dreds of rotting dead 
are coming to chew 
your guts. ..and your 
buddies have been 
turned Into vicious 
cannibals. Features 
shooting at hun- 
dreds of video zom- 
bies, plot your sur- 
vival strategy, and 
nonstop live-action 
video. CD $52 




SEGA MARS 32X H SNES ROLE PLAYING H TURBO QRAFX 


Genesis 32X Syslm S1S9 
Alien Trilogy $62 

C2:Judgment Clay $69 
College Basketball $62 

College Football $59 

Corpse Killer SS9 

Cosmic Carnage $59 

CyborBrawl $59 

Doom $59 

Fahrenheit CO $52 
Goir Mg 36 Grt HolesS62 
Metal Head $59 

Midnight Raiders CD 356 
Monel Kombal 2 $69 

MotocroSS Champ $52 
NBA Jam Tourn Edit $62 
Night Trap $59 

SlarWars Arcade $52 
Stellar Assault $59 
Super Space Harrier $59 
Surgical Strike CO $52 
Tempo $59 

Tomcat Alloy CD $59 
VIrtua Racing Deluxe $59 
WIrehead CO $52 


SNES HARDWARE 


Game Genie $36 

Power Plug $34 

Pro Action Replay $59 
Pro Pad Programmbl $19 
Super MTap 8 Bmbr $59 
Super Mullilap $32 
Super Nintendo Sys $149 
SNES No Software $109 
Wireless Contol Pad $42 


SNES ADVENTURE 


Ad Batman 8 Robin $59 
Akira $59 

Aladdin $49 

Bcavis 8 Butt-Head $54 
BlackTbome $52 

CaplAmer8Avngis $19 
Captain Commando $59 
Crazy Chase $49 

Death ol Superman $59 
Donkey Kng Country $64 
Dracula S29 

Earthworm Jim $66 
Grt Crc Myst w/Mcky $62 
Ignition Factor $54 

llchy 8 Scratchy $52 
Jurassic Park 2 $56 

Knights of Rnd Table $56 
Uon King $64 

Mega Man X 2 $59 

Michael JordmChaos $54 
Ogre Battle $58 

Power Rangers $62 
Ren 8 Stimpy Shw 2 $56 
Run Saber $29 

SeaQuest OSV $59 
Shlen's Revenge $54 
Speedy Gonzales $52 
SpidytMax Carnage $64 
StarTrekiDp Space 9$56 


Steven Seagal $54 
Super Advnt Island 2 $58 
Super Return of Jodi $63 
Super Turrienr $36 
T2:Judg3ment Day $29 
Thunder In Paradise $54 
Time Slip $29 

VIrlualBart $56 

Wolf Child $46 

X MEN $59 

X-Kalibor $29 

Yogi Beer $52 

Young Merlin $56 


Zombies Ate Nalghbr $46 

Exo Squad $52 

Fire Sinker $52 

Fire Team Rogue $56 
Galactic Defenders $56 
LthI Enfrc w/gn MA17S64 
Operation Thundibll $54 
Super Metroid $56 
Super R-Type 3 $56 

Supr Sonic Bistmn 2 $56 
Super Turrican 2 $52 

View Point $54 

Yoshi's Safari $29 


Balllctcch $59 

Brain Lord $59 

Breath ol Fire $59 

Diaon Warrior 5 $66 

DragonView $62 

Final Fantasy 3 $68 

First Queen $56 

Illusion ol Gaia $64 

Lord of the Rings $54 

Might 8 Magic 3 $59 

New Horzons $62 

Runes of Virtue $59 

Seventh Saga $56 

Ultima 6 $56 

Wizardry 5 $39 


Turbo Booster $9 

Turbo Car Adaptor $12 
Turbo Duo Adaptor $9 
Turbo Duo Pad $12 
Turbo Exprs LnkCbl $12 
Turbo Exlersn Cable S9 
Addams Family $12 
Bravoman $12 

Craleimaze $12 

Ghost Manor $12 

Impossamole $12 
Jack Nicklaus Golf $12 
Jackie Action Kg Fu $12 
JB Harold $12 

Monster Lair CD $12 
SomerAssaull $12 


SNES KICK & PUNCH H JAGUAR 


Ballz $52 

C2:JudQmenl Clay $56 
Double Dragon 5 $56 

DragomBrucc Lee $58 
Fatal Fury Special $62 
Justice League $64 
Kung FutLegend Cnl $59 
Modal Kombat 2 $66 

Power Instinct $58 

Power Moves $29 

Hanmal/2 2 $59 

Samurai Showdown $59 
Shaq-Fu $59 

Sireellightr 2 Trb Ed $39 
Super Street Fighlr2S66 
Survival Arts $56 

Tuff Snuff $19 

WCW Super Brawl $52 
WolvrlnotAdmnfn Rg $62 
World Heroes 2 $56 




SIMULATIONS 


Aaro Fighters $52 
Air Cavalry $52 

Air Sinks Palrol $56 
Al Unser Jr Racing $52 
Carrier Aces $52 

ESPN SpeedWorld $58 
Freeway Fly Boys $52 
Full Throttle Racing $56 


Mike AndrtI Indy Car $69 
Monster Truck Wars SS9 
Nigel Mnsll Indy Car $69 


Speed Racer $52 

Star Trok:Stdll Acad $52 
Street Racer $56 

Top Gear 3000 $56 

UniRacors $48 


WildTrax (Sint Racr) $52 
World Champ Rally $52 


SNES STRATEGY 


ACME Animalri Retry $64 
Animaniacs $54 

Civilization $59 

Lemmings 2: Tribes $56 
Lord ol Darkness $59 
Nobunaga's Ambition $49 
Operation Europe $62 
Pac Man 2 $52 

Pachi Slot $52 

Pinball Dreams $49 
Risk $52 

Romneo 3 Krgdms 3 $59 
Supor Bomboimar 2 $52 
Super Pinball $49 
Tho Bralrles $54 

Warlo's Woods $46 
Wild Snake $46 


SNES SPORTS 


Bill Walsh Coll Fball $39 
Brett Hull Hockey 95 $52 
CannondaleCup $56 
FIFA inierntnl Soccr $52 
GUTS $54 

Hammer Lock Wresll $56 
Looney Tunes B-Ball $59 
Madden Football 95 $56 
NBA Jam Session $54 
NBA Live 95 $59 

NFL Ouadeibk Club $66 
NHL Hockey 95 $54 

Street Hockey $58 
Supor Punch Out $56 
TNNBassTournaml $56 
Teemo Baseball S59 
Tiny Toon;Wcky Sort $52 
WWFtRaw $66 


Jaguar System 5249 
Jaguar CD System $199 
Alien Vs Predator $59 
Battle Zone 2000 $52 

Brutal Spods Fball $58 
Castle Wollhstein 3D $54 
Checkered Flag 2 $59 

EvoIulmDIno Dudes $44 
RayUan $58 

Tempest 2000 $52 


NEO GEO 


Neo Geo Gold Sys $569 
NeoGeoCDSys $569 
Agressrs Dik KomblS199 
Fatal Fury Special $199 
Kamov’s Revenge $199 
Super Sideks Scr 2 $199 
Top Hunter $169 

Windjammers $199 

World Heroes 2 Jet S199 


3DO System $399 

11th Hour $59 

Aces over Europe $54 

Alone in the Dark $46 

Doom $56 

FIFA Int'l Soccer $52 

CEX $52 


Samurai Showdown $52 
Star Trek Next Gen SS4 
Way of the Warrior $52 


GAME GEAR 


Beavis 8 Butt-Head $34 
Caesars Palace $29 
GG Sys Lion King $129 
Modal Kmbt2MA13 $39 
NBA Bball Robinson $29 
Psychic V/orld $14 
Sonic Triple Trble GA$38 
Slar Trek Movie $34 
Super Golf $14 


*FREE GAME 
OFFER 

Buy 3 from the list below. 
Get 1 of lesser value 

All 4 games must be In 
slock al the time of 
purchase. Offer good from 
i10/15/94 to 1/31/95 or 
while supplies last. 
Genesis: Valis $14, 
General Chaos $29, F16 
Wireless CP $39, Joe 
Montana CD $29, NBA 
Action $39, Sonic 
Hedgshog 3 $49. Modal 
Kombal CD $29. Genesis 
Aclrvetor $59. 

SNES: Barkley Basketball 
$49, T2: Judgement Day 
$29. Captain America 329, 
Run Saber $29, Bill Walsh 
Coll Fball $44, Tuff Enutf 
$28, Street Fignter2Turbo 
$39, Power Moves $29, 
Dracula $29. 

Game Gear: Super Golf 
$14. Psychic Wodd $14, 
Terminator $18, Smash TV 
S14. Pro Pouch $16, Gama 
Gear AC Adaptor $15 


JAN CGW VID 


Circle Reader Service ^2UU 




















SHAREWARE SHOWCASE 


nations of bots and jockeys. Players 
pick from one of four tournameiUs 
provided, eticli one offei'ing dil'fereiU 
fighting styles and attacks. Game 
speed, fight mode, hazards, number of 
rounds and difficulty level are all selec- 
table, making OMF extremely cus- 
tomizaide. ^\’hen enemy 'bots bite the 
dust, players earn extra bucks to build 
bigger, btidder ‘hots. 

But one of OMF’s most unique fea- 
tures is the t\\'o-player, head-t{)-he;id 
mode. Using two Gravis I^C GAMl'lP-Vn.S 
(my favorite action controller) and a Y- 
adapter, the game becomes a rock-em, 
s(K‘k-cm arcade-style 
slugfest on the PC. The 
combat action is dej)icted 
witii 120 frames of an- 
imated artwork for each 
robot, which heightens 
llie game’s visual interest. 

In addition, nuilli-chaii- 
nel sound effects and a 
catchy stereo soundtrack 
mean you can bop to the 
beat while the ‘bots take a 
heating. 

d'he shareware version 
of 0.\'E Mm' Fai.i.: 2097 
comes with four 'hots, 
one areiiti, five jnlots and 
one tournament mode. 

'Fhe full registered ver- 
sion, described abo\e. is available for 
S39, or S49 with a full-color strateg)' 
guide poster, plus $-1 shipping and 
handling (an advanced Cd)-ROM ver- 
sion is scheduled ftn' 1995). To order, 
contact: Epic MegaGtunes Inc., 320-1 
Tower Oaks Boulevard. Suite 410, 
Rockville MD 20852 or cal! (800) 972- 
7434. You \vill need a 386 or better 
system. VGA grttphics and 4MB R/VM 
to be a hot “hot Jock. 

IT'S A MAD, MAD, 

WACKY WORLD 

Wacky Wh 1 ':i:i,.s is so incredibly cute 
and captivtiting that you don’t miss the 
fiict that no one gels hurl (unless, of 
course, you count pride). Picture 
stuffed animals in go carts and you'll 
have a good idea what this racing 
gatne from Apogee looks like. 

Designed for one or two phiyers. 
Wacky Wi! 1 -ki„s offers the chance to 
take on the computer or a friend in a 
comical race to the finish. There are 
single-player ;ind twf)-idayer racing 


modes, single-player or iwo-]3layer 
shoot-outs. Wacky Duck Shoot (like a 
shooting gallery on wheels) and 
Gomm-hat mode for modem- or seri- 
al-based competition. There are op- 
tions galore to adjust the music 
volume, sound effects and engine 
noises; toggle the clock speedometer 
and overhead map disjdays on or off; 
and raise or lower the screen detail 
depending on your processor and 
graphics display speed. 

Anti speaking of speed, you don’t 
have to be stuck in a go cart with a 
weed whacker engine. 'Fhere is a 


choice of 6hp or 12hp vehicles, al- 
though beginners should probably 
stick witli the smaller engine. Racers 
Ciiii o])t for 6, 8 or 10 laj) races, and of 
course diiricully level is also adjuslahle. 
In addition, time trials are available, 
which give drivers the chance to set 
records and com|)ete for the fastest 
elapsed time. There’s even an option 
for younger players, Kid Mode, that al- 
lows children with coordination diffi- 
citliy to navigate the track by just 
steering the vehicle ;tl ;i pre-set speed. 
Another cute feature is the fnggle Keys 
that allow you to coitnmmicale with or 
aintoy yoitr opponent (in two-player 
games) by sencling him or her visual 
messtiges, like a cute, devilish creature 
holding it “Learn to Drive!" sign. 

'Friidilional racing strategies come 
into jday as the jjlayers iiccelerate 
through the tracks. Drivers who don’t 
slow down going into corners will crash 
into it wall, while obstiicles like water 
holes pttse their own problems. Buni])- 
ing into or being bumped by other \e- 


hicles occiisionally causes spinouts. 
There is some ammunitiori available 
on the track: hedgehogs can he tossed 
at your opponents to slow them down. 
Bombs, oil Ciins and matches ciin iilso 
be collected, inn they can’t be used to 
impede the other drivers. Fortunately, 
there are no fatalities in WA(;K^■ 
Wmkkls, making this an ideal game lor 
those concerned about the nniyhem 
and destruction in most action lilies. 

The designers didn't seem lo leave 
out many options, with the possible 
exception of being able to print out 
toj) scores or an award ceriillcaie for 
strong finishes (kids 
love this kirid ol' thing). 
.Although the 256-color 
low-resolution \TiA 
graphics are decent, 1 
would like lo see a 
high-res version ol' the 
game. Perhaps Wa(:k\' 
Win:i-;i.s will |jro\e suc- 
cessful enough lo allow 
■Apogee to make one 
available as a fuiure 
upgrade. As il stands, 
though, Wacm' Wiif.iiLS 
turns in good limes on 
the course of enjoy- 
able, non-violent ;ic- 
tion games. 

4'he shareware ver- 
sion of W’ack'S' Whki-.i.s includes 10 
race tracks, four shoot-out tracks, 
four rtice animals, and four Duck 
Shoot /.ones, 'fhe registered version 
brings the l.oliil to 15 tracks, six 
shoot-out zones, eight race aiiinmls 
and six Duck Shoot zones. It alst.) 
adds more background songs (which 
are great, by the way), special tmimo 
codes and a full-color game manual. 
An upgrade option is also tivailable 
that brings the total number of tracks 
to 30. with 12 shooi-oui /ones. To 
drive your own Wac:kv Wiit',i'.i.s home, 
place a factory order with: Apogee 
Soi'tware. P.G. Box 496389, Chirland 
TX 75049 or call (800) 426-3123. 
'Fhe registered \'ersion is a modest 
S24.95, plus .S5 shipping and han- 
dling, and an additional SU) gels }'ou 
the Upgrade Edition. 

Clinch Miller, CGIV cvliiitniisl inid 
e.dilor of liilerAclive Gaming, is available 
on ComjjiiServe at 722-11,2122 
and through the Internet at 
7224 1 .2! 22@coml)nsewe.com. 




ANIMALS AGAINST ROADKILL Cute critters in go-karts might make fast friends with 
young racers in Wacky Wheels. 
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See your software dealer or call: 

1 - 800 - 468-7226 

FL Res.: (305) 373-7700 
for MCA/isa/AmEx ORDERS 


licensed from 
Id Software, 
creators of 

JWolfenstein™ 


Mass chaos erupte.^hes nuUtwt teirbristi^ 
take over the Vhite'd Iiratim.4 Xpwejrs. Tou' 
are a member of the natiSf^l-EUthf^j^^e. 


Ht&ste away all enemies, from sciuhii^O^^ 
sbwer rats to s.teroid-pump'ed-assassins^'^ 
your never -shyr-die .mn^ton to save, the 
hostages. 


Cinematic I ntro duction 

Cut ScenesiMHtf^ A 


liMTiUffTr 







HEX, BUGS & ROCK 'N ROLL 


Get With The Program! 

How ProgravDuing Wizards Turn Cryptic Code Into Alternate Universes 


by Paul C. Schuytema 

O NCK L'I’OX A I'IMH, COMi’L' l'Lk 
(iAMKS WKRp: SOM) IN /II’-I.OCK 
liA<i.S AND (AMI-: ON A SIN(;LE DISK. 
Oiicc u|j<)n a lime, tliese games 
wei'c !o\’c labors of only a sin- 
gle iii(li\’irliial, working in 
anonymiiy in a dark basemcni 
somewhere, ei'anking oiil assembly 

code muil die wee hours oC die morning, 
In I hose bygone years. “(V’ was one of 
Lwo ihings: (he lelLer dial lollowed “R” 
and die ciypdc semi-language muttered 
between Unix gurus in research ceniers 
and imii’ersilies. 

riiings liave changed c|uite a bit since 
dien. 'foday, C is a highly developed and 
widely used programming language. A 
computer game can have a budget in the 
millions of dollars, created by a team of 
specialised professionals, all using state- 
ol-the-ari lools such as 31) Si'fDio. mo- 
tion trackers, scanners, etc. 'I'he programs 
themselves ha\’e increased in size bv sev- 
eral orders of magnitude since 1979. \'et 
still (here is something which has re- 
mained constant: somewhere in the gene- 
sis of the game, there is at least one code 
guru, still laboring into the dusky orange 
ol'the dawn. 

lust what is code? And for that matter, 
what is a programming language? Most of 
you already have an intuitive or even ex- 
pert sense of what a program is: it’s the 
bundle of hies and commands that make 
your games rim, creating the illusion ol an- 
other world on youi’ I’Ci. In fact, as a game 
plaver, you've undoubtedly done some 
progi'amming yourself as you've attempted 
to gel your liivorile game up and ninning. 
'rhe ubi(|uilous (x')NI‘‘I(i.SYS and AU- 
rOlcXEC.BAT liles are es.senlially comput- 
er programs, ’fhe)’ are, in essence, a scries 
of commands which tell your comj)uter to 
jjei'form one oi' more tasks, 'riiat, in the 
most sweepingly general of tei'ins, is what a 
jjrogram is: commands which tell your 
comj)u(er to do something. 

'roda\-, programming comes in dilTer- 
ent forms, from the transparent to the 
downright indecipherable. If you create a 



data query I'rom one 
of the “wizards" in MicuosoFC AtiCi'.s.s, 
you are programming, even though you 
are only clicking and dragging your 
mouse. You are also programming if you 
are hammering out assembler mnemonics 
to create an interrujjt branch to the draw 
routine of vour latest llrst person shool- 
em-up. 

A programming language is, in func- 
tion, veiT similar to a human language; 
it is a specific means of communication. 
In this case, it is a means for a human to 
communicate with a com|mter and tell it 
what to do. Computer languages exist in 
a hierarch)’ of complexity. At its very 
core, the CPU chip in a computer has a 
finite “vocabulary” of commands, all 
which refer to the most primal of its op- 
erations. 'fhere are commands for 
adding, subtracting, shifting (since a 
computer’s “native Longue” is the binaiy 
number system, shifting is a process of 
simply moving a series of Os and Is one 
direction or another in memory, iliereby 
muiti])lying or dividing the value by an 
exponential factor of 2), and moving 
data from one place to the next. 


THANKS 

FOR THE MNEMONICS 

When a manufacturer designs a CPU 
chip, a specific value is given to each com- 
mand, as well as a mnemonic. A 
mnemonic is a several character symbol 
for a specific command, such as ADI) for 
the add command or MO\' liir the move 
command. 'I'hese mnemonics and their 
associated arguments are what is known 


as assembly language. 

Since assembly language communicates 
with the (d’U at its own level, the lan- 
guage is “platform specific.” An assembly 
routine written for a 486 PC will be sim- 
plv meaningless gibberish on a Macin- 
tosh, though the same general concepts 
in jjrogramming still apply. 

An assembly language program is es- 
sentially four columns of text: the 
mnemonic, argument one, argument two 
and the comment (not part of the pro- 
gi'am, but a means for humans to describe 
what is hapj)ening in this ciyptic code). 
'I'his text lile is then fed to an assembler 
program, which converts this information 
into the raw binaiy data which constitutes 
a program. 

A.ssembly language is termed a “low lev- 
el” language, meaning that assembly lan- 
guage |n‘ogrammers communicate with 
the CPU in a manner which, as close as is 
|K)s.sible, represents the way in which the 
CPU actually jjerfornis. Each instruction in 
assembly language represents one and 
only one CPU instruction. Because of this, 
assembly language code is extremely fast. 
Olieii, pi'ogrammers will write the majority 
of the program code in a language such as 
C and use assembly language to write the 
small rtnitines which require the most 
speed, such as routines to draw pixels to 
the screen or blank the screen before an- 
other image is drawn. 

FROM HICH'BROW 
TO LOW-BROW 

Comj)uter languages such as Pa.scal, Mod- 
ula-2 and Lisp are “high level” languages, 
meaning that they are more geared to the 
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Hey! you've got two 
bi-directional alien-finders 
attached to your head 
and/tmu didn^^en fthbw it 


Now you can use 'em to play your 
favorite games in 3D sound that zigs 
when they zig and zags when they zag! 


The Command 3D Sound Engine* can transform your favorite computer game into an in-your-face, look- 

out-behind-you, multi-sensory experience. Unlike other 3D sound processors, the 

Sound Engine surrounds you with a 270° soundfield that responds to the 
\ movements of your joystick. 

So when you zap that Zorgon on your left, the KABOOMI will come 
from the left. When you nail that Ninla on the right, the WHACK! will come 
from the right. Imagine; a previously unheard level of realism for about one 
ziliionth the cost of a virtual reality helmet! 

The Command 3D Sound Engine works with any game 
software, stereo or mono. All you need are an analog joy- 
stick, any sound card with a line-out jack and two externally-amplified speakers. 

Sorry, bi-directional alien-finders are not included. But, hey, you probably 
have a pair of them already! 






For more information, call l-800''379-8558 


MULTiWAVE INNOVATION, INC., 7<17 Camden Avenue, Campbell, CA 
Tel: 408-379-2900 Fax: 408-379-3292 

Command 3D Sound Engine is a registered trademark of Mulliwave innovation Pie Lid. 'Patent Pending 
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HEX, BUGS & ROCK ROLL 


SPINNING THE PAGAN LOOM 

I lei'e is a small chunk of code IVom Origin’s Uli'ima 8: Pagan ilia! is used to aniinale a loom 
when a player clicks on it. 'I'he progi'am is written in “Lhik,” the jiroprietaiy scrijiting language 
develojied by Oi'igiii programmers. 

process TypeLoom: : look( ) ( 

//The look method is called whenever a player single clicks on an item 
barkdoom \f metier a tisser \g VJebstuhl) ; 

//bark is a process which displays text over an item for a given amount of time. 

//The \f and \g are toggles for the French and German language responses. 

} 

process TypeLoom: :use() { 

//The use process is called whenever a player double-clicks on an item, 
num: :Number: 

spawn playSFX (LCX)M_vniIRR) -> 
spawn playSFX (CLICKING_SOUND) -> 
return; 

//This code spawns two separate sound effect processes. The in effect 

//means "and then", which means that the first sound should be completed 
//before the second sound is begun, 
if getFrame()=0 { 

for num = 0 to 7 { 

setFrame(num) : 

// setFrame is a C routine which changes the active 
//frame of art and notes that this item needs to be redrawn 
//during the next screen refresh. 

wait(5); 

//This is a process to wait for five game turns before 
//moving on to the next frame of animation. Since there 
//is no spawn in front of the process, it does not need 
//to complete for the program to continue running. This 
//wait is transferred to the multi-tasking kernel of Unk 
//and the rest of the game is still running while the loom 
//is waiting to move on to the next frame of animation. 

//The player could, for example, smash the loom with an 
//ax in the middle of the process. This type of interaction 
//significantly complicates the programming of 
//Origin's Ultimas. 

) 

) 

else { 

num = getFrame( ) ; 
while num >= 0 { 

setFrame Inum) ; 
wait(5) ; 
num -= 1; 

) 

) 


way in which a human iliinks. An 
insti'uctinii in a high level lan- 
guage miglu translate into one, 
nvo or .several hundred machine 
insirut'lions. When a jii'ogi'amincr 
writes code in a high-level lan- 
guage, it must first be I'uii 
through a comjiiler, which is a 
jirogram whicli lakes the iiislrue- 
tions the programmer has wi'ilten 
and ti'anslaies them into machine 
instructions. 

.-\ coni|)ilei' can translate cfide 
\’eiy ell'ectivelv, but still not as ei- 
fectively as a truly talented pro- 
grammer, which is why assembiv 
language is still utilized fur spe- 
cil'ic l•oluines wliieli rec|uire blaz- 
ing speed. 

Beyond being easier to under- 
stand and program in, high level 
languages have the theoretical 
benefit of being able to be run on 
dilferent computers. A Pascal 
program which calculates (be or- 
bital periods of [upiler’s moons, 
for example, tvoiild run exactly 
tlie same on a Maciiilosb, V/\X 
mai nframe or IBM PC. /Ml that is 
needed is a platform-specifie 
compilei' to genei'ate “native” in- 
structions for each machine. 

All of this liilis apart, of course, 
when designing games. So much 
of the jirogi'am cofle for PC; 
games deals with ilie gi'apliics 
and the nitty-gritty details ol 
making the visual and audio poi‘- 
tion of the game peiform. .All of 
those tasks arc very “maeliiiie 
specific.” Tlie commands for drawing a 
line on a PC screen are t’erv different 
from those on a Macintosh, 

C is whiil some might call a “mid-level" 
language. It contains the advanced con- 
trol structures oi' high Icn’cI languages, 
such as “if-then” statements aiul ioojfing 
procedures. Vet C is a language which 
deals with the conipuicr at its \’ciy core, 
often manipulating infiividua! bt'ies of 
data, addresses. j)oinlcr.s and even the 
data regisiej's witliin tlie Cd’U itself. 

(;, as well as the liigli level languages, 
are called “siruciiii'cd" langiuiges. Ke- 
meniber the old days of BASIC; inter- 
preters? lf)’ou wanted to move to anolliei’ 
location in tlie How of tlie program, yon 
used the CXJI'O or CiOSUB tommaiuis. I 
renicmlier writing the “ullimaie" dun- 
geon adventure game in BASIC; on my 
old TRS-HO, and tlie code was a I'eiv thou- 


sand lines long and totally out ol' control. 
If 1 needed a new routine. I'd simplv 
CXJrO a line nunibei' several hundred 
numbers higher. The resiili was an indeci- 
pherable mess of bad programming 
which was impossible to debug or even 
rciid (but the prognmi did run!). 

Sii'ucltired languages, on the other 
band, require much moi'e foretiiought 
oil the part of the programmer. There 
are no line numbers. Plow goes from top 
to boiiom and (lie progiam code calls 
functions or jirocedures with predefined 
cttlling formats. This forces the code to 
be logically organized, witli smaller tasks 
doled out to independent jirocedurcs. It 
makes the code far easier to read, de- 
bug, and most iniporiaiuly, sliare with 
co-workers. 

Nearly all of today’s games are written 
with some form oi' anotlier of C;, since 


the language is so flexible. A program- 
mer can create elaborate decision mak- 
ing and data siruciiircs as in Pascal, but 
he or she can also manipulate the bits 
and bytes necessary to make pixels 
dance on your screen. 

The programmers at id ha\'e chosen 
pure ANSI C to code llieir next iirtijecl 
entitled C^U.VKii. They work with PC;s set 
up with the NextStep operating system 
(from the folks who gave us ilic now de- 
funct Next computer). “NextSicji is basi- 
cally the best dcAclopmeni cuvironmont 
in the world,” says |ohn Romero, who is 
in charge of all tools progrtimming, as 
well as game design and arctis of game 
programming in QfAKt-,. “Ql aki'. won’t 
even run under DOS I'or many tnotilhs 
to come. It is totally NextStep based.” 
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Tech Support: (608) 836-8001 Visa / M.C. / AMEX welcomed! 


P.O.Box 55164 Hours: M-F 9am ■ 6pm 

Madison, Wi 53705-8964 Sat. 9am - 1 pm CST 


MITSUMI $ 125 ' 

Double Speed FXOOID ^ 


The 2S()ms, 35()KB/,sec Mii.sumi double-speed blows 
away oilier CD-ROM drives costing twice as much! The 
Mitsumi comes compiete with a l6-bit interface card, 
installation software and cable.s to connect! 



Qchinon 

CDS335 Double Speed CDROM drive 


_sBSB^aB=E:- 1 

rdtn j», f ( • 

With an access lime of 2!i0rns, 
and a douhie speed data transfer 
rate of 3(K)Ki)/scc and a 25f)KH 
buffer, die CD.S-535 is one of the 
fa.slesi double-speeds around! 

New Low Price! $214 


|\IEC MulliSpinffi 



The 4Xi drive features a 
600KB/.sec transfer rate, 22()ms 
access time, and a 256KB 
continuous flow cache. I'eiilurcs a 
backlit LCD display, double dust 
door, automatic lens cleaning and 
complete audio controls! 

Quad Speed! $374 


MULTIMEDIA HARDWARE 


O’ Plextor 

4PLEX Quad Speed 

Picxtor’sncw 4PLEX quad speed 
CD-ROM brings a stunning new 
level of muilimedia perfonnanee 
to your computer. The drive 
features a 600KB/sec transfer rate, 
150ms seek time (220m,s access), 
and a 1 megabyte buffer! Includes 
a 2-year manufacturer's warranty 

Quad Speed! $435 


CREATIVE 

Game Blaster CD 16 

The Game Blaster CD 16 multimedia upgrade kit 
features a Sound Blaster 16, a double speed CD-ROM 
drive, pair of speakers, high performance joystick, and 
an incredible .software bundle including Rebel Assault, 
Reliim to Zork, Iron Helix, Sim City 2000, Civilijation. 
New Grolicr's Multimedia Encyclopedia, Lemmings, 
Indianapolis, The Simulation, Silent Service II, F117A 
Stealth I'igltler, Railroad Tycoon and more! 

Best Price! $365 


MM UPGRADE KITS 

Gome Blaster CD 1 6 366 

Edutainment CD 1 6 395 

Digital Schoolhouse 269 

Digital Edge 3X 655 

Creative Omni CD int. 1 78 

Creative Omni CD 3X 349 

Media Vision Reno 275 

MV 2000 Family kit 329 

MV 3000 Super kit 389 

MV 4000 Premium kit 495 

MV 5000 Pro kit 685 

Muilimedia Office 509 

Sony Media Mogic 135 


CD-ROM DRIVES 

Aztech CDA268-01 A w/klt 129 
Chinon CDS 535 internal 214 
Chinon CDS 535 int. w/kif 249 
Chinon Quad spd. Coll 

Creative Omni CD int. 1 75 
Creative Omni CD 3X 349 
Mitsumi FXOOl D dbl spd w/kit 1 25 
NEC Multispin 3X1 internal 405 
NEC Multispin 3Xe external 439 
NEC Multispin 3Xp portoble 379 
NEC 4Xi internal Quad spd. 374 
NEC 4Xi int. Quad w/kif 459 
NEX 4Xe externa! Quad spd. 464 


NEC4Xe ext. w/kit 
Plextor DM3028 [nternoi 
Plextor DM3028 int. w/klt 
Plextor QUAD Speed 
Plextor QUAD w/16-blf kit 
TEAC SuperQuod 
Toshiba 3401 B internol 
Toshiba 3501 B QUAD spd. 
Sony CDU-33A w/kit 
SonyCDU-55S int. 

SOUND CARDS 

Gravis Ultrasound 
Gravis Ulfrosound MAX 


557 Ensoniq Soundscape 
255 Logitech Soundman 
319 Logitech Soundmen Wove 
435 MV Deluxe MultlCD 
609 MV Pro 3-D Korg 
339 MV Premium 3-D SCSI-2 
319 MV Premium 3-D MultlCD 
364 MV Pro Wavetable Upgd 
135 Roland RAP-10 
189 Roland SCD-10 
Roland SCD-1 5 
Sound Bloster Value 
Sound Bloster Pro Volue 
117 Sound Blaster 16 Volue 
159 Sound Blaster 16 MultlCD 


169 Sound Blaster 16 MuttiCD/ASP 159 
76 Sound Bloster SCSI-2 165 

179 Sound Bloster SCSI-2/ ASP 195 

Coll Sound Bloster AWE-32 265 

259 Sound Blaster AWE-32 Value Call 

139 ASP upgrade chip 52 

139 Wave Blaster 2.0 175 

VIDEO CAPTURE/OUTPUT 

163 ADS Game Zopper 74 

209 Video Spigot tar Windows 199 
55 Pro Movie Spectrum 109 

79 Sigma Designs RealMagic 357 
99 ReolMogiclife 265 

1 35 Coll lor speakers, SCSI controllers, morel 


CD-ROM TITLES We only sell CD-ROM! 


1942: Pacific Air War 

47 

1 FOR BUNDLING 

CD Deluxe 4 Pack 

18 

Jones in Fast Lane 

13 

Myst 

29 

Stronghold 

35 

5ff lOPockVol. 1 

30 

\AflTU UADHLArADC 

Compton's Enc. 95 

28 

Just Grandma & Me 

18 

Ploying w/ Long Ser. 

19 

Subwar 2050 

46 

5ft 10 Pock Vol. 2 

33 



Doy of Tentacle 

19 

Jullond 

19 

Rebel Assault 

29 

Superhero: Lge Hob 

34 

5lh Fleet 

37 

7lh Guest 

16 

Droculo Unleashed 

19 

Kings Quest VI 

15 

Return to Zoik 

19 

Syndicate Plus 

39 

7lh Guest 

43 

Aegis Guardian Fit 

12 

Dune 

19 

Links Collect. Series 

19 

Sim City 2000 

29 

T2 Chesswars 

26 

7lh Guest 2:1 1 th Hour 

53 

Animals. San Diego 

19 

F16 Strike Eagle 111 

16 

Living Books 5-Pock 

45 

Stellar 7 

18 

Terminator Ramp 

44 

Absolute Zero 

39 

Arthurs Teach Troub 

17 

Family Doctor 3rd 

16 

Mod Dog II 

19 

Theme Pork 

29 

Test Pilot 

43 

Across the Rhine 

44 

Audubon's Birds 

16 

Grollers Enc. v6.5 

29 

Mod Dog McCree 

19 

Ulflmate Domain 

19 

Tetris Gold 

32 

Aces of the Deep 

44 

Audubon s Mammals 16 

Gunship 2000 

26 

Mayo Clinic Fam HHh 

18 

Who Killed Brett Pen. 

19 

TFX 

44 

Aces of the Pacific 

39 

1 C.H.A.O.S. Contin, 

19 

Iron Helix 

16 

Megarace 

19 

World Circuit 

19 

Theme Pork 

39 

Aces over Europe 










Tony LaRuss BB 2 

45 

Aegis: Guordlon of Fleet 

46 

Dark Forces 

47 

Gulness Disc of Reeds 

33 

Lords of Midnight 

43 

Privateer 

46 

Top Gun MPEG 

19 

Al-Qodim 

38 

Dark Legion 

35 

Harpoon il 

Coll 

Lost Treos Infocom 

35 

Privateer/Strike Comm 

42 

Total Distortion 

Call 

Alone in the Dork 2 

39 

Dork Seed 

37 

Harrier Assault SVGA 

14 

Lost Trees Infocom II 

31 

Psychotron 

39 

Ultimo l-'VI 

29 

Armored Fist 

44 

Dorksun 

47 

Harvester 

46 

Lunicus 

39 

Quantum Gate 

44 

Ultima Under 1 &2 

29 

Bobylon 6 

Call 

Day of the Tentacle 

37 

Hell Cab 

46 

Mod Dog II 

33 

Ralden 

Call 

Ultima VII Complete 

39 

Bottle Isle 2200 

39 

Dead Zone 

51 

Hell: Cyberpunk Thrill 

44 

Mod Dog McCree 

28 

Ravenloft 

46 

Ultimate Football 

45 

Beneath o Steel Sky 

39 

Doom li 

44 

Heroes of Might & Mag 

44 

Man Enough 

34 

Rebel Assault 

42 

Under a Killing Moon 

51 

Betrayal at Krondor 

23 

Dragons Lair 

33 

Horde, The 

21 

Master of Magic 

45 

Renegade 

45 

Video Cube; Space 

21 

Bioforge 

Coll 

Dragons Lair MPEG 

39 

Humans, The 

23 

Mech Commander 

43 

Return to Zork 

42 

Video Cube: Sports 

21 

Bloke Stone; PllSIk 

26 

Dragons Lair II 

Call 

Hunters of Rolk 

53 

Mech Warrior II 

45 

Rise of the Robots 

43 

Vid Cube: Spe MPEG 

32 

Bioodnet 

41 

Dragonsphere 

24 

IncQ 2 

24 

Megorace 

32 

Rise of the Triad 

39 

Video Game Soln 2.0 

22 

Buzz Aldrin Race Space 

42 

Dreom Web 

47 

Indy Jones Fat© Atlant 

42 

Megorace II 

39 

Robinson's Requiem 

31 

Vortex 

28 

C.H.A.O.S. Continuum 

40 

Dungeon Hack 

37 

Inherit the Earth 

32 

Menzoberranzan 

37 

Sabre Team 

35 

War Craft 

39 

C.l.T.Y. 2000 

31 

Empire Dix: Mosters 

26 

Iron Helix 

54 

Metaltech Earth Siege 

45 

Sam 8: Max Hit Road 

29 

Who Shot Johnny Rock 

33 

Copltol Punishment 

39 

ESPN Soccer 

33 

Jagged /Xlliance 

47 

Microcosm 

45 

Seawolf 

43 

Wild Blue Yonder 

38 

Castles II 

46 

ESPN Sun. Nile F6 

39 

Jet Pock 

41 

Mighty Mrph P. Rngr 

26 

Shadowcoster 

42 

Wing 1 / Wing 11 DIx 

33 

Cot Come Back. The 

32 

Evasive Action 

Call 

Joe Montana Footboll 

64 

Millenium Auction 

46 

Sfadows of Cairn 

39 

Wing Comm Armodo 

45 

CD-ROMIXI Freex 

14 

F15 Strike Eagle 3 

46 

Jones in the Post Lane 

36 

MPC Wizard 3.0 

19 

Sim Town 

Call 

Wing Comm ll/Ult UW 

29 

CD-ROMIX1 Hordcose 

14 

Falcon Gold 

46 

Journeyman Pro), The 

42 

MPC Wiz 2.0 MPEG 

32 

SimCIty Enhanced 

45 

Wing Commander ill 

48 

CD-ROMIXI Prime 

14 

Fantasy Empires 

36 

Jump Roven 

41 

Myst MPC 

45 

Skyrealms of Jorune 

41 

Wing Comm/Ultimo VI 

29 

Central Intelligence 

Coll 

Fantasy Fiefdom 

48 

Jurassic Pork 

35 

Naked Gun 2.5 MPEG 

21 

Sliver MPEG 

19 

Wings GIry 1917-1918 

46 

Colonization 

46 

Fast Attack 

47 

Jutland 

44 

Nascar Racing 

45 

Sorority House 

35 

WolfPack 

28 

Comanche w/Mis. 

48 

Firm, The MPEG 

19 

King's Quest Comp. 

53 

Nat. Geo Pic. Atlas 

56 

Spoce Ace MPEG 

39 

World Circuit 

34 

Companions of Xanth 

33 . 

Flash Troffic 

37 

King's Quest VI 

39 

New Kid on the BIck 

35 

Space Pirates 

41 

World Cup 1930-94 

36 

Conspiracy 

41 . 

Fleet Defender Gold 

47 

King's Quest VI Upgd 

22 

NHL Hockey '95 

38 

Spear of Destiny 

39 

World of Keen 

38 

Corridor 7 

29 1 

Flight Sim Toolkit 

52 

Kings Quest VII 

48 

Noctropolis 

45 

Spectre VR 

39 

World War 11 

21 

Cowboy Casino 

34 : 

Fortress of Dr. Rod. 

33 

Lands of Lore 

39 

Operation Bodycount 

33 

Sporting News MPEG 

Call 

Worldview 

27 

Creature Shock 

47 1 

Front Page Baseboll 

46 

Laura Bow 2 

23 

Out of the Sun 

47 

Star Crusoder 

47 

Wrath of the Gods 

42 

Clime Patrol 

40 ; 

Front Page F8 '95 

46 

Lawnmower Man 

37 

Outpost 

39 

Star Trail 

44 

X-COM 

38 

Crime Patrol 2 

40 1 

Frontier Elite II 

34 

Leg of Kyrandia Bk l 

33 

Pacific SIrike 

48 

Stor Trek 25th Annfv 

51 

X-COM 11 

45 

Criticol Path 

44 : 

Full Throttle 

38 

Leg of Kyrandia Bk 11 

36 

Pagemasler 

Call 

Star Trek Deep Spe 9 

41 

Zephyr 

45 

Curse of Enefontio 

21 ' 

Gabriel Knight 

43 

Leg of Kyrandia Bklll 

39 

Panzer General 

39 

Star Trek Next Gen 

54 

Zillion Sounds 

19 

Cyber Judas 

42 ' 

Gettysburg 

39 

Leisure Suit Larry 6 

39 

PGA Tour Golf 

46 

Star Trek Str Fit Acad 

51 

Zorro 

39 

Cyberia 

45 ' 

Goblins Quest 111 

19 

Leisure Suit Larry Anth 

45 

Phontasmagoria 


Star Trek VI MPEG 

19 



CyberRoce 

36 ' 

Grondesl Fleet 

35 

Unks Pro 486 

Coll 

Phoenix Fighter 

47 

Star Trek: Jdgmnt Rte 

34 

CALL FOR A 


Cyclones 

47 ' 

Great Naval Battles 1 

49 

Lode Star 

37 

Photo CD Workshop 

22 

Starship Rogarian 

42 

CDCC r^ATAir^fil 1 

Doemonsgote 

32 ' 

Great NqvoI Battles li 

39 

Lode Runner 

39 

Police Quest 4 

43 

Stonekeep 

44 


_J 


No surcharge on credit cards. CODs accepted with S6 charge. Soffwore shipping S5/order, Canoda SS/order, hardware shipping Is 6'%. Canada is 6%. Personal end compony 
checks allow 14 days. Returns must hove an RMA #, call. Software sales final unless defective. Returns subject to 15% restocking fee. Pricing and availability subjeeffo change. 
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MY KINGDOM 
FOR AN OBJECT 

Another developmeni in reccni years is 
tlial of “object oriented” programming. 
This is an overused buzz phrase in com- 
puterdom, much like “virtual reality.” 
'fhc truth is, object oriented program- 
ming can dellne a myriad of progr;im- 
ming techniques, from Windows-based 
Object Linking and Embedding to C++, 
tile object-oriented version of C. 

First evolving out of the highly struc- 
tured jirogramming languages such as 
Pasctil, object oriented programming is a 
means to break a programming task into 
a cluster of tightly defined units, each of 
which can be created and tested indepen- 
dently. Nickalus Wirth, one of the great 
“linguists” in computer language devel- 
opment, created one of the lii'si object 
oriented approaches to programming in 
his language Modula-2, which was essen- 
tially a refinement of Pascal. Xerox, in its 
Palo Alto research center (whei'e such 
milestones as tlie graphical user inteiface 
and the mouse first saw the light of day), 
created an object-oriented language 
called SmallTalk. 

C++ is the same language, essentially, 
as C, but with the characteristics of object 
oriented programming blended into ihe 
language’s lexicon. As in SmallTalk and 
Modnla 2, an object oriented program in 
C++ is essentially a cluster of small {pro- 
grams, all working together to create a sin- 
gle application. Objects are veiy similar to 
their in-code cousin’s subroutines (or pro- 
cedures), but they are far more indejpen- 
dent. Picture a well-armored sphere, with 
only a plug for input and output. Von can’t 
get into the stuff inside, nor do you need 
to. You simply plug in the right input to 
get back the anticipated output. 

Object-oriented programming allows 
game designers to develop core code mod- 
ules once and reuse them as (pften as they 
need to. No longer does a programmer (or 
a team of jprogi'ammers) need to pvrite a 
joy.siick routine more than once, "fhat pro- 
gram “object” is simply filed in the comjpa- 
ny’s libraiy for use by whomever might 
need it. Far more complicated tasks can 
also he created only once. You can imagine 
writing the code to control the (light of a 
missile and {packaging it as an object. To 
use the object, you might simply send it 
the {pai'ameters of what sort of missile 
(STUD or Kilrathi heat-seeker), io{P s{peecl 
and any other variables, and the object 
would then calailate the missile’s {Position 
within the gameAvorld each program cycle. 


Programming today’s games retjuires a 
team of talented code-crunchers, which 
creates some logistical prohlems. How do 
you create a single, unified {program when 
you have a handful of pi'ogrammers each 
woi'king on dillerent modules? 

John Carmack, who is liandling the su- 
perstructure programming for Ql'AKE, is 
in charge of the master code directipry. 
Romero and Dave Taylor, irl's .sountl {pro- 
grammer, each have (heir own code di- 
rectories. They work on their modules, 
compiling them indcqpendenlly and work- 
ing through the dehugging process. 
\Vhen a chunk of code gets the thumbs 
up, it’s then copied over to Carmack’s 
master directoiy where the gtime will be- 
gin to take shajpe. 

RUMINATIONS AT ORIGIN 

At Origin Systems, where {pushing tech- 
nology to the limit is a daily affair, the 
{programmers rely on C, C+ + and assem- 
bly language to code and build their 
games. Origin, though, makes extensive 
use of in-house {programming langtiages 
to handle the game How of theii' various 
products. Wing Comm.anipek Hi, foi- ex- 
ainjple, uses an interpretive language to 
handle the game’s “meta” decision-mak- 
ing processes. An intcr{Pi'etive kmguage, 
or an interpreter, is a language like (he 
old version of lh\SIC; it is comjpiled and 
executed on the fly. For BASIC {programs, 
this meant that the {pripgrams were vety 
slow, but for ^ViNG CoMM.\Ni)t:k III, the 
language is “built-in” «p the game code, 
s<p there is really no loss in speed. Zach 
Simpson, Origin’s Director of ’Fechnolog)’ 
Service, describes the {proprietary lan- 
guage as a “quick and dirty way to make 
sipine of the game decisiipiis.” 

On the other end ol' the technology 
scale. Origin has develo{petl a language 
called Link (named after a gi'unting 
sound made by Simjpson’s roommate). 
The language rivals full-blcpwn C++ in 
complexity, it is object oriented, and it is 
designed to be a true multi-tasking lan- 
guage. The language grew out of an earli- 
er language called .-VtilL (A Goof)' 
Interpretive Language) which was used in 
the development of Ui:ti.\i.-\ VII. Unk was 
perfected in Ut.'ftNtA VIII, but its useful- 
ness will really shine through in the next 
Ultima {project. Unk is a scripting lan- 
guage used to describe the multitude ipf 
concurrent events within the pvorld of Ul- 
tima. Actions such as :i wizard casting a 
spell. Lord British sitting down in a 
throne, and a horse munching on some 


grass are all scrijPted events that can occur 
concurrenti)' via Unk’s scripts. 

C and C+ + are what is known as 
“functional model” languages, meaning 
that the code proceeds from function to 
function, and can’t go any further until 
the last function is comjpleted. Unk, on 
the other hand, is a "{process model” lan- 
guage that can execute nupre than one 
process at a time, and therefore can per- 
form true multi-tasking functiipns. 

Unk is ha.sed on a paradigm of C++ in 
the wa)' thtit it utilizes \'arious objects in 
the code modules. For example, there 
might be a code nnpclule (sometimes 
called a “class”) which defines all of the 
traits for a non-jplayei' chai'acter (NPC) in 
the game. A more inqportani class of 
module would be Lord British, which in- 
cludes the NJ’C module, but can also 
override some of its I'ules (such as the fact 
that Lord British can't die, while an NPC 
can; this is handled by having the Lord 
British module check the hit points of the 
subsen'ient NPC module; should the val- 
ue reach zenp, instead of dying, the value 
is reset to maximum). 

“The mipst dillicult {lart of an Ultima 
game is that it is so conqplelely interac- 
tive,” said Sim{Pson. “It’s not trivially sim- 
ple to do the kind of intei'activity that we 
need.” In Ut.'t'tMA VIII, Unk was finalized 
as a develo{pment language, hut there 
were still only a few piogrammers fluent 
in its syntax. For Ui.tima IX, the key will 
be t(P train the {programmers to use the 
Unk language more elfectivelv. 

“Peo{plc com{plain all the time about the 
time it lakes for Origin to put out a 
game,” reflected Sinqpson, as an aside. 
“But, in reality, it takes just as long as it 
should take, which is a conqpletely un- 
known amount of time.” 

To crunch code, you need to be a bina- 
ly piplyglot, able to sjpcak at least a small 
handful of language dialects, understand 
data structures and logical procedures 
and, of course, be extremely creati\'e. 
That kind t)f smai'ts doesn’t come from a 
pigskin diploma. In fact, at Origin, over 
half the {prtpgrammers don’t have college 
degrees, and cjuitc a number of their 
more gifted code-crunchers, including 
Sinqpson, never graduated from high 
school. Wliat (hey tlid do was to s{pend 
countless luiurs in the trenches, crunch- 
ing code, debugging it and learning how 
to use {programming languages on the 
tabula rasa of their comjPUlers to make 
the magic hajpjpcn. 
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3-D rendered 
mvironnients cou- 
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0 stay for eternity. 
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UNDER THE HOOD 


The Gamer’s Toolkit 


CGW’s Gamesmith Reviews The Tools Of The Trade 

byMikeWeksler 

ers may poo-poo such magic, but appren- 



A s PC computer game players, 
we have to deal with hardware 
and software problems that 
are, for the most pari, left un- 
touched in many computer sci- 
ence curricula. While the 
Macintosh owner enjoys a cool 
and clean operating environment, Intel- 
based gamers enjoy the best games, and 
with them, legions of configuration, instal- 
lation, and maintenance hassles. Low 
ineinoiy problems and I/O port conflicts 
are tlie crosses that we bear for our hobby. 

Here at CGI'F, we run more games in a 
month than most of you run in a year. 
And wiio do the whiney editoi's call when 
they can’t gel a game imnning? Yeah, you 
guessed it. I’ve seen problems that you 
wouldn’t even want to imagine — really 
ugly stuff like computers spontaneously 
rebooting, important files teleported to 
Mars, and bizarre game glitches that keep 
my sanity in (juestion. To help me deal 
with these jn'oblems, I’ve got a box of 
handy loots appropriate for each task. 
This month, I’d like to open up my tool- 
box and give you a look inside. 

QEMM 7.5 

When you’re having trouble getting a 
game to inn, there are two names that you 
must keep in mind; CONFIG.SYS and 
AUTOEXEC.BAT'. These are the two con- 
figuration files which tell DOS how to set 
up your machine. I like to think of config- 
uration files as spells which you can use to 
invoke different states of being in your 
computer. Indeed, like a spell, invoking 
the commands therein can boost your ma- 
chine’s performance or, if done improper- 
ly, gi'ind eveiything down to a slow crawl. 

QEMM 7.5 is the tool to use to ensure 
that these “spells” are crafted to produce 
the desired results. It is considered a 
“memoiy manager,” but Just think of it as 
a memoiy wizard that can go in, analyze 
your system, and eke out the most menio- 
ly for your games. Seasoned DOS sorcer- 


tices lake note: all you have to do is msiali 
this program, type a single command to 
run it, and you’re done. QEMM 7.5 can 
usually liberate up to 634K of lower RAM 
on the first tiy, even in situations where 
DOS G.X’s Memmakur doesn’t make a 
dent. Additionally, QEMM 7.5 has a nifty 
“quick boot” utility that will reboot your 
machine in the fraction of the time it 
would bool normally (worth the price for 
those of you with older BIOS chips). The 
“Optimize” command will analyze your 
configuration files (yes, even multiple con- 
figurations Ibr your DOS (i.X boot menu). 
QEMM 7.5 also comes with several utili- 
ties for managing Windows better than 
with previous versions. Additionally, its 
“Manifest” diagnostic utility will show you 
what memory is used where and tell you 
all about your system. Wbeiber you’ve Just 
installed a CD-ROM and can’t run your 
games, or you don’t know which type of 
memoiy to use (XMS or EMS?) when run- 
ning a particular game, QEMM 7.5 is the 
right tool for thejob. 

Quarterdeck Office Systems, Inc. 150 
Pico Blvd, Santa Monica, CA 90405. (310) 
392-9851. Price: $99.95. 

MULTIMEDIA CLOAKING 

Although QEMM can solve most of your 
configuration problems, sometimes there 
are configuration scenarios so intense, 
even QEMM will choke on ibem, and your 
conventional memory will still be lower 
than required for running many games. 
The installation of a new SCSI host 
adapter, a sound card with lots of features, 
or certain softw'are can jdace a ton of com- 
mands into your CONFIG.SYS and AU- 
TOEXEC.BAT files, eating up valuable 
lower memory. MurriMi-DiA Cloakinc 
gives you some of that memoiy back by re- 
placing common drivers — a hard drive 
cache (SMARTDRV.EXE), a mouse driver 
(MOUSE.COM), and a CD-ROM driver 
(MSCDEX.EXE) — ^witb “cloaked” counter- 


parts. Whereas lhe.se common files would 
normally lake up approximately 85K of 
conventional memory, the cloaked drivers 
only take up 9K. And believe me, 7GK can 
mean the difference between whacking 
ores in your favorite role-playing game and 
whacking your computer with a mallet. 

Helix Software Co. 47-09 30th Street, 
L.I.C., NY 11101 (718) 392-3100. Price: 
$39.95. 

REMOVE IT 

Next to the C(.)NFIG.SYS and AUTOEX- 
EC.BAT files, nothing is so baflling than 
the general funkine,s,s that permeates Win- 
dows. Anyone who is playing Windows 
games on an old installation of Windows is 
skating on mighty thin ice. Tlie reason is 
that Windows has no means of tracking 
files that are dumped into it during instal- 
lation. Wlien your hard drive fills up, you 
can remove your old games by deleting 
their directories, but the various .INI files 
and Windows directories will still contain 
ciy'ptic entries and files of unknown origin. 

Remove IT is a complete suite of utilities 
designed to let you inslantly kill programs 
fn)m your machine, once and for all. Once 
installed, it can analyze progi'ams and find 
the web of drivers, INI entries, icons, DLL 
files and groups which it belongs to and 
remove them, or back them up in a com- 
pressed file to. install at a later date. T'he 
“Log It” feature will track future installa- 
tions for foolproof removal or arcliival 
storage. Tliis is gi eat for those times when 
you mistakenly install that 18 meg Win- 
dows game to your root directoiy. In this 
case, you’d simply backup the installed 
program to a compressed file and re-in- 
stall to a new dii'ccioiy with a few mouse 
clicks. Remove I r also helps you i-emove 
hardware drivers so you can install a new 
hardware item without completely re-in- 
stalling Windows. Additional features in- 
clude “Watch It,” a IK TSR for 
monitoring file usage, “Find It,” for find- 
ing and removing duplicate or infrequent- 
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CHEAP 


Accelerated Graphics. Faster Games. Great Value. 


Diamond Multimedia’s 
SpeedStar Games Accelerator ^ 

Wt comes with a top selling 
SpeedStar Pro/SE graphics 
accelerator and 15 best-selling 
game titles for only $199 (MSRP). 

You’ll get Myst,™ Rebel Assault 
SE~ Star Trek* 25th Anniversary™ plus 
12 more exciting titles. 

With the SpeedStar Pro/SE graphics 
accelerator you'll instantly notice smoother, 




quicker and more colorful 
graphics in all the latest 
Windows’" and DOS applica- 
tions. Games are more action 
packed and challenging. 
Edutainment is more 
realistic. It is simple to in- 
stall and delivers accelerated 
graphics with faster screen updates, 
up to 16.7 million colors and flicker- 
free refresh rates of up to 72 Hz. 


Available in ISA, V1J3 or PCI versions, it 
works with all IBM-compatible systems. 

Get a SpeedStar Games Accelerator 
Kit for Uirilling games and hot graphics. 

Go to your nearest retail outlet or call 

8(X>4-Multimedia for 
a store near you. FAX- 
Back service is avail- 
able at 800-3800030. 



15 Top Games Included! 
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tIHDER THE HOOD 


ly used tiles, and “Report It,” a rich tool 
tluu allows you to see links ben\'ccn INI 
(lies, DLL files and application tiles. For 
the frequent Windows user, it's superb! 
The emergency disk feature is compre- 
hensive, copying your conligui'atioii files 
and their attendant tiles onto a bootable 
emergency disk. Ideally, RtiMOVi: I f would 
be the first software package \'ou’d install 
alter a clean \Vindows installation. One 
warning: I enjoyed this software so nitich 
I was installing Windows games jttst so I 
could use Ri-imovk I t to wij)e them out! 

Verisoft Systems, Inc. I5!LB Grace Dri- 
ve, Easley, SC 29ryl() (SO-1) 295-5875. 
Price: .¥39.95 

XTREE GOLD POR WINDOWS 

When I think of all the utilities 1 have 
used over the last decade of computing, 
nothing has been so tiseful as X'ntiiE 
Goi.i). Mike Weksler’s Xtrel is like Zor- 
ro’s sword, Popeye’s spinach, and Samp- 
son’s hail'' — absolutely indispensable. 

X i'RKE Gold is a powerful file manage- 
ment progi'am that allows you to rename, 
sort, move, delete, undelete, /ip, unzip, or 
otheiwise manipulate )’our 
files. If you own a smaller 
hard drive, file manage- 
ment can be a game unto 
itself, as you tiw to make 
room for the latest gam- 
ing addiction without 
deleting some of your old- 
er favorites. Once the ba- 
sic key commands are 
committed to memory, 
even neophytes can round 
up their files tvith the be.st 
of the data wi'anglers. 

For )'ou Windows tisers, 
ihere is now Xtrel Goi.n 
For Windows, and it’s liil- 
ly key-compatible with (he 
DOS version. Tlie Win- 
dows version has some 
jjowerlul new features. It 
has excellent file finding and file viewing 
utilities, and its undelete functions are ter- 
rific for those unhappy limes when you ac- 
cidentallv delete an entire directoiy. It has 
built-in compatibility with PKZIP 2.0'IG, 
treats a zipped file as a subdirectoiy, and 
you can work with the zipped files without 
ever using PKUNZIP in DOS. Its best fea- 
ture, however, is a little program called 
"File Companions” which installs a tiny 
button in the upper left corner of the "File 
Open” dialog box in all of your \VindoAvs 
in'ograms. This little menu will give you 


more power than the folks at Microsoft 
evei' wanted you to ha^’e in one place! Be- 
sides such needed options as “Create Di- 
rectoiy” and “Rename File,” you can zip 
and unzip files right li'om the “File Open” 
dialog box! You can even view graphics 
files I'rom your word processor — some- 
thing that’s mighty handy for those limes 
when you have to use )'our computer for its 
work potential. Finally, Xtrek Gold For 
^V'lNDOWS even comes with its own uninstall 
routine, but I’d still use Remove I r (see 
above) to make sure you get all the “roots.” 

Central Point, PC Box 108^19, Eugene, 
OR 97T10-9722 (503) 690-8090. Price: 
¥99.95 

THE NORTON UTILITIES 8.0 

Like X’fREE, it’s hard to imagine one of 
my PCs running without a copy of 'riiE 
Norton U i iLtritis. Tliis full featured suite 
of programs has almost eveiything I need 
to kee]) my machines running in tip loj) 
shape. File “Speeddisk” hard drive opii- 


your hard drive) except that you can dou- 
ble click on a cluster of data and see what 
files are in there. TiiE Nor'I'ON U'i'ii.ri'iiis 
8.0 has a great suite of Windows pro- 
grams (which mirror their DOS counter- 
parts) for INI tracking, file finding, and 
undeleting files. Besides “Speeddisk,” 
your interest will probably be in the area 
of “Sysinfo,” the system information utili- 
ty, and “Ndiags” the Norton Diagnostic 
tool. The latter is one powerllii DOS pro- 
gram. capable of identifying \vhat devices 
are using the various IRQ (hardware in- 


terrupts) in your machine. Fliis feature 
alone is worth the ju'ice of the sofbvare. 
Finally, for the hacknieislers out there, 
“Diskedit” is a killer hex editing utility ibr 
dissecting your favoi'ile save games. 
There’s even a handy search function and 
hex calculator to help you in vour dark 
endeavors. If you want to grow up to be a 
techweenie, or just become a bigger one, 
check out The Norton UTii.i rit-:,s 8.0. 

Symantec, 10201 'Lorre Avenue. Cu- 
pertino, CA 9501-1 (800) ■i ll-72.34. Price: 
$179.00 

PC 911 

'This mighty utility is my hardware hacking 
mainstay. PC 911 is a DOS utility that 
makes backup files and emergency disks 
for your configuration files. I think thev 
should have called this PC 41 1 because its 
best feature is tliat it can give me the vital 
information on my harrhvare devices. This 
baby can tell me not only \\iiat device is us- 
ing a particuhir IRQ and ROM addiess, 
but it can also give me the I/O port 
address of the device it’s using as 
well! Microsoft MSI) (diagnostic 
progi'am), Norton UTiLi ritis’ Ndi- 
.AGS, and Quarterdeck’s M.\N!FE.sr 
can do e\en thing cxcepl this. \\1iat’s 
the big deal? OK, check out this sce- 
nario. Let’s say you drop in an 
Adaptec ALIA-1522 SCSI adapter into 
your bus. You like that new SCSI CD-ROM 
you’ve slung off of it. Nice, huh? Yeah, ex- 
cept what happened to your General MIDI 
music? A quick foray into PC 91 1 will show 
you that both devices are Hying to use the 
I/O port address of 330, which is a default 
for MIDI devices (fortunately, the Adaptec 
can be jumpered to l-IO to alleviate this). 
You can set the program up to detect net- 
work cards, sound cards, fax/modem de- 
vices, mice, and SCSI devices. The 
program will tell you (he vital information 
on w'hat device is ])reseni, (he IRQ, (he 
DMA, the I/O address, and any important 
RAM and ROM addresses. \’ou also gel a 
list of free IRQs with which to test your 
hardware. 'Iliis is great inl<) to have print- 
ed out prior to doing any hardware up- 
grades. PC91 1 is simjdy a must-have, 
c[uick-’n-dirty utility for the computer 
gamer. 

CyberMedia, 1800 Century PaiT East, 
Suite 1 145, Centuiy City, CA 90067 (800) 
529-2373. Price .$29.95 

MORE PC TOOLS 

This is really the S^'s'r^;^i iNEO utility from 
'I'liE Norton Urii.n iES 8.0 on steroids. 
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Advanced Wave Table 
BY Sound Blaster. 
Accept no imitations. 


The New Sound Blaster AWE32r 



Introducing the wave of the future: the new Sound 
Blaster AWE32. It combines advanced wave table 


synthesis, a powerful digital signal processor, and 
the hottest audio effects all on the same sound card. That’s 
why it's the next generation PC sound standard. 

The Sound Blaster AWE32 puts the world’s purest 
music synthesis technology (from E-mu Systems) inside your 
PC. It also includes effects like chorus and reverb lot- 


increased depth and riclniess. And QSound so you can 

position sounds in 3D. It even comes wirli downloadable 

'] ■ ~ Sound BuAyrER AWE32 Includes; ] • " — - 

SOUND BLASTER AWE32 GENERAL MIDI INTERFACE HSC INTERACTIVE S£ 

True I E-bit CD sound Three CD-ROM interfaces Creative waveStudio' 2.0 

ADVANCED WAVEFFECTS' MICROPHONE QSOUND CONTROL PANEL 

SYNTHESIS Software [ncludes; Creative ensemble' 

32-VOICE polyphony Cakewalk Apprentice Creative Soundo'LE' 

Sampling Subsystem for Windows Creative mosaic 


SoundFont technology, so you can add to the library of 
sampled sound effects and instruments. And the latest speech 
technology, so you can navigate tiirough all tlic major 
Windows"' applications using voice commands. 

Of course, it’s a Sound Blaster. So it makes all your 
favorite games and software sound more oiirragcous chan 
you ever imagined. All tliis sound technology could cost you 
thousands. But the new 
Sound Blaster AWE32 is 
only .?399.* No other sound 
card comes close. Sound 
intcre.sting? Visit your 
local Creative Labs dealer. 

Or call 1-800-998-5227. 



creative: 


WAKE UP THE REST OF YOUR BRAIN.' 


"Suggcscca rcMil pticc. ©1994 Ctcj 


nob^D' Lid SotinJ Bb;irr. Siiimi'i Rb<c, 
OcaHvc N«»-998-S2Tror4^ 


ced W.!vl-,frrcis, Crf.nivc Voice/ 
;«• Tcchmilogp l.ul. All oilier tr; 


bcFl.ie Cieai.ve EnieiiiMe, C 



UNDER THE HOOP 


bundled with more utilities. Alter iiinning 
a one-time DOS program, you run the Sv.S- 
TEM Information Pro utility in Windows 
and get Lite complete dirt on almost eveiy- 
lliing in your machine. I found PC 91 1 to 
do this right off the bat without any fuss, 
but System Informafion Pro allows you to 
go the extra step and test hardware de- 
vices. Like PC 91 1, you get to see I/O port 
addresses for each device in the macliine. 
Additional features include “Crashgutird,” 
a utility which shows you remaining re- 
sources like memoiy and hard drive space 
so you can shut down before Windows 
shuts you down by crashing. It also recov- 
ers data when you do crash. There’s also 
“DriveSpeed,” an IDE drive accelerator 
which seems to speed things up a bit (espe- 
cially when re-launching applications), and 
“Backtrack,” a conliguration and INI lile 
backup program. Overall, I found More 
PC Tooi.S to be a solid enhancement to 
The Nor'ixjn U'nu't'iLS 8.0 and to my tool- 
box. 

Central Point, PO Box 10849, Eugene, 
OR 97440-9722 (508) (390-8090. Price 
$69.95 

ANY VIEW PROFESSIONAL 

'I'he scenario: You like using 256 colors 


at 640x480 resolution for playing your 
Windows games, 16.7 million colors at 
800x600 resolution for doing graphics 
work, and 1 6 colors to do boring word 
processing. Any View Professional with 
“TrueSwitch” color changing installs a 
little toolbar in your Windows environ- 
ment which allows you to change pixel 
depth and resolution without having to 
restart Windows (great for those of you 
with complex Windows installations that 
take I'orever to restart). Additionally, you 
can assign a pixel depth and resolution 
for each application on your desktop. 
You can set Excel to start at 800x860 
with 256 colors, while Ci\'iLiz.ATiON for 
Windows can be set to start at 640x480 
with 256 colors. When you run Excel, 
the resolution and pixel depth changes 
and then reverts back to whatever it was 
before you ran it. Likewise, Cr\'iLi7AnON 
FOR Windows will run at its set resolution 
and j)ixel depth and will revert back to 
the previous resolution once you’ve con- 
(]uered the Mongols. 

Ann' Viitw' Profe.ssional also has a few 
more useful titilities, including “Catalyst,” 
which accelerates graphics in Windows up 
to 25 percent, and “Optimem” which allo- 
cates Windows memoiy more elFicienlly 


when several applications are running at 
once. As the name indicates, users who 
aren’t “professionals” should note that 
messing with Windows graphics can be 
tricky, especially if you configure youi'way 
into a situation where Windows will no 
longer start (something I did more than 
once). Make sure your video card' is sup- 
ported by the product before you spend 
the dough. 

Binar Graphics, Inc., 30 Mitchell Blvd. 
San Rafael, CA 94903-2034 (415) 491- 
4182. Price $49.00 

"Hie hassles we deal with in our hobby 
relate to configuration, installation, and 
maintenance of our ugly beige boxes, no 
two of which are actually configured the 
same. Let’s hope that after using these 
utilities to get your machine running 
smoothly, you’ll have some time lel't over 
to play your games. At the very least, I 
hope that this article will assist you in se- 
lecting the right tool for the job. 

Under Ibe. Hood is hoik a column on tech- 
nology and a Q&A technical support forum. 
Please .send technical questions, comments, 
and solutions to Under The Hood, c/o Coyn- 
putcr Gaming World, 130 Chaparral Ct. 
Suite 260, Anaheim Hills, C/1 92S0S, or at 
any of our e-mail addresses. iHi 


R&G 

GAMES 


We Buy & Sell Used Game Software. 
Call for a quote on your used games. 

CALL 1 -800-525-GAME 
Get CASH for your games or get an 
additional 10% in credit, good for future 
game purchases at great prices like these.. 


Ultima Underworld II 

$26 

Doom 1! 

$33 

Under a Killing Moon 

$42 

Tie Fighter 

$34 

X-Com 

$30 

Lands of Lore 

$20 

MechWarrior II 

$35 

Alien Legacy 

$26 

Arena Elder Scrolls 

$30 

Betrayal at Krondor 

$27 

AD&D Genie's Curse 

$33 

Ravenloft 

$33 


Call for the game you are looking for! 


All games Will be scar nedand must l}e virus free. All games must be in orginai box with 
allinsiructtonalmalerlals and original disks. NO COPIES aaepied. All gamesmust be seni with account 
number In order lor your check or credit to be processed. Any unacceptable games will be relumed at your 
expense.AnydelactivegameswiI be replaced with the sametitle. Most game orders can 
be tiled In 2 weeks. Due lo high demand of certain lines some ordersmay take longer. 
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Play to Win 



and yourself 

some 


M ake the ultimate move 
for serious gamers who 
know the score when it 
comes to buying computer 
gaming magazines. Subscribe 
to Computer Gaming World now and save 
up to 47% ! 


Score points and 
cosmic savings now 
with Computer Gaming World. 
We’re worlds apart from any other 
computer game magazine. 

• One year/12 issues - $27.94. 

YOU SAVE 41%! 


Every monthly issue brings you exclusive 
first looks at the hottest, newest games. . . 
the latest in multimedia, CD-ROM and 
interactive environments. Plus winning 
strategies, master clues, in-depth reviews - 
all the help you need to pump up your 
system and play out your fantasies on this 
planet and beyond. 


• Two years/24 issues - $49.97. 
YOU SAVE 47% ! 

Savings ba.sed on annua! cover price of S47.40. 


CALL NOW TO SAVE UP TO 47% 




To ensure savings, mention this code to the operator who 
answers your call; 4Z95. 




NOW PLAYING 


These Just In 

Here are our quick takes on games that arrived just before press time. 

You can expect a full review of the more prominent titles in the next issue. 


ARVa WAIV 

Return with us to simpler limes, when 
goils were goils ;md men were men, when 
all a real gamer needed was an industrial 
strength Joystick with one hutton to lire, 
and the “jjIoi'’ ofa game could lit on n 3x5 
card taped iibove a coin slot. .Ar\’a V.\i\' is a 
throw-back to those classic shooters of 
yore, most resembling the old coin-op 
Xyviol'S, You man a lone crtil'i {with 5 
lives) battling against wave after wttve of 
good geomeiiy gone bad. .As you duck and 
juke tlie spinning shtiriken of death and 
the bulleLs of delensive turrets (na\'igating 
through dangerous laser gales all the 
while), you must collect “power ups” to 
turn your |jea-shooter into a bullet-spew- 
ing volctmo of death, and “speed ups” to 



make your initially slothful ship really 
dance the hi-score watusi. II voii’re itching 
for some twitcliing in a st\’le that we 
haven’t seen since the 80s, spill some quar- 
ters in Dongleware’s direction. /Vmiga, 
DOS, $1 9.()(). Oircle Reader Seivice # 1 

Dcmu.F.WAiu-: Puhusiiing, Inc., PO Box 
391 826, 35 Howard St., CUmuridcf, MA, 
02139, (617)997-1130 

AWARD WINNING 
WAR GAMES 

Alternativel)’, this wargame collection 
could be called The Grig.'iby Files Plus 
One, since it includes three of Gary 
Grigsby’s epic \\A\'II designs. 'I'he scope 
is staggering; nearly eveiy theater of war 
is covered, from /Mrica to Europe to the 
Pacillc. War in Russia offers a second 
look at Operation Barbarossa, the 



hirgest land campaign in history, from 
the delailed-oriented eye of Gary Grigs- 
by. (lARRiKR S'l'RiKii has otih' IG-colof 
graphics and a passable Al, but still of- 
fers the best openiiional-ievel campaign 
game of any wargame on the market. 
Pacii'k; War is Grigsby’s niagiiuin oftis, 
simply the most comjn'ehensive strategic 
game ever created for the computer, 
and a past winner of CCil'”s wargame of 
the year. When \ou throw in Clash or 
S'l'KKi., Martin Scholz’ elegant and enjoy- 
able Kuropean-tbeater WWII game (win- 
ner of C'Gl'E’s best wargtune for 1993), 
the deal SSI is offering seems more than 
enough reason to dive back into the 
trenches. DOS CD, .$5-1.99. Carcle Read- 
er Service # 2 

SriuTEGic SiMUL-inoNs, Inc., 675 Ai.- 
MANOR Ave., Suite 201, Sunnyvale, CA 
94086-2901, (408) 737-6800 

BLOWN AWAY 

Released simultaneously with the 
MGM/UA mo\'ie, this ino\’ie/game puts 
bomb squad expert Gtieriiy on the trail 
of yet tmotber dastardly pyromaniac. As 
you solve over 20 devious |m/.zles, you 
gel to view a lot of full-screen digitized 



video, made possible by the latest in 
compression technology. Even though 
the visuals (some taken from the film, 
others filmed especially for the gitine) 
itre sometimes grtiinv, the deinh-of- 
field graphics nicely enhance the ac- 
tion, stunts, and special effects. The 
iicting is reasonably good, and the ten- 
sion is at times ecjutil to a typical sus- 
pense flick — esjtecially when you’re 
defusing a bomb. Unlike many “imertic- 
live movies,” you do actually affect the 
plot, and the game can be rej'thn'ed 
since the soluii(jns to the ])uzzles 
change with every phiy. DOS, $59.00. 
Circle Reader Service # 3 

/I7 Publishing, Inc., 7500 Flying 
Oloui) Drive, Eden Prarie, A/A' 55344, 
(800) 754-1725 

ECSTATICA 

While the box tirt conjures images of 
European arcade games from days gone 
by, we realized there was much more to 
this game once we installed 18 to 70 
megabytes to <mr hard dri\e. W’hal you 



gtiin from this space sacrifice is smooth- 
ly animated characters in a detailed 
graphic world. Both the look and game- 
play ai'e very similar to Aloni: in rut: 
Dark, but the ellipsoid technolog)' used 
results in much more Iluid and life-like 
character movemeiil. \Vhile this is un- 
doubtedl)' more realistic, it also means 
that until you get the keyboaixl controls 
down, your alter-ego will walk into a lot 
of walls. The plot? Well, vou’i'e a lost 
traveler who wanders into a deserted \'il- 
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GamEd PC 


The Home Computer/ Multimedia System 



The GaiiiEd PC is a fully IBM PC/AT compatible 486 computer system, with a Game cartridge 
slot, VGA to TV converter and ADLIB/SoundBlaster compatible sound. 


Standard .system contlgiirntioii; 

80486SLC-3.'?MHZ processor 
1.44 High ilciisily FDD 
2.VIB RAM expandable to 16MB 
.M2k SVGA Video RAM 
ADLlB/SoundBlasier compatible 
sound 

2 iiitenial speakers 

Exienial Audio outputs 

VGA to TV converter 

120MB 2.5" Notebook bard drive with 

Bundled software titles 

Game cartridge slot 

2serial,2 game and 1 primer porl.s 

Micropltone input 

Headphone oiilpul 

84 key keybtrard 


Distributors / Retailers wanted. 



Optional accessories 

■** VGA monitor 
** Headphones 
** Primer 

** External speakers 


Moii.se 

Game eartridges 
Joyslick/gamepad 
Mieropiione 


** CD-RO.M docking saiaiion with 
CD-ROM dirve and 2 expansion slots 
** 80387SX-.33 Math Co-processor 


NEW AY Electronics, Inc. U.S.A. Ph: (818) 991-4330 Fax: (818) 991-4331 
NEW AY Electronics, S.L. Europe Ph: (341) 561-8361 Fax:(341)562-4294 

ALL BRAND NAMhS ARE REGISTERED TRADEMARKS OF THEIR RESPECTIVE OWNERS. ENGINEERING SPECIFICATIONS SLTlIEa TO CHANGE Wn MOL P NOTICE. 

The software shown above is not bundled with this system, but is compatible with the GamEd PC. 


MEVVAY 
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NOW PldftYINC 


lagc, where noihing is ciuiie what it 
seems. Tiierc are lots of’ ihitigs that go 
hump ill the iiiglit. hide hehiiicl door- 
ways, and othenvise tr)’ to ruin your Eu- 
ropean vacation, liul then, whoever said 
life was easy for ach’enturei's in the 9th 
cenuiiy? DOS CD, S59.9o. Carcic Read- 
er Service # -1 

PsYG\’osis, Ltd.. 675 M-!.s,s'.i(,7/(;.s't:7'7'.S' 
/li7';., C.wuitUDGE. MA 02139. (617) 
497-5357 

EXPERT CHESS 

Chess is a game eminently snilahle for 
Windows, as this modest program 
deiuonslraies. The 2D boai'ds are from 
die SARtiON II days, but the SD boards 
oiler some interesting chess battle- 
grounds. While they’re nowhere near 
ihe visual splendor of the pieces in 
C;ii!;,ssM, ASTER 'lOOO, the alien set has an 
appropriate glow-in-ihe-dark look, and 



there are also cowboys &: indians, me- 
dieval warriors, and glass ciiess sets. The 
leaching mode is jiretty good I'or the 
novice, but tbe rating i'eature seems ei'- 
raiic. .All the usual bells and whistles, in- 
cluding replay “\’CR'’ functions, board 
rotation, chess clocks, move lists and 
sound efiects are here in an easy-to-use 
I'oiniat. The chess engine lacks the 
depth of its more well-known rivals 
{strong players won't have to wail long 
beloi'c printing out a “you beat the com- 
puter” certilicate), but beginning-to-in- 
lermediate cbess-meisters might 
consider adding this budget olfering to 
llieii' opening repertoire. Windows, 
.■5 l'1.9o. Circle Reader Service # .a 

Expert SoFnv.-\RE, P.O. Box 144506, 
CoR.iL Gables, FL 33114-4506. (305) 
567-9990 

FANTASY FEST 

Ratber than the role-playing smorgas- 
bord one would expect from an S.SI fan- 
tasy collection, this bundle ol lour games 
is comjirised ol’ more strategic lore. .Al- 
tbough the D<S:D logo rides proud above 


S'l Rt.iNCtiot.n, this game more resembles 
a medieval \'ersion of SiMCtn' than anv- 
thing else, with its focus on building a 
castle and running a kingdom, likewise, 



Eant.asv KMi’tRES is an out-and-out strat- 
egy game, des|uie the magical beings 
which pojmlate its lands, The Cjttesls 
sometimes lack depth, bnl generally this 
game is fun to play, especiitlly the com- 
bat sequences. Those wishing for a bit 
more adventure may be entranced b\' 
UiNi.i.\tn'i',n AdvI'.nturks, which allows 
you to build roie-])Iaying adventures us- 
ing the time-worn “Golrl Box” RB(i sys- 
tem. Lest hack-n’-slashers feel lei’t out, 
DuNf.EON H.ack ol'fers endless random- 
ized dungeons with a wide range of 
monsters for those limes when all you 
want is to mindlesslv slav beasts and 
demons. A\’ho needs a plot aimvay, u'ben 
you have such a wide rtmge of fantasy 
trips to choose from? DOS Cil), $49.99. 
Circle Reader Serv'icc # (i 

SnuTEGiG .S7,m7.!7Vfj,v.s-, /,v<;., 675 
.MAXOR Ave.. SrrrE2()I. Scx.yyvALE. GA 
94086-2901, (408)- 73 7-6800 

FLASH TRAFFIC 

When an EB! agent receives a “Flash 
triiflic" message, it means that terrorists 
have a nucletir device ready to unletish 
in the LJ.S. 'I'bis fnll-molion adventure is 
live-action from heginning to end, tak- 
ing up llim’ CiDs in the jn'oeess. Produc- 
er/writer Chuck i’farrer is I'amiliar with 
the aclion/adventure genre, having 
worked on such films as Nai'y ,S7i/17..S' 
and Hard I'argi'l. riius. the timing is 



very much that ol' a cinematic thriller, 
excejn that tbe player is required to 
nuike choices constanih' to advance the 
plot, making this more of a trub’ "iiuer- 
aclive movie” than what the genre has 
seen so far. While the video ijualilv isn't 
yet T\' standard, at times the letter- 
boxed view draws you into the story bet- 
ter than the average movie Ibund at the 
video store. Ei.A.sii TRAi-t'it: isn’t the first 
interactive techno-thriller, but it stakes 
its claim on being the first with some de- 
gree of focus. DO.S CD, $39.93. Circle 
Reader Seiwice # 7 

Time Warner /A7A7iic77i7': Grove, 2210 
()E!\'E A\'e, Burbank, GA 91506. (800) 
482-3766 

FRONT PAGE SPORTS 
FOOTBALL '95 

The most I'ecent incai'iiation of the 
awai'd-winning football game feaiui'es 
improved slock game pi'oHles and coach- 
ing plans, with 10, ()()() different plays 
available on the CiD version. Seasons 



with tons of stats may be simulated more 
c)uickly than in pi'e\’ious versions, and 
leagues are now a breeze to set up with 
the di'aft profiles included. Pro liowl 
teams may e\cn be selected from user- 
generated jnirameters. The ‘9-1 season 
NFL rules are implemented, and players 
going liir a two-point conversion will be 
able to di\’e o\'er the pile into texture- 
mapped end zones with authentic team 
logos, 'file increased I’ariety of \'CR 
functions and camera angles is nict;, but 
the real sceiie-steaku' is the new roto- 
scoped player animation, which would 
hardly look out of jdace on Monda\' 
Night i’ooiball. DOS lb')” .$54.95, CD 
$59.95. Circle Reader Service # 8 

Sierra On-Line, Ini:., P.O. Box 485, 
CoARSEGOi.i). CA 93614. (800) 757-7707 

GAMER'S CHOICE, 

SMASH HITS, 

BLOCKBUSTERS EDITIONS 

The shareware universe is a lot like a 
Blockbuster Video store. 'I'here are tons 
of titles, htit only a select few that you jday 
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Copyware Inc 

Special Phone Offer 

only»38“ 

when you mention this ad 

1 - 905 - 830-1961 


'hf0rnei 


No Need For Manuals or Code Wheels! 


WaWensoftware’ 


Untversot NeverLock defeats documents checks on a voriety of software products. Unlversol NeverLock Is intended solely for the use of legitimate owners or llcencees of these products and is 


specifically NOT intended for any use that deprives any software publisher of their rightful income. Universal NeverLock is Copyright® 1991-1995 by Copyware Inc. All Rights Reserved, 


Circle Reader Service #343 





NOW PLAYING 



agiiin and again. Fun N’ Games lia.s tried 
U) make some sense of the confusion by 
placing a number of notable shareware 
games otito three separate CD-R(3M ti- 
tles. There are some real gems here, in- 
cluding Doom, VGA 1’i.\nkts, C.ai’i i rm 
Tiik Flag atid R.\i't'OR. Of the three pack- 
ages, our favorite was the Windftws-baseci 
Bi,(x;ta5USi't;RS Kttn tON', which had a nice 
combination ol' arctide games, card 
games, btjard games, and war games. 
Keep in mind, bowever, that these games 
are sharewan’. If you jdan on keeping a 
game on your hard drive, you are ethical- 
1\' ol)Iigated to pay the developer a regis- 
tration fee, from to S25. DOS Cl), 
124.95. Circle Retider Ser\'ice # 9 

Fun N' Games Inc., 8575 Willows Rd. 
NE, Redmond, VA 98052, (206) 556-9600 

GENERAL ADMISSION 
BASEBALL/FOOTBALL 

MicroLeague has added small win- 
dows of digitized film footage to spice up 
their animtited I'ootball atid baseball 
games, but tlie emphasis is still on statis- 



tical accLiract’. "I'he graphic look, despite 
the enhancements, is a bit dated when 
compared to other gtimes in the genre. 
Nonetheless, sports gamers looking 
more for realistic season replay than 
pretty playing Helds will be able to man- 
age tbeir favorite teams at a bargain 
price. Genf.r.m. .■\t),\iissiON' B.ASKtt.M.i, wtts 
formerly known as MK:ROi.t:.-u;uK Ba.si> 
n.ALl. 4, and is the most polished of the 
game line, although the Foo't iwt.i. ver- 
sion offers quick stiit-based fun in a solid 
“thinking man's” style. Other than the 
price, the biggest selling point is ibe new 


‘94 Strikebusters disk (available separate- 
ly for $9.95), allowing fans to play out 
the major league btiseball season as it 
might have been. DOS, $9.95 each. Cir- 
cle Reader Sen’ice # 1 0 
MiCHOLEAC.VE /A'77':/t/!G77l7: SOFTWARE, 

UNivF.Rsm' Office Fia/.i Beu.evue Bux... 
Suite 201, 262 C//.I/’, u.ia' Road, Newark, 
DE 19702, (800) 33-1-6572 

HITCHHIKING ON THE 
INFORMATION HIGHWAY 

'This innovative Windows CD-ROM 
prodtict Av'ill have you one click away 
from Cyberspace. It combines interface 
sofnvare for CoMi't;SKRvi:. GEnie, Ameri- 
ca ONt.tMt, PRonitiV ;md NicfcOAt (an In- 
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ternet access i^roN'ideij. .Also included is 
SoFfERM, a fitll-blown telecommunica- 
tions program, which offers RIP graph- 
ics, SLIP TCIblP support, and a 
datiibase of 20, ()()() fIBS and on-line 
provider listings. While the entire pack- 
age may be a bit overwbelming to the 
beginner, the slide show demos, videos, 
voice-over narration, and the well-wril- 
tem hypertext dtittibase help to guide 
vou along. Those who knotv just enough 
about the on-line world to be dangerous 
shottld find their on-line hitchhiking to 
be far less intimidating witb this useful 
package. Windows CD, .$99.95. Circle 
Reader Service # 1 1 

Moon Valley Soffware, 141 Svburhan 
Rd. Suite Al, San Luis Oiiisro, Ca 93-101. 
(805) 781-3890 

INTERACTIVE MUSIC CAME 

Basically, this is .Music 101, crossed 
with a parlor game and brought to a 
friendly Windows screen. Sixty-four 
spaces, arranged like musical keys 
around a square game board, must be 
traversed to win. To move to a particu- 
lar ke)'-space rec|uircs answering a musi- 
ciil trivia t|uestion, and there are “music 
chance” spaces which ciin add to moves, 
give extra turns and so on. As you learn 
iibout the number of lines iti a staff, or 



where the b-fl;it key is on a MIDI key- 
board, vou are treated to comments by 
Ja/.z giant Oscar Peterson. Ifyou need a 
break from game jda)’, you ma)’ listen to 
brief concerts by Peterson, guitarist Li- 
ona Boyd, or tiie always-energetic Cana- 
dian Brass. Aitdio (bat wots synched 
belter w'ith the video might have helped 
this jn'oduct, as well as t|uestions about 
I be musical greats in\'olved, so that kids 
(of all ages) might know llnit Peterson's 
classic composition “Cupcake” is more 
than just something you eat. \Vindows 
CD. Circle Reader Sendee # 1 2 
Microforum, I Woodiioroucii Ace., 
Toronto, Ontario, MOM 5A1, (416) 
656-636S 


JOURNEYMAN 
PROJECT TURBO 

.Although there’s nothing new in terms 
of gtuneplay here. Sanctuary Woods 
“'fiirbt^” update speeds up this sci-fi time 
[rtivel title considerably over the original 
version. You’ll think you’re Everard 
.Manse from Pool Anderson’s Time Palyol 
series as you safeguard hisloiy from the 
jDcrils of illicit time travel. .Adventurers 



have complete range of motion and a 
non-linear plot, tilthough the game still 
hits a jerky feel to it l)ecaiise of the node- 
based movement. .Along with the cine- 
matic elements, this CD-ROM onlv game 
has ;i siuprising tunoimi of detail and ;ii- 
m(.).sphere, and even includes some (l<jr- 
geilable) arcade action. Despite the 
technological achievements, many 
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Friendly to your hand. 
Deadly to your enemy 


If only you had knocked 
out one more target. 

If only... 

No more alibisi Get a 
new grip on excitement 
with FX2000. The advanced ergo- 
nomic design improves pilot 
comfort and response-whether 
right or left-handed. 


Now you can dogfight longer, with 
less combat and flight fatigue. Plus, 
there are dual tire controls, switch- 
able fire buttons, throttle control, 
and more. Try FX2000. 

So good, you 
won't believe 
its real. 


Suncom 

TECHNOLOGIES 


FOR IBM & COMPATIBLE PCs. 



The Hardware Advantage for Entertainment Software 

6400 W. Gross Poin1 Rd., Niles. IL 60714 708/647-4040 


Falcon AT artwork by Spectrum Halobyte. 


Circle Reader Service #182 


NOW PLAYING 


gamers may siill I'eei like an oulsider lo 
both the plot line and the game’s envi- 
ronment. largely Imcanse 
fails to convey a sense ofui'gency. 'I'liose 
needing a sci-11 I'lx \\’i!l apiireciate the 
acting, which is much more natural than 
in most muliimedia affairs. IX)S or Mac 
CD, .til49.95. Circle Reader Service # 13 
Woods, 1875 South Gmnt 
St., San Mateo, CA 94402, (415)578-6340 

NATIONAL LAMPOON'S 
BLIND DATE 

The reality of blind dates is that they 
usually aren’t as great as you'd hoped or 
as lousy as you’d braced yoursell for, 
which makes Blind Datk rather true to 
life. The game features 22 characters 
shown in “live action \’ideo’’ that, in a 
small, choppy Quicktime window, looks 
neither live nor video-quality. Your date 
is Saudi, a lovely brunette in a little 
black dress, who can play Beavis much 
better than j)ool. .Mthough quite engag- 
ing (she even loves the Three Stooges), 
she tends to lay a number of little traps 
for you to fall into. The dialogue is 
amusing and some of your juttential 
replies are hilarious. If yoti survive the 
bar, and have enough mone)' lo buy her 
drinks and take her home, you may “gel 
luckv." But not llial liickv. Kxcejn for a 
little strip-lease (with the emphasis on 



“tease”), you won’t see much (imless you 
find the Kasler eggs). In fact, one of ihe 
oddest things about this game is that 
you’ll be kissed by Saudi’s large, fright- 
ening roommate for giving her S20, but 
not once will Saudi so much as peck you 
on the cheek. Much like a leal blind 
date, Bi.ind Da’I'L will only interest you 
I’or one night, which may leave you won- 
dering whether it was wortli it al'ler all. 
^Vindows CD, $49.95. Circle Reader .Ser- 
vice # 14 

Trimark Inter.\cti\t., 2644 30th St., 
Santa Monica. CA 90405-3009. (800) 
247-5447. 


NOVASTORM 

Psygnosis really took us by surprise 
with this great-looking trench-running 
shooter, even though they’re known lor 
games tvilh exceptional graphics. No- 
vas'IOR.m's Silicon Crajthics-rendered 
en\’irons are better than those in Lu- 
casAris’ Rlbf.i, A-SS.\Ui;i', and the game- 
play is at least comparable, 'riiough the 
giune's “computers v. mankind” conceit 
is recycled, it is largely irrelevant. Piloi- 
ing a star fighter confronted by waves 
of eitemy ships, you watch the action 
IVom behind your ship, firing at bad- 
dies, collecting bonuses, IVantically 
avoiditig wtills and dodging fire. After a 
number <4' skirmishes thr<uigli imagi- 



native. I'anlastic sceties, you’ll reach a 
fortified “tluardian” ol ferocious dispo- 
silion and power, lurtre than able to re- 
pulse your repeated attacks. There are 
double-shot rounds, smart boml)s, 
wiugmen ttncl other .s|)ecial attacks you 
ciin use, which makes llu' going a little 
etisier, iiud atlds welcome vtiriely. 4'he 
only obvious black mark is that )'ou 
can’t save the game, even after you’\’e 
taken out those big bad Itoss ships — 
one l-'.uro-slu)oter legacy we could has’e 
easib’ lived without. Still, anyone itch- 
ing for I’ltrious I’Ci arcade action would 
have iroitble finding a wilder ride than 
N()\'ASi{,)R.\t. DOS OD. $59.99. Circle 
Reafler Senice # 1 5 

PsYONosis Limited, 675 4/.-i.s',s.-ir,7/t.’.s7;77'.s- 
An:., Camuridge, MA 02139 (617) 
497-5457. 

OUT OP THE SUN 

Oi' t oi- rtiK Si n is a WWil air combat 
simuhuion built to l;ike achantage of 
(he liorsepower ol ihe i’ower Macin- 
tosh. Suppoiuing resolutions up to 
l()24x7()H, it offers a tremendous field 
of view, Avith significtnit ground details 
(the Pacific ittolls are particularlv well 
done). Mac ])ilots can llghl in the Mid- 
way, D-D;ty ;md the Battle ol’ Kursk the- 
iitres, as well as enter the Arena lor 
custom designed dogfights. Along with 



the comtnon aircraft depicted in simu- 
lations of this period (P-51, Zero, 
BF109), Ou'f Ol- till-; $un includes rare 
Russian aircraft including the 11,-2 Stor- 
moN’ik and the Yakovlev YAK-3. 4’he 
Iliglit modeling comes in four llax’ors, 
from “arcade” to “veleran,” u’ith the lat- 
ter offering high detail in aircraft han- 
dling characteristics. We recommend 
flying Out oi- 'I'ttt: Sun with a ClI 
I'LiuiiTSTiCK Pro or comparable joy- 
stick. All in all, Out ok the Sun is per- 
haps the richest WWII air combat sim to 
dale for the Mac. MAC 3.5” or CiD. 
$47.95 Circle Reader Sen'ice # 16 

Domark Software, 1900 Noreoi.k 
Street, Suite 110, San Mateo, CA 
94403(800) 695-4263 

SHADOWS OP CAIRN 

What can you do with an honest 
ihieD How tiboiil framing him in the iis- 
sassinalion of a kindly Duke? That’s the 
nasty silutilion Quinn, the thief loo 
good for his own good, finds himself in 
as he begins the action/advenlure tale 
of SiiADOW.s OK CiAiRN. \’ou control 
Quinn from a side-on perspecti\’e as he 
jumps, kicks, and punches his way 
ihrough severtil levels ol guards and 
ruffians, 'fhe siiuxuli, rolosc(}ped mo- 
tions of Quinn will be instantly familiar 
lo players ol Jordan Mechner's Kar.\ii> 
KA and Prince ok Persia games. But 
while Shadows ok Cairn has more ad- 
venture type puzzles and cinematic 
scenes than Mechner’s games, it has de- 
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nights of Xentar 43 

ands of Lore 2 42 

ards of the Realm 44 

lechWarrior 2 47 

letalTech: BattleDrome 41 
ascar Racing 44 

erves of Steel 22 

erfect General 2 39 



Raiden 33 

Raptor 24 

Rise of the Triad 40 

SimTower 30 

Star Reach 37 

Strip Poker Professional 34 
System Shock 50 

Theatre of Death 27 

Theme Park 40 

Third Reich 37 

Traffic Dept. 2192 CALL 

Victory at Sea 45 

Wing Command Armada 48 
Wings of Glory 50 

X Com 45 

Zephyr 52 


ACM Game Card 35 

F-16 Flight Control 119 

Flight Control Pro 115 

Flight Control System 69 

Flight Stick 39 

Flight Stick Pro 62 

Formula T1 125 

Phoenix Right and WCS 115 

Rudder Pedals 115 

Virtual Pilot 69 

Weapons Control Mk 2 95 


69 

119 

149 

129 

189 


Audio Rock-lt 16 
Sound Blaster 16 Value 
Sound Blaster 16 MCD 
Ultrasound 
Wave Blaster 


CD ROM HEADQUARTERS 


7th Guest 2 11 Hour 69 
5 Foot 10 Pack Ver 2 27 
7th Guest 11th Hour 69 
Aces of the Deep 52 
AD&O Menzob, 50 
Arkania 2 Star Trail 44 
Armored Rst 50 

Battle Isle 2200 34 

Blind Date 44 

Celebrity Poker 27 
Colonization 49 

Complete Ultima VII 30 
Creature Shock 38 
Crime Patrol 38 

Critical Path 52 

Cyber Judas 52 

Cyclones 46 

Dark Forces 49 

Dawn Patrol 40 

Deep Space 9 Hunt 43 
Dominus 38 

Doom II Hell On Earth 46 
Dragon Lore 44 

Falcon Gold 59 

Flash Traffic 27 

Right Commander 2 44 
Fortress DrRadiaki 38. 
Full Throttle 42 
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Jorune Alien Logic 40 
Litll Divil 33 


Lunicus 42 

Magic Carpet 47 
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NHL Hockey ‘95 39 

NovaStorm 38 
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Panzer General 44 

PGA Tour Golf 486 50 

Phantasmagoria 49 

Quantum Gate 2 44 
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Spectre 27 
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Wings of Glory 45 
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New Machine Rules! 

DREAM MACHINE 

The most inrtovative CD ever! 
KovigiU through a 3D world where 
your ultimate fantasies come alive, 
the only (D that adapts to your 
(hoices. As seen on Donahue, ioan 
RiversandEHN. (Di<t9 

UROTSUKIDOJI 

Is there any hope for humanity? 

Will the Legend of the Overfiend 
hetotne reality? From the anima- 
tion geniuses who created Spare 
Cruiser Yamato, this is the 
astounding and controversial the- 
atrical masterpiece which single- 
handediy launched a whole new genre of Japanese anima- 
tion. DeHnitelynotforchildren. SAIF! CD B9 


PIXIS INTERACTIVE 

V2: SPACE SIRENS 

As a space privateer you are at the 
helm of your solo craft in search of 
rare alien artifacts, Responding to a 
distress signal, you are lured by the 
irresistible song of the Space Sirens 

1 emanating from a mysterious space 

station, You venture into the domain of the alluring and 
beautiful Space Sirens only to realize that you've been 
entrapped in VR chamber to fulfill their every desire. 
Engage in a search and fulfill mission in an exotic interac- 
tive odyssey. Contains 3D animation and graphics, original 
music, L86 8 mg required, (D 15^ 

VIRTUAL VIXENS PARTI $44 

SCISSORS N STONES 

Journey into a realm where beauti- 
ful women are available to chal- 
lenge you in a game of chance. A 
high tech adaptation of the ancient 
game of scissors-rock-paper. 

Featuring live action video com- 
bined with 3D animation and 
graphics. (DSALt FZ9 


WOULD YOU LIKE TO 
RECEIVE OUR COLOR 
32 PAGE ADULT CD 
CATALOG? 

Simply Circle Reader 
Service #96 & We'll Rush 
One Out To You! 

Sign card stating you are over 21 

Service #9.3 





lione (201) 783-3600 • Fax (201) 783-3686 • Call Our FAXBACK Line From Your Fax Machine (201) 783-3374 


3 nd Orders To: Mission Controi • 7 Oak Place • CGW0195 > Montclair, NJ 07042. MC, Visa, Discover, Checks & Money Orders. Checks 
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cicledly less (]ualiiy in the art and over- 
all feel. It does have some great music 
going for ii, and you can hear the music 
in “higli resolution” (^dKhz), imt you’ll 
need a Pentium to run the tunes at lliai 
level. DOS, Windows, S49.95. Circle 
Reader Sendee # 18 

Masciue PuiiusiihVG, PO Box 5223, En- 
glewood, CO, 801 1 5, (303) 290-9853 

VIDCRID 

Billed as “the I'ock video moving 
puzzle game” and developed in con- 
junction with Geffen Records, VinCiitin 
tvowed us with its addictive puzzles, 
great sounds, tind live action music 
videos. As each of the nine music 
videos plays in almost ciystal clear digi- 
tized video, puzzlers have to unscram- 
ble the mixed-up scene by dragging 



stfuare puzzle pieces around the screen. 
Finish a level of Vintikit) video puzzles, 
and things get even more difficult as 
puzzle pieces are turned upside down 
and inverted. Popular videos by groups 
like Aerosiniih, Guns N’ Roses, |imi 
Hendrix, and Van Halen, will keej) 
mavens rockin’. Our only com- 
plaint is that there are only nine videos 
in all, which meant that after we'd 
played through one level, we’d seen 
'em all. Still, the addictive level of the 
jday is high, and you’d never helieve 
|imi Hendrix could look so good on a 
computer screen. DOS CD, $8-1.95. 
Circle Reader Sendee # 1 9 
Jasaune Multimedia, 6746 Val/h-w Ave., 
Suite 100, Van Nuys, CA 91406, (818) 
780-3344 

VIRTUAL VEGAS 

“T love a man with a big wad,” (juips 
the sassy blackjack dealer dressed like a 
refugee from l.ofran’s Run. This, and 
many more thinly-veiled references (o 
the male anatomy can be yours in the 
world of ViR'i'UAi, VroAS. The first in a 
jjlanned series of games, Virtuai. Vt:- 
ci.-vs combines a rather ordinaiy version 
of video blackjack with the tt'pe of 
male-female verbal swordplay you’d 
find in Tsunami’s Man Enou(;ii or Tri- 


mark’s Blind D.vi i:. As one of two dif- 
ferent dealers flips the cards, she’ll 
make comments about how “intrigu- 



ing” you are <)r lunv “arousing” your 
card play is. In some cases, you’ll get to 
respond to a comment with one of 
three remarks. Some of the writing is 
witty, most of it is sophomoric, and all 
of it leads nowhere: there’s no strij^ 
blackjack here— just some slightly saucy 
talk. Future additions to Virtual Ve(;.a.s 
will include a Crajts module, a virtual 
shopping mall (for spending your vir- 
tual winnings), and a Ms. Metaverse 
cimtest where you judge the talents of 
more virtual women with sharp 
tongues. Mac or Windows, S29.95. Cii'- 
cle Reader Ser\'ice # 20 

I'liiTUAL ]'EGAS. Ixc., PO Box25l23. l.os 
Angeles, CA 90025, (800) 57-CDROM if 





Call your Account 
Representative, 

Marci Yamaguchi, at 
(7>i) ^83-3000 xyj 
for information on 
how you can advertise 
your game, product or 
service in the economical 
MARKETPLACE 
section. 


Games Too Expensive ? 

Consider Pre-owned Software 

• Save big $$$ over new 

• Original disks and manuals 

• IBM - AMIGA - C64 

• Hard-to-find classics plus 
all the latest releases 

• Call or write for free catalog 
(specify computer) 

940 4th Ave #222 Huntington WV 25701 

1 - 800 - 638-1123 

Customer Service: 304-529-0461 
DPS for complete list: 304-529-7050 

Reader Service #45 


SSI's Out of Print Wargames Are Back For Only $15!!! 

B-24 Mech Brigade Star Command 

Baltic of Antietam Rebel Charge Stellar Crusade 

Bailies of Napoleon Red Lightning Storm Across Europe 

Conflict: Middle East Second Front Wargamc Construction Set 

Gettysburg Shiloh: Grant's Trial Warship 

Kampfgruppe Sons of Liberty Western Front 


Scenario Disks for SSI's Battles of Napoleon for $10 

Scenario Disks for SSI's Wargame Construction Set II: Tanks! for $15 


Our hours arc 8:00 am to 5:00 pm PST M-F 
We accept Visa, M/C, Checks, Money Orders 
To order or request a free catalog contact: 
NovastarGamcCo. • P.O.Box 1813 • Rocklin, CA 95677 • (916)624-7113 


Reader Service #2 1 9 


O FEATURING... 


Are You Up To The Challenge? 


310 / 407-1325 


Reader Service if 147 


Sometimes you just need a 



Announcing s new nionilily magazine that 
is rnorc than about games — it imludcs one! 
If you don't have the tiinc to learn and play 
games like you used to, consider GameFix, a 
monthly, 32 page color magazine with: 

- A complete board or card game inside 
every issue, featuring: 

- an 11" X 17" map 

“ 100 color cards or tlic cut counters 

-• low complexit)’, high replay value 

- A feature article on the game’s subject 

«- Dave Wood’s review column The Armchair 

' Game variants and scenarios 

- A low S6.95 cover price 


Foi 


re information, call (916) 362-0875. 


To order a 4-issuc trial subscription send 
S19.00 (US only) to: 

Game Publications Group 
8795 La Riviera Dr. Suite 182 
Sacramento, CA 95825 

One year subscriptions arc also available for 
849.50 US, or $100.00 US for overseas 
customers. 

Reader Service #(-}7 


Slow Machine? 

Get the CMX CYBER series. Speed 
and Power for the ultimate mix of Man 
and Machine. 

The CYBER comes equipped with 
486 DX2-66 with 256K Cache 
1.44 MFD, 425 Meg HD 
8 Meg Ram 

VLB Video with 1 Meg exp to 2 Meg 
VLB n)E with high speed ports 
4X CD-Rom drive (QUAD SPEED!) 
CTX 14" .28 DP SVGA NI Monitor 
16 Bit Sound Card & Speakers 
Mouse and 101 Keyboard 
FlightMan Joystick 
Lots of software and CD-Roms 
Plus FREE SHIPPING! 

For the cost of S2, 450.00 

Call us at 1-800-448-1436 
Upgrades are a\’ailable 
Call for pricing and a\>ailability 


orriis<f: Pln7:L-i (90i]jJ2.5577 
Hwj-M-26 (W4H82-2S80fii. 

Houghton, MI 49951 
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21st Century Entertainment 

(716) 872- 1200 

104 " 

86 

Megatech 

(800) 258- MEGA 

27 

256, 221. 

Accolade 
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Chips & Bits 
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STAC Electronics 
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HPS Simulations 
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229 

225 

StarPlay Productions, Inc. 
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3, 
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Hyperbole Studios 

(800) MY- DEALER 133 

’ 

Strategic Simulations, Inc. 

(800) 245- 4525 

12 
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id Software 

(800) ID-GAMES 

153 
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Sun Star Publishing 
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Impressions Software, Inc. 
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Suncom Technologies 
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78 
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ThrustMaster, Inc. 
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Interplay Productions, Inc. 
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226 



Renegade 

Strategic Simulations, Inc. 

125 


302 

Retribution 

Gremlin Graphics Sw. LTD. 

73 


356 

Ripley's Believe It Or Not 

Sanctuary Woods 

151 


282 

Rise of the Robots 

Time Warner Interactive Grp. 

173 


143 

Rise of Triad; Dark War 

FormGen, inc. 

Cover 2 


269 

Shadows of Cairn 

Masque Publishing 

129 


344 

Slam City 

Digital Pictures 

62, 63 


357 

Some Of This 
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REM Software 
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Hyperbole Studios 
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ThunderSeat Technologies 
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351 

Tycoon Series 
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163 
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221 
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47 


307 
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252 
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200 
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Chips & Bite 

239 


227 
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Electromedia Productions, Inc. 237 


335 
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Interplay Productions, Inc. 

87 
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Chips & Bite 

247 


219 

Wargames 

Novastar Game Company 

263 


309 

Wolf 

Sanctuary Woods 

10, 11 



• Please see advertisement for contact information 



JANUARY 1995 • COMPUTER GAMING WORLD 265 



AVAILABLE FOR IBM PC 6if COMPATIBLES and PC CD-ROM 




The 


Dawn Patrol is a true flight simulation with the 
emphasis firmly on pilot control and 'seat of the pants' 
skill. Climb into the cockpit and prepare for the 
aeronautical experience of a lifetime. 

© Take the controls of one of 15 period aircraft including the Sopwith 
Camei, SFAD 7, and the Red Baron's Fokker Triplane. 

Leading Edge Technology provides fully Image Mapped 
SB aircraft and landscapes. 

® 640x400 SVC/l mode gives 4 times the resolution of standard 
VGA flight sims. 

SB /A myriad of viewing perspectives (View Matrix) including interior 
SB cockpit, multiple external and unique ordnance view. 

® Over 150 missions to accomplish ranging from traditional dogfighting 
to balloon busting, each with full mission briefing and embedded 
hypertext. 

SB pilot biographies allow you to create your own characters 
SB from Rookie to Flying Ace. 

© Experience a complete account of the 1914-18 'War of the Skies' and 
battle for either side of the conilict. 

SB Over 50 original anecdotes, speeches and wise words from 
SB Commanders and pilots of the era . ' 

® The 1914-18 team spirit amongst the airmen is further emphasised 
through a number of authentic waiiime ditties . ' 

SB range of realistic sound effects accompanied by Tchaikovsky's 
SB “Capriccio Italien " add the linal touch of authenticity. 


Forget all other flight sims. Dawn Patrol tests your flying skills 
to the full against the real pioneer Aces of air combat. 


•CD-ROM VERSION OPtLY 



Dogfighting will never 
be the same again! 

EMPIRE INTERACTIVE ENTERTAINMENT, 13220 WISTERIA DRIVE, BAY N-2, GERMANTOWN, MO 20B74 


Aft#WV by Fwk Wmlon 

eisw Tho OrMmnfi WvVtfkw 61994 Room 



VOICE; {301) 916 9302 FAX: (3011 916 0437 






The Babd'b Tale (Electronic Arts, 1985) 
Battle Chess (Interplay Productions, 1988) 
Chessmaster (The Software Toolworks, 1986) 
Civilization (MicroProse, 1991) 

Bungedn Master (FTL Software, 1987) 

Earl Weaver Baseball (Electronic Arts, 1986) 
Empire (Interstel, 1978) 

F-IB Stealth Fighter (MicroProse, 1988) 
Gettysburg: The Turning Point (SSI, 1986) 
Gunship (MicroProse, 1989) 

Harpoon (Three-Sixty Pacific, 1989) 
Kamffgrupfe (Strategic Simulations, 1985) 
King's Quest V (Sierra On-Line, 1990) 
Lemmings (Psygnosis, 1991) 

M-1 Tank Platoon (MicroProse, 1989) 

Mech Brigaoe (Strategic Simulations, 1985) 
Might & Magic (New World Computing, 1986) 
M.U.L.E. (Electronic Arts, 1983) 

Pirates (MicroProse, 1987) 

Railroao Tycoon (MicroProse, 1990) 

Red Baron (Dynamix, 1990) 

SimCity (Maxis, 1987) 

Starflight (Electronic Arts, 1986) 

The Secret of Monkey Island (LucasArts, 1990) 
Their Finest Hour (LucasArts, 1989) 
Ultima III (Origin Systems, 1983) 

Ultima IV (Origin Systems, 1985) 

Ultima VI (Origin Systems, 1990) 

War in Russia (Strategic Simulations, 1984) 
Wasteland (Interplay Productions, 1986) 
Wing Commander I & II (Origin Systems, 1990-91) 
Wizardry (Sir-Tech Software, 1981) 

ZORK (Infocom, 1981) 





P-19 STEALTH FIGHTER 
MICROPROSE, 19BS 

While ils gloss is somewhat laded 
now when compared to more re- 
cent Goiiraiid-shaded simulators, 

F-19 S’li'Ai.'i'H Fighter still oilers 
one hell ol’ a fun ride. Published 
before the government’s real-life 
announcement of the F-1 17 A, F- 
19 Steal'I'h Fighter provided 
challenges unique to Oight simula- 
tions of the day. The missions in- 
volved sneaking around through a vai'iety of enemy 
defenses, surprisingly similar to actual Desert Storm 
sorties years later. Although the F-19 was adequately 
armed, the electronic profile and stealth elements tvere 
so well done that it was often more fun to avoid a dog- 
fight than to engage in one. 


CETTVSBURC: THE TURNING POINT 
STRATEGIC SIMULATIONS, INC., 19B6 

In the eighi years since GtrnA'.SHURC. 
first appeared, no other game has 
managed to capture the feel of the 
Civil War’s most famous battle quite 
so well. One of the first computer 
games that seriously challenged 
board wargames in terms of realism, 

Ghiick Krogel and David Landrey’s 
design placed an empltasis on lead- 
ership and the difficulties of com- 
mand control on the 1 9th-centiiry 
battlefield. 'I'he rules for melee, double-time marches, 
and visibility added to the fun, and also showed a good 
understanding of Civil War tactics. Replayabilit)' was 
helped by random “what-if’ set-ups and a reasonably 
challenging Al. Still worth a look, if you can get past the 
dated CGA graphics. 
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Aces ol the Deep VI. 1: Up- 
dates llop])y version of Dy- 
namix’s sub sim. Fixes 
reported problems, includ- 
ing random lockups, faulty 
time decompression, and 
others. 10/2^9^1 

Blake Stone V3.Q Patch: 

Updates V2. 1 to V3.0. Users 
must have blake Stone 2. 1 
cuiTently installed. Works 
with registered version only. 

1 1/3/94 

Colonization V 1.1 Update 

The newest version of Sid 
Meier’s latest strategy cre- 
ation. 1 1/13/94 

CyberRace V1.22P CD-ROM 
upgrade: Includes all previ- 
ous fixes plus Pentiurn/PCI 
fix. 1 1/8/94 

Dark Legions VI. 1 Update: 

Adds native sound support 
for UltraSound/UltraSound 
Max, AWE-32, ESS488/688 
Chipset, and Ensoniq Sound- 
Scape. CD and floppy ver- 
sions available. 10/13/94 

Dark Sun II; Wake of the 
Ravager Update: Fixes re- 
ported jirobleins. Works with 
CD-ROM version only. 
10/26/94 

Detroit Patch 2.1: Upgiades 
this Impressions game to lat- 
est version. Make sure to 
consult the text file for info 
on saved game transfer to 
new version. 8/1 1/94 

Falcon 3.0 V3.D5; New Up- 

gi'ade for floppy users of Fal- 
con equivalent to the new 
Falcon CD release. (See also 
MiG-29 and Hornet up- 
grades below.) 9/29/94 

FLCS C&CC Update New 

software for FI.CS Command 
AND Con TROL Center from 
Thrustmaster. 1 1/1 1/94 

Global Domination Update; 

Fixes modem play bugs and 
replaces Bismarclc with 
Hitler, for tliose politically 
incoiTect wargamers. 8/24/94 

Harpoon Classic VI. 54: 

CD-ROM update con ects re- 



Computer game programs have grown so massive and the number of hardware 
configurations has become so huge that incompatibilities and glitches are 
frustratingly common. Software fixes, or "patches,” for buggy programs have 
become a necessary evil until we reach the golden age of standardized platforms 
and bug-free programs. 

These patches can usually be downloaded from the major on- 

line networks (CompuServe, GEnie, ZIffNet), but can also be 
obtained from individual software publisher's own BBSs or direct from the 
publisher with proof of purchase. Red indicates new files. 


ported bugs and uses less 
memoiy. Missile.s launch 
against bases coi'rectly. 

VVorks with all previous ver- 
sions. 11/4/94 

Harnet VI. 02: Upgrades 
floppy owners, equivalent to 
Hornet included with Falcon 
Gold CD. 9/24/94 

Legend ol Kyrandia, Dook 
2, 1.04 Update: Fixes lock- 
im problems on faster ma- 
chines. 8/29/94 

Lade Runner Windows Up- 
grade VI. 02: C loiTects prob- 
lems listed in the Readme 
file of the initial release. For 
Windows versions only, not 
DOS. 10/7/94 

Lords of the RealmVl.01: 

Update to latest version, al- 
lows for modem play, CD- 
ROM and floppy versions 
available. 11/1/94 

Master of Magic VI. 2; Lat- 
est upgrade to MicroProse 
slrategy/magic game with nu- 
merous fixes, new features, 
and major AI enhancements. 
12/1/94 

MiG-29 VI. 04: Upgrades 
floppy owners, equivalent to 
MiG-29 version included 
with Falcon Gold CD release. 
9/24/94 

Outpost VI. 1: Fixes for 
many of tlie problems of 
Sierra’s science-fiction title. 
10/3/94 

1942 Pacific Air War Mo- 
dem Patch: Provides modem 


play and fixes some bugs. 
10/13/94 

Pacific War VI. 1 Update; 

The olficial update from SSI, 
this will not work witli the 
Gary Grigsby “X” versions 
avaliable on-line. 8/10/94 

Quarantine V3.5 Update: 

Latest update for all previous 
versions of Quarantine, flop- 
py and CD-ROM versions 
available, 11/1/94 

Quarantine DQS4GW.EXE 
update: Simply an updated 
DOS4GW.EXE for commer- 
cial version owners. 10/21/94 

Rebel Assault Macintosh 
Patch: CoiTCCts “no CD in 
drive errors”, and improves 
game speed when playing full 
saeen. Also features direct 
Power PC support. 10/19/94 

SimCiiy 2000 for DOS VI. 1: 

Fixes problems reported, in- 
cluding crashes; also includes 
some minor cosmetic fixes. 
10/28/94 

Tigers on the Prowl V 1.15: 

Replaces all prior versions, 
including V. 1 . 14 update. 
Adds a number of new fea- 
tures, including improved 
Al, and an improved inter- 
face. 'I'OP users who want to 
play tlie campaign scenarios 
must have VI. 15. 10/28/94 

U-Boat VI. 5 Update: Latest 
version of Deadly Games’ 
submai'ine game — Mac only. 
8/1 1/94 

UFO VI. 3 Update: Fixes 


problem of cajMured Alien 
leaders dying enroute to X- 
Com base. This jwlch is only 
for UFO import version, nor 
the American X-COM re- 
lease. 9/15/94 

Ultimate Football VI. 31 
Update: Replaces previous 
update VL;L Adds crowd 
noise, fixes reported prob- 
lems. 1 1/8/94 

Under a Killing Moon 

VI. 04: For use with the 
. Cyrix microprocessor. 

1 1/8/94 

Under a Killing Moon Up- 
date: Works with Gravis Ul- 
traSound and Gravis 
Ultrasound Max. 1 1/8/94 

Publisher BBS Numbers- 

Many of these patches are 
available direct fi om the pub- 
lishers’ bulletin board sys- 
tems. Call with your modem 
panty settings at N-8-L 

Accolade CA(408) 296-8800 
Apogee MA (508) 368-7036 

Bethesda Software MD 

(301)990-7552 

Broderhund CA,(415) 883- 
5889 

Capstone FL (305) 374-6872 

Creative Labs OK (405) 742- 
6660 

Impressions Software MA 

(617)225-2042. 

InterPlay Productions CA 

(714) 252-2822 

LucasArts CA (4 15) 257-3070 
Majtis CA(510) 254-3869 

MicroProse MD (410) 785- 
1841 

Microsoft WA (206) 936-6735 
Origin TX (512) 328-8402 

Sierra Online CA (209) 683- 
4463 

Spectrum Holobyte CA(510) 
522-6480 

SSI CA(408) 739-6137 

Virgin Interactive CA (714) 
833-3305. 
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game, 


might III 


Circle Reader Service tt86 


So the challenge is on! An incomparable role playing 
fantasy game for your PC, with stunning, hand sculpted 
graphics throughout, humorous script and thrilling 
plots. But be warned -—. -with its romance and intense 
action, Knights ofXentar is not for kids nor the faint hearted. 


Available at finer software dealers everywhere or call 
1 800 258 MEGA. Visa/ M astercard accepted. 


Download theJ'PEE demo by adting our 24 hour BBS 310 539 7739 
(8 data bits,, no fdfifyc f. stop bit, filename kxdemo.exe) 
or send $5 for the demo on diskette to 
Megatech, PO Box 11333, Torrance, CA 90510. 


NOT RECOMMENDED FOR 
PLAYERS UNDER 1 3 


For centuries, war has raged among the demons and fairies, 
devastating this mystical land. Two young knights, separated at 
birth and raised by mortals, chosen for the ultimate battle that 
will decide the fate of heaven and earth. Never knowing their 
true relation — or their own dark destiny they are fated to meet 
and duel each other- to the death. As Desmond, the Knight 
ofXentar, you will be striving with many a winsome 
enchantress to overcome menacing foes — 
and perhaps in victory, become the ruler of all. 


E M O N S 


T 1. N C W P\I^ AWAITS 





Dances 
With Elvh 


by Colonel Presley 


T hirty miles away from the glitter 
palaces in Las Vegas, tlie empty 
desert surrounded me with 
scrub and dun-colored hills. I 
began to imagine the desert as 
a battlefield for mechanized 
units, when I realized that Ciaiy 
Grigsby is working on Steel P-AN'ITIEUS 
for SSI. Although related to Grigsby’s 
brilliant Panzer Strike series, Pan'I'iiers 
has many new features, including individ- 
ual pillboxes, smoke drifting via a wind 
model, built-in maps, and a 
scenario/weapons editor. A radical role- 
playing element lets you name leaders 
and watch their skills increase with expe- 
rience through a full-scale campaign. 

I had been waiting for two hours in the 
desert for an unknown informant to show 
up. Finally I began to hear the drone of 
choppers, and for a moment I thought it 
might be a promotion for NovaLogic’s 
new high-tech Werewolf. Since Were- 
wolf is supposed to connect with Ar- 
mored Fist and allow several players to 
lly and drive cooperative missions, I got 
excited over the possibilities. 

Suddenly a shadow loomed o\'er me, 
and I heard the patter and flap of a para- 
chute in the strong wind. Focusing on the 
‘chutist, my eyes were dazzled with the 
glare of rhinestones, and I laughed out 
loud at the realization that ray contact was 
a member of the Flying FJvis team. His 
chute sported a coloH'ul version of the 7th 
Level corporate logo, and it tvas descend- 
ing rapidly. Unhirtunately, the more 1 
tried to move out of the way, the more he 
seemed headed right for me. Finally, the 
inevitable collision occuiTed and we tiiiick- 


ly stood and dusted ourselves off. 

I fen'ently hoped that he wasn’t going 
to launch into a rendition of “Love Me 
'Fender” when he spoke in a mumbling 
sing-song. “L'h, huh, uh!” went the open- 
ing mantra. “Have yoo ever heard o’ Ray- 
mon' Feiss?” Of course, I’d read the 
Riftwar Saga. “And you know what he's 
gone and done, man?” Of course, almost 
any role-player knows about bE'i RAYAt. At 
Krondor. “And ya know what eylsc?” I 
didn’t, but 1 soon found out that 7th Lev- 
el is going to be producing the sequel to 
Be'er-wal A'e Krondor, as well as other 
products with the successful author. My 
guest finished his song and handed me a 
scarf with both the company’s logo and 
Raymond E. Feist’s name on it. 

The pitch delivered, we got into my car 
to make the trek back to Vegas. I remem- 
ber thinking that my infonnam looked so 
much like the real thing I half expected 
him to pop open a pack of diet pills and 
offer me some. As we talked, I soon discov- 
ered that he wasn’t headed for Vegas Just 
to perform. He was upset becatisc he had 
bet on the Mighty Ducks to take the Stan- 
ley Ctip. To ease his Ihistration over the 
hockey strike, 1 suggested he play some 
computer hocket' games, and told him that 
Time Wanier had just signed Wayne Gret- 
zky to endorse a new hockey game for ‘95. 

When we an-ived at the casino wliei'e 
he performed his act, he gave me a 
complimentary pass to that hotel's 
quick-set concrete lunch bullet and 
joined me for lunch. I remarked that 
the food sank faster than the W^VII subs 
in SSI’s Silent Hunter after they’d 
been depth-charged hy the Imperial 


Navy. Then 1 had to explain that Silen t 
Hunter is a simulation that looks like 
the Pacific Theater equivalent of Aces 
OF THE Deei*. 1 had seen the photo-real- 
istic ship graphics and the distinctive 
harbors from the periscope view, and 1 
was very impressed. The 3-D, light- 
sourced graphics make eveiything look 
appropriate for various times of the day. 

Fat Elvis told line that he was a big SSI 
fan, and asked if I knew anything about 
Gre.at Naval Battles 3. I told him it 
would have around two dozen fixed sce- 
narios (from the latter part of the 
Solomon’s Campaign, Midway, Goral Sea 
and more) and about the same number of 
new ships in the mix. It will also have new 
planes and a built-in scenario editor. In 
keeping with our previous discussion, I 
even explainedi that you could establish 
sub zones in the new game and have subs 
patrol those zones without extra inteiven- 
lion on your pait. 

He seemed happy as he stood up and 
said, “One foijthe money, two for the 
show, ...” and jjassed out onto the lloor. 
Before 1 knew it, the casino manager was 
chastising me for letting him eat at the 
quick-set buffet and demanding that I 
take his place on stage. “But I can’t sing 
in Fat Elvis’ key,” I protested. 

Somehow he got me onstage, and I 
made the audience feel like the latest 
multimedia projduct without any real in- 
teractivity. WlVen I came offstage, the 
manager said llgot fewer boos than the 
“real” Fat Elvis, and to think of myself as 
“repuiposed” content. Amused, 1 hoped 
multimedia prqdticers would figure out 
ihe problem faster than he did. 
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iaciotosh model' 


Take control of your elevators, ailerons, throttle, rudder, and flight and weapon commands with this 
unique two-handed joystick - the Phoenix Flight & Weapons Control System. 

Each of the 24 buttons can be programmed using a graphical interface, designed for 
simplicity. The Phoenix is compatible with all games and flight simulators that support a standard 
joystick and keyboard controls. No special support is required. 




'^^et's face it — putting a truly great game 
on a floppy disk is like trying to play profess- 
ional football in a bathtub: you really need 
why the 


about 



designers at ORIGIN are excited 
creating CD-ROly] games. Finally, we 


yumryiii 

can roll up our sleeves and weave magic. • Vou want impossibly 


awesome graphics? 
art blow you away. 




wins conHniiDEriii 
more room. That’s 


F ir\ Watch our fully detailed 


Hunt down the meanest 


HUES Df ELOHY' 

aliens in dozens of different galaxies — without having to guess 
at what they really look like. • You’re wired for sound, aren’t 
you? Then you should expect all your adventures to have it! 


We have dynamic, 
so phenomenal 



orchestral sound-tracks 


you’ll wonder where we’ve 



SYSKH SHOCr 

hidden the conductor. • Of course, for everything you gain, you’ve 
got to lose something. With a CD-ROM game, what you lose is 
the hassle. Forget about corrupt disks, too 
little hard drive space or making back-up 
copies. It’s ancient history. Finally you can pop in a game worthy 
of the system you bought for it. ORIGIN creates worlds to take 
on the multi-media challenge. 

Now it’s up to you to conquer them. An Electronic Arts'’ Company 
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